
A Wind of Steel Shards

 In the depths of Chicago, a long slumbering god dwells amidst what was once swampland, dreaming 
under the unsuspecting city. Bedrock forms its mattress and soil its blankets, far beneath the skyscrapers and 
suburbs. While we erected towers of steel, it slept away the millennia and we forgot it. Now a group of crazed 
men and women wish to awaken the sleeping god, to cleanse the world of its sins and transgressions. They gather 
round the god, their dreams warped by its own.

 This adventure is meant for up to 6 characters in the Proteus Engine role-playing system, and is intended 
for use as part of the first round of public play testing for the game. You can find premade characters for use with 
this adventure included in this packet.

 Sevros Ken, whose name wasn’t really Sevros Ken, stared at the pulsing, heaving, mass of flesh with the 
consistency of wire mesh. Occasionally steam hot enough to boil skin or vapor cold enough freeze off fingers 
would eke forth from the thing’s body. Sevros wiped the sweat from his brow, as the creature seemed to inhale 
through the fine holes that lined its strange body. If it exhaled he was dead. Instead, a small chink of mesh shed 
from the creature, pushed off by the wind or breath from the being, and lightly landed on the ground nearby. He 
grabbed quickly and carefully . The edges sliced open his hand as he took his own deep breath, and he shoved 
the mesh into the skin of his brow. Tears began to form, and he bit his tongue so hard to keep from screaming 
he tasted blood to. It wasn’t easy shoving the mesh under his skin. He had to work it in half-inch by half-inch; it 
was agony. He’d gotten it most of the way in… that was good enough, right? He put his hands down and panted, 
watching the blood drip from his forehead onto the red brick floor.

 “Do you give up, Sevros Ken?” Obviously it was not good enough. Trennor Dax would kill him if he 
failed, it’s not like there were lots of people on the streets on Chicago talking about how some crazy cultists were 
worshipping a god that would reclaim humanity from its failings ready to do this sort of crazy thing.

…Scratch that, actually.

 Sevros focused, and in one swift motion slammed the mesh in. It cut like a razor, and lodged there. Tren-
nor smiled, “Welcome brother,” he said, “You are now one with the Sleeping god, and a part of its larger dream.”
Sevros couldn’t smile. He couldn’t even move. His forehead hurt too damn much. And he remembered his moth-
er had called him Kevin.

 Mere feet away, something long slumbering stretched its form.



Synopsis:
 This adventure deals with a sleeping god that 
dwells far beneath Chicago Union Station. The players 
will be playing members of Slick’s Adventurers, a group 
who specialize in adventurous archeology. The charac-
ters will be involved in preventing a heist, then going 
to stop the god from being awoken by the cult and 
destroying the world.

The Gang’s All Here
 This adventure starts assuming the characters 
have met each other, and have been working together 
doing odd jobs for Slick’s Adventurers. Since the play-
ers haven’t had a chance to role-play their characters 
together, feel free to give them a bit of time to just let 
their characters interact during the beginning of the 
adventure, before the possible apocalypse starts getting 
into full swing.
 The adventure opens with the characters walk-
ing into the Field Museum in Chicago, sent by their 
boss Kylie Teflon to work a security gig on some new 
exhibit that is opening there that evening. When the 
characters enter, have each player describe their char-
acter’s appearance so the group can get a good mental 
image of each other. Feel free to describe any odd 
looks and baffled expressions from security guards or 
onlookers for any character whose look is particularly 
odd. They will then be approached by one of the secu-
rity guards. Read or paraphrase the following:

 “You guys must be the outside security Mr. 
Johnson hired. At least you match the pictures we were 
sent,” he will then wave a sheet of paper with their 
company ID pictures on it. “I can show you to Mr. 
Johnson unless you have any questions?”

 He won’t be able to answer much about their 
job, only that they will be running security on some 
“old piece of rock some dead guys wrote on” though he 
is fairly knowledgeable about the Field Museum itself 
(basically anything that’s on Wikipedia). He can also 
tell them about his boss Mr. Johnson if they ask:

“Mr. Johnson is skeptical of pretty much anything. He 
won’t believe there’s coffee in his cup till he’s tasted it 
and felt the caffeine rush through his system. I heard 
he’s not too happy his higher ups ordered him to hire 
you guys, but we’re always happy to have some extra 

muscle and extra eyes on the floor during one of these 
openings.”

 Mr. Johnson also has 2 kids, and a wife named 
Cindy. He’s worked for the museum for a long time, 
and loves smooth jazz. He doesn’t seem to aspire to 
anything beyond his position

Slick’s Adventurers!
 
 Slick’s Adventurers was founded on the prin-
cipal of protecting the world’s artifacts and history 
from those who would abuse it. Slick herself lives in 
Portland, and is said to be immortal, but there are 
branches of the group all over the world, including one 
in Chicago with its fine museums. Most of the work 
that the Chicago group does is work at the Museums, 
who they constantly run into problems with whenev-
er new blood comes in that doesn’t believe in magic 
or monsters. They always have to learn the hard way. 
Slick’s Adventurers when they are lucky however, get to 
go out and rescue priceless and amazing artifacts and 
treasures from all over the world. They are far more 
spread out then City Magic Inc., and generally travel 
out to any field locations, rather than having lots of 
small chapters.

 The Chicago branch is led by Kylie Teflon. 
Whether or not that’s her real name is a point of con-
tention and discussion for her underlings, but most are 
too afraid to ask her. She’s tough, very tough. Rumors 
say she once punched a werewolf out, and then com-
plained she’d dropped her cigarette like that was the 
worst part of getting lunged at by a werewolf. She loves 
smoking and drinking, but keeps a very cold demean-
or. She doesn’t have many close friends, and most peo-
ple don’t know much about her. She and Yoki Metz-
kopf, who runs a chapter of a sort of wizard’s guild 
called “City Magic Inc.” nearby, are good friends, and 
while Slick’s Adventurer’s receptionist, Jason Lovett 
claims he saw her going on a date at a Café once, no 
one really knows very much about her personal life. 
She keeps to herself. She’s blonde, she can beat you up, 
and she doesn’t take your nonsense.



Mr. Johnson
 Billy Johnson is a portly balding man with no 
sense of humor and a mustache more groomed then 
his remaining head hair, his office is nearly pristine, 
tidy as though he regularly reminded himself to clean 
every surface, except for the desk that’s messy and 
cluttered to the point that papers are nearly tumbling 
off of it, which seems very out of place to the rest of 
the room. When the security guard knocks on his door 
he’ll answer with a crisp, “Come in!” and turn sternly 
towards the characters. Read or paraphrase the follow-
ing:

 “Ah, the misfits my bosses hired without asking 
me. Well, you’re here, so I’m putting you to use. We’ve 
got a very important opening tonight for an ancient 
Native American artifact that could change the way 
we see the ancient world. A stone slab that will change 
everything.”

 Allow the characters to ask him questions. A 
few examples questions and answers are listed here. 
Remember that Mr. Johnson doesn’t know anything 
about the rest of this adventure, so feel free to have him 
make pompous guesses about what the tablet means, 
but mostly he’s too uncreative to come up with any 
truly interesting theories about the tablet.

 Why is the tablet important?

 “Why? Well, because it’s a stone slab with 
written language on it from North America from 
before when written language was supposed to exist 
here. But that’s not the most interesting part of it. The 
tablet has gone through every single test we could 
think of putting it under, and it was unquestionably 
carved from 2500 BC at the earliest, but it was written 
in ancient Chinese. And no, it’s not a clever fake. It was 
found buried in layers of undisturbed strata in a sealed 
container from the same time period, not to mention 
all of the tests we did on the dumb thing. It’s a fascinat-
ing piece of history, and it’s going to teach us quite a lot 
about our history we didn’t know!”

 How is that possible?

 “How should I know? Maybe these natives 
went over to China?”

 Why don’t you trust us?

 “I don’t believe in magic, and I don’t believe in 
having adventures or fun being a part of getting any-
thing done. That’s just unprofessional.”

 Who did hire us then if it wasn’t you?

 “The board of trustees. They tried to tell me the 
last time they brought an ancient tablet in here there 
was an infestation of ghosts and your bosses had to 
get rid of them, and then kill a vampire. Poppycock, of 
course, no such thing occurred. But if they want to be-
lieve in your silly superstations then I suppose it works 
out for your paycheck, and I’m not turning down the 
extra help. This exhibit opening will be packed. It was 
unearthed some time ago, but this will be its first pub-
lic unveiling, so we’ll probably get a lot more people in 
the museum than usual, and according to the trustees 
there are some crazies who think the tablet is world 
changing and magic or something. They’re nuts. It’s 
not. It’s just a fascinating slab of rock.”

 What does the tablet say?

 “How about you go down and see for yourself? 
There’s a handy translation right by it. You’ll need to 
scope out the room anyways before the exhibit opens. I 
don’t have the translation memorized or anything…”

Mr. Johnson and Magic
 A skeptic at heart, Mr. Johnson will dismiss 
most magic as a clever parlor trick, however characters 
may wish to show him magic is real by performing 
feats that he cannot explain. Mr. Johnson will hold 
onto his doubt with a stubbornness that would be 
laudable if tied to a good cause, and will justify some 
things that are fairly outlandish with strained logic. 
However , if the characters break his will through 
social combat, it’s entirely possible he may have to 
confront magic’s existence, and everything he thought 
he knew being a lie, a fate that will humble the once 
pompous man almost irreparably.



 I Don’t Need Your Conformity!
 
 Some players may wish to try to not follow the 
assumed path of this adventure whatsoever. They may 
want to attack and kill the security guards in the mu-
seum simply because they can, walk right back out the 
door of the museum as soon as they walk in, decide it 
would be better to steal Sue the T-Rex from the field 
museum than protect the artifacts, or any number of 
such things that stop the adventure from progressing 
exactly as written dead cold.

 It’s important to remember that this adventure 
is a guideline and the events as written here can be 
modified if you feel your players would be having more 
fun playing the game a different way. There is absolute-
ly no reason if you group isn’t enjoying this adventure 
they can’t go and do something else.

 However, the actions taking place during this 
adventure behind the scenes can still keep taking place 
without the heroes to stop them, not to mention that 
criminal recklessness doesn’t go unpunished by the Po-
lice or Slick’s Adventurers See “getting fired” (Page 11), 
“Call the Police!” (Page 11) and “Failing the mission” 
(Page 11) for more information on how to run through 
these scenarios.

The Tablet
 In the center of a large circular room sits a 
limestone tablet, encased in security glass, the tablet is 
carved into on both sides, in ancient Chinese. A handy 
plaque next to it translates the tablet:

Side1
 To wake the Sleeping God, one must feed the 
God a solution of 3 parts liquid mercury, 5 parts hu-
man blood, 1 part pureed written
stories, 2 parts distilled water, 2 parts ammonia, 2 parts 
whole milk, and one freshly severed hand. Mix, and 
heat in a brass cauldron. 
Serve by feeding to the God immediately.

Side 2
 When the God awakes from its eternal slum-
ber; the world will have woken its last morning. The 
God shall wipe us from the Earth, and we shall be glad 
of it, as our sins were so great as to be a blessing to be 
rid of them and our heinous skins. Awaken the God,
as we failed to, wipe the Earth clean.

Surroundings
 Around the walls of the room are pictures and 
TV’s showing images and video from the dig of the 
tablet, as well as text about the dig to get it, the process 
of identifying it, and some extremely theoretical and 
improbable theories about how the tablet got there, 
and why it’s in ancient Chinese. There are cameras 
spaced equidistant from each other around the room 
in eight places, and one facing directly down from the 
ceiling above the tablet. The room is very well lit, and 
only has the one main entranceway, and an emergency 
fire exit. The exhibit focuses on the history of the tab-
let, and treats it as simply a fascinating historical find.

The Heist
 The opening of the exhibit has hundreds of ge-
neric Chicago citizens (NPC’s, Page XX) coming to see 
the exhibit, along with number of cultists equal to the 
total number of player characters plus one. The heist 
plan is simple: get in, takes some cell phone pictures of 
the slab, send the pictures to Trennor Dax, then an-
nounce the apocalypse, break the glass around the slab, 
and try to steal the slab. The cultists will be willing to 
sacrifice themselves to achieve their goal, protecting at 
all costs whichever member of their team has the slab.

 Their plan is in fact compete as soon as they 
send the cell phone pictures, which everyone in the 
crowd will be doing, but Trennor wants to get his 
hands on the tablet just in case there are any secrets 
not revealed on a cursory look (there aren’t, but it’s 
worth checking when dealing with something this 
eldritch) and give the tablet a thorough inspection for 
hidden messages. After the cultists have sent the cell 
phone pictures, innocuously, one will stand in front of 
the exhibit and pull out a megaphone, and begin to talk 
while their compatriots pull out weaponry, or begin to 
try to open up the glass case that contains the tablet.



 “Ladies and Gentlemen may I have your atten-
tion? The world will soon be ending, and the Sleeping 
god draped in shadows you have ignored will soon 
wipe your sins clean off the face of the earth. The apoc-
alypse is nigh. Thank you very much for your time.”

 The crowd doesn’t believe a word of it, and 
begins running from the armed people who just ap-
peared in the museum, making their way for the exits 
and leaving the character’s security detail to do their 
jobs. The cultists will fight, trying their best to get the 
slab out of the museum. If the characters stop all of the 
cultists, any who survive will tell the characters it’s too 
late after all, they sent the instructions on waking up 
the God to their leader already. Though none of the 
cultists have cell phones (you can’t get a signal that far 
underground) one of the cultists the characters defeat 
will have a note in their pocket.

 Any cultists who escape will flee to Union Sta-
tion and head down to the cult’s Headquarters.

 Hey- Trennor informed me you’re from out of 
town and have just been initiated, so you aren’t familiar 
with our city. Not to worry, I’ve drawn you a map to 
our Headquarters. Just don’t lose it! And don’t forget to 
use the secret tunnel in the main hall of Union Station. 
Good luck on your first mission for us, I know you’re 
feeling ill from accepting its shards into you, but you’ll 
stop throwing up soon. –H

Cultist’s Note

Why are they stealing it? They got 
their pictures.
 Simple: because their boss expects that a tablet 
written in Chinese dug up in Chicago from 2500 BC 
might have something more hidden with it than what’s 
on its surface. If Trennor can’t get it, he can still try the 
ritual, and if it doesn’t work, he’ll know he needs to 
try again to steal the tablet. The ritual doesn’t need the 
tablet of course, but it’s not like he’d know that.

 Trennor has found, through his research into 
the files in the abandoned facility, that several attempts 
have been made to wake the God in the past, all of 
them thwarted. While he doesn’t know where the 
ritual on the slab came from, or even if it will work for 
certain, it certainly seems to be the same one

Debrief
 If the characters don’t instantly decide to go 
to Union Station on their own, have their boss call 
them  Kylie Teflon will tell the characters that they 
watched the heist attempt on TV, and that they’ve been 
on the phone with a contact who used to work for the 
Government telling them that the threat of the world 
ending is legitimate. Kylie should make this clear: there 
is something dark and old under Chicago, and if it is 
awoken, the world will end.
 
 Kylie will say they are trying to get there 
themselves as fast as they can, but they were caught 
up chasing a nasty Skin changer, and now they’re too 
far away for the characters to wait up for them if they 
would like the world to still be there tomorrow morn-
ing. Members from other groups of Slick’s Adventurers 

are trying to get there as fast as they can as well, but all 
of the closest groups are preoccupied in life or death 
situations, while others are too far away, and they just 
can’t get to Chicago right now, apocalypse or not.

It’s now up the characters. Time is ticking away.

Union Station
 The Great Hall of Union station contains a 
secret passageway to the Cult’s lair. How the group 
chooses to get into it is up to them (it’s located under 
a bench) but there are always two security guards on 
duty in the hall, who will try to confront the charac-
ters. They will ask what they are doing, and if the char-
acters reply that they are from Slick’s Adventurers and 
show their ID’s, the Security Guards will sigh, and tell 
them next time to call ahead. Questioning the guards 
about if other people have been going down the hole 
will reveal the following:

 “Well, not that I know of, but there have been 
some weird sounds coming the floor recently, and 
some of the guys think they are seeing things move in 
the shadows during the night shift, but nothing we’ve 
been able to nail down. It’s probably just some of the 
machinery under the building that needs a tune up, or 



a rodent infestation or something. It’s certainly noth-
ing to be worried about, the place makes weird noises 
whenever they change the water pressure, admittedly 
those noises aren’t quite as weird though.”

But why can’t we just report this to 
the cops?
 The characters can report this to the cops, 
who will not be taking the “time is of the essence!” bit 
seriously. Any suggestion that the world might actually 
be ending will be laughed at, and  the idea that there is 
a magical sleeping god waiting around to blow up the 
city will be met with suspicions of insanity. The sug-
gestion that people stole it and are hiding it in Union 
Station will be followed up on, but the police will need 
to follow protocol and get warrants to search, clear the 
great hall, and search out the tunnels, which they will 
then realize are a classified Government area. They 
will then have to get cleared through multiple layers 
of red tape to get permission to explore further, or get 
shot down by high level military brass who will want to 
move in and do this themselves. 

 In short, as Kylie and Yoki will point out, if the 
characters leave this up to the cops, it won’t get done 
anytime soon, not to mention that the Earth won’t be 
around for that long if it’s not stopped, and the cops 
would just get in everyone’s way anyways. 
 
 If the characters feel they should call the cops 
just in case, let them. Then have the cops not get 
around to investigating till the characters are climbing 
out of the secret passage at adventure’s end.

 The characters can also try to rush or sneak 
down the hole. If the characters get down the hole be-
fore the Guards can stop them, they won’t follow, and 
the characters will simply hear one say, “Shouldn’t we 
follow them?” and the other reply with, “Are you kid-
ding? That tunnel is owned by the CIA or something. 
We’d better call it in, I guess.”

Below the Station
 Below the Station is a rail line built by the 
US Government in the 1920’s to ferry scientists and 
soldiers to the Sleeper. Unfortunately, budget cuts left 
the Sleeper completely unguarded, and the entire route 
is now controlled by Trennor Dax’s cult. The rail line 
is easily accessible from the secret passageway in the 
Great Hall of the Station, but is guarded by a pair of 
Dax’s Cultists. The line itself consists of a pair of iden-
tical trains on parallel tracks, each made of two electric 
rail cars from the 60’s, which sit on a slightly inclined 
rail that leads down the tunnel deeper then light will 
shine. (If any of the cultists escaped the PC’s and went 
down the hole, there will only be one train here.)

 The two cultists, (Cultist, NPC’s, Page 16) Har-
gor Hex and Luciva Gan like each other, but neither 
of them is willing to admit this to the other one.  They 
are some of the least fanatical of the cultists, since they 
are far enough from the god to not be intoxicated by its 
dreaming. Unlike nearly every other cultist, these two 
will not fight to the death, and will run if they can, but 
neither will abandon each other, if players choose to 
fight their way through them. The two cultists will talk 
to the characters before taking any aggressive action, 
unless the characters attack them first, assuming the 
characters to be new recruits. If the characters tell 
them they are not members of the cult, the pair will try 
to talk them into leaving, and will only use violence as 
a last resort.

 If any characters are willing to talk to them, 
a Perceive Roll of 20 by any character will reveal that 
Hargor and Luciva seem to be glancing and smiling at 
each other flirtingly (they aren’t very subtle). Any char-
acter who uses this to their advantage in talking them 
into letting them onto the train to the lower levels 
gains a +5 bonus to their rolls. The two can be con-
vinced fairly easily that this cult is not good for them, 
especially when their affections are made vocal, and 
they will flee their posts posthaste. The characters may 
convince them that they need to help them stop the 
cult they are a part of, in which case they will help the 
characters as much as they can without putting their 
own lives at risk. They will also reveal their real names 
are Ricky Tablowski and Jenny Gerhart, and be able to 
supply background info on the cult.



The train itself is easy to drive, and requires a Control 
roll of only 20 to get moving.

Down, Down, Down We 
Go
 The train travels through near pitch black 
darkness for a long time, the track getting steeper and 
the car accelerating faster and faster as it goes down. 
Characters who explore the car will find a fire extin-
guisher, a thirty year old unopened candy bar, a can of 
cola, a small pamphlet containing tracts from the cult, 
a fireman’s axe, a badly written poem to the Sleeping 
god, and after searching with a roll of 40 or greater a 
lever under an unmarked metal panel on the train that 
says, “Escape Device. One use only. Use only in case 
of apocalypse.” Next to the lever is an extremely dry 
pamphlet called, “So an Elder god has awoken: surviv-
ing the hypothetical end of civilization,” which boring-
ly details basic survival skills, like water purification, 
as well as complicated instructions on how to build a 
helmet to deflect “brain melting waves” from tinfoil. 
Pulling the Lever is detailed in the section “Get the 
Hell Out!”

 The train will come to a stop later of its own 
accord at a dusty, dirty dead end station stop with a 
few benches, a long broken soda machine, and a dark 
archway that begins a long dark path. The station is 
deserted, except for the corpse of a Cultist, dressed in 
a black cassock, which is ripped by protruding bits of 
wire mesh that seem to be jutting out of his skin and 
robes at random places. An Enact roll of 35 reveals 
that the wire mesh wasn’t just jammed into his skin, 
it’s been growing out of his skin as well. An Enact roll 
of 20 will show no signs of external violence on the 
corpse.  If Hargor and Luciva are with the party, they 
will identify the man as Gretiloth Vaf, and that he was 
the guard at this end of the railway.

The Bad Poem
“oh sleeping god, you are asleep.

how often you doze, which is always

often I look at you and think, “why don’t you wake 
up?”

but that is a silly question

because you are asleep

like a sheep

make of metal and stuff

with no sheep-fluff

oh sleeping god, you are asleep

you sleeper”

under the poem is a note: “I showed this to the others, 
and they were all kind of quiet and a few of them just 
handed it back to me and walked away. One told me 
she couldn’t believe anyone wrote this, while shaking 
her head. I knew I was brilliant.”

The Tunnels
 The tunnels themselves are all made of fairly 
uniform red brick. While the original lighting still 
functions to a point, the lights flicker and go out reg-
ularly. In some areas, water damage has permanently 
crippled the lighting, and the cultists have either aban-
doned the areas or put up modern track lighting or 

fluorescent strip lights. Portable generators are found 
every so often, powering small areas of the base. The 
following is a list of rooms and events the characters 
will find as they travel through the tunnels.

 1. After some time, a roll of 10 on a Perceive 
roll will let the characters notice light and laughter 
coming from a room off to the left side of the tunnel 
up ahead. Within the room is TennosGer, who used 
to be a Doctor before he signed up with the cult here. 
The wire mesh implanted in his body has been mess-
ing with his brain, and Tennos has quite lost his mind. 
Trennor saw some value in Tennos, and he lets him 
have any cultists who fail their initiation, or decide to 
betray him. Tennos uses them for any heinous exper-
iment he can think of, which all serve no scientific 
purpose. His lab is scattered with corpses, and body 



parts in various states of decay or butchery.

 When the characters find him, Tennos is 
talking to two corpses he has lying around. He thinks 
that between the two of them, he might be able to 
make a decent person out of their parts. Whether or 
not the characters sneak up on him, Tennos won’t react 
unless he is spoken to, interrupted, or attacked himself. 
He I,s after all, involved in a very important talk with 
his ‘friends.’ If spoken to he is completely unstable, 
and will express interest in dismembering most of the 
PC’s in a pleasant cheerful tone. If the PC’s fight him, 
he fights like a vicious dog, to the death even when it 
gives him no benefit. If the players leave him be, he 
resumes his conversation with his corpses. If for some 
reason the players talk him into joining them, they get 
about 15 meters before he decides he really does need 
to try dismembering the whole party and jumps them. 
If you wish, he can change his mind and begin to stalk 
the characters, to attempt to nab one of them for their 
spare parts.

 2. Further down the passage, the hallway is 
partially blocked by a pile of bodies. A Judge roll of 25 
determines that the cultists encountered here were in 
fact killing each other, some of them trying to go for 
the exit, with the sole survivor of the fight dying of his 
injuries only a few decimeters ahead of his comrades.

 3. When the characters have moved away from 
the corpses by a decent amount, have the players roll 
Perception versus the Slink roll of a group of three 
Mesh Dogs (NPC’s, Page 19) who have taken up res-
idence in what looks like a large trash pile. The Dogs 
will attack the PC’s if they fail their Slink rolls.

 4. The Cult Barracks are in what was clearly 
some sort of old government office space. Cubical walls 
as high as tables fill the room in geometric patterns 
that look oddly supernatural without the desks that 
they were supposed to house. Instead, bundles of blan-
kets, a few mattresses, and dirty pillows fill the alcoves 
of the office. There are as many cultists asleep in here 
as there are characters in the party. If awoken, they will 
express confusion about why the characters are there, 
and will try to explain that they really need to take the 
characters to Trennor Dax immediately, and express 
fear if the characters say they aren’t part of the cult. 
If attacked, the will flee for the main body of the cult, 
which is busy performing a ritual.

 There is little of interest in the barracks, aside 
from a pistol hidden under a cultist’s pillow, a Game 
Boy Color with a copy of Tetris, and plenty of extreme-
ly boring reading on cult matters (manuals detailing 
the cults beliefs and rituals, the daily routines of their 
cult life, etc).

 5. The filing room is mostly unused by the cult, 
though there are some canned goods stacked on the 
shelves. A perceive roll of 25 will turn up documents 
related to the Government’s research into something 
they identify as “The Windy”. Basic facts from the gov-
ernments research:
•	  The Windy is older than current (ala 1976) 

dating equipment can measure. 
•	  The Windy seems to be made largely of lead, 

mercury, water, and several elements that cannot 
be placed. It is somewhat radioactive, and varies in 
its levels.

•	  Those who have been around the Windy for 
long periods of time seem to experience long bouts 
of fatigue, and strange dreams.

 6. Finally, the characters find a pair of double 
doors that have been carved into with runes, that a 
recall roll of 20 will show are simply gibberish. Beyond 
these doors lies the Sleeper.

The Throne Made of Beds
 The Sleeping God, or Windy as the Govern-
ment labeled it, is the size of the Sears Tower flipped 
on its side. It has no clear head or top or bottom, but 
rather appears to be a massive silvery blob. Every so 
often its entire body will eject cold vapor or hot steam, 
damaging anyone within five meters for 58 health. Oc-
casionally, the god will spray bits of metal from itself 
when the vapor or steam erupts. The Cult has taken to 
calling this “The Wind of Steel Shards” though some 
suspect the god is just shedding, and such a grand title 
is inappropriate for it. These blasts deal 68 damage 
instead.

 In front of it, the cultists have gathered, and are 
getting ready to perform their ultimate and final ritual, 
to wake their patron deity from its long slumber.



What’s Really Going On

How Trennor got his cult:

 The Sleeper may be old, and magical, but it actually has no conscious impact on the dreams of its follow-
ers. Rather, the slight radiation spikes, and mercury and lead poisoning from implanting themselves with bits of 
the God’s body have driven the cultists mad. The Sleeper wants to sleep—It has a few more hundred millennia 
before its ready to get up from its nap. The Sleeper may destroy the world upon it’s awakening, but only in the 
same way someone might throw a temper tantrum if they hadn’t slept in a few days, and then you woke them up 
two hours after they had gone to bed. The only thing the cultists have right is how to wake the Sleeper up, thanks 
to the heist.

 A sleeping God is dangerous if woken up, but after decades of the God not waking up, the United States 
Government decided it just wasn’t worth the tax dollars to keep supporting the underground military base to 
guard the beast against waking. The trains were left there, and being that the base was already sucking power 
from the train station, they let it keep doing that so no one would notice (it didn’t use that much anyways). The 
doors were welded shut, and the entrances were erased from any building plans that had even hinted at them.
That was, till Trennor Dax got curious.

 Trennor had dropped out of college after spending too much time socializing, and not enough time 
actually going to college classes. Back at his parents’ house he started digging through his Dad’s old stuff that he 
had never been supposed to look though as a kid where he found file folders on something called “the Windy.” 
Trennor’s dad had been a mage consulted by the government on the sleeping god, and he’d kept his files on the 
god when he left the service, as he was technically always on call in case the thing ever woke up. His father was 
the one who realized, by using rituals that gave him information about the nature of things he touched, that the 
god was asleep, not to mention dangerous. For Trennor, this was a life changing revelation. Trennor followed 
the clues to Union Station, where he found locked doors, and welded door frames. Undeterred, he made getting 
down to see whatever this “Windy” was his number one priority. He got a job at the station, and slowly began to 
sneak the equipment to get past security down the secret passageway after work hours were over. He would then 
spend his nights blow torching the doors, and getting past one obstacle after another. When he finally reached 
Windy, the massive pulsing blob of steel mesh that pumped vapor and steam, he was in awe. Trennor knew this 
was his purpose in life, and cast his old identity away (Dan Halpert) , and chose himself a new name that he 
thought sounded really cool.

 With a ‘cool’ new name, and a dark God he knew the location of, Trennor began to preach to people in 
the city, the people he could reach, the people who would listen. Conspiracy theorists, down on their luck people 
who’d lost their jobs, those who had gotten in with the wrong crowd or any such sort of unpleasantness. One by 
one he brought them down to the underground, showed them the awe of the mighty creature, and gave them a 
taste of its flesh implanted in their own.

 What neither Trennor nor the cultists themselves knew was that  the God itself did nothing, and the 
poisonous lead based shedding from the God was intoxicating, but not in any sort of truly magical way. The cult-
ists came to need the sheddings from their God, and they became addicted to it. With Trennor’s pushing, they 
continued to expand the cult as much as they could, preparing for their God to rise.



 However, the continued use of the God’s mesh skin began degrading the cultist’s minds. The hazy and 
chaotic dreams that Trennor began having, along with his research into the  God’s capabilities from the surviving 
government documents. Trennor’s dreams told him that the world was incorrect, flawed, and that awakening the 
sleeping God  is the only way to wipe the world clean, and give humanity a new chance at redemption.

 Of course, awakening the God will do none of that, except maybe destroy the world like a tired child 
throwing a tantrum after being awoken from a nap.

Stopping the End of the 
World
 Trennor Dax is a powerful magician, whose 
magic comes not from his god, but inherited from his 
dad who never got around to telling his mom the mag-
ic shows weren’t really shows before his death. Trennor 
is intelligent, but is nearly impossible to reason with. 
He is committed to waking the God entirely, and will 
try to persuade the characters it is the right thing to do, 
unless fighting starts.

 Sevros Ken is the new second in command as 
the old one died predictably by standing too close to 
the Sleeper, suffering lethal burns from the superheat-
ed water vapor. Sevros is not too keen on this whole 
thing anymore, and his doubts are manifest. Clever 
characters may be able to sway Sevros to their side, and 
he will attempt to pull a support coup to oust Trennor. 
If fighting starts, Sevros decides this isn’t his scene and 
tries to flee.

 There are twenty five Cultists in the room. They 
will patiently wait out any discussions the characters 
have, and will fight as soon as the characters attack any 
of their allies or Trennor Dax orders them to.

 The ritual itself is simple, and involves speaking 
some magic words, while pouring a carefully brewed 
potion into the God’s skin. The potion is brewing in a 
large cauldron when the PC’s enter the huge room.

 If the players succeed in ousting or killing 
Trennor, Sevros will recommend blowing the facility 
and burying the God. Indeed, the place is lined with 
old military grade explosives that will bury Sleeper’s 
bed. Of course, they’d need to make a swift getaway. 
An Enact roll of 30 is required to get the bombs ready 
to detonate, or alternately the characters can employ 

some clever plan by one of the characters to set them 
off in another way.

Get the Hell out!
 Luckily for the characters, the US Government 
thought ahead. The train is equipped with a one use 
only rocket that will propel the train at ridiculously 
high speeds away from the area. There is enough room 
on the train for every member of the cult if the PC’s 
don’t kill any of them, and if they pull the lever, the 
escape is cinematic as they blaze past crumbling bricks. 
If they do not pull the lever, a roll of 30 on Control is 
required to push the train to its maximum to escape 
the explosion.

Wrapping Things Up
 The characters are greeted by Kylie Teflon as 
they crawl up into Union Station, who congratulates 
the characters on preventing the apocalypse, and take 
any surviving Cultists off for deprogramming.

Their boss is proud of them, and it’s time for more 
assignments and more adventures!



Other scenarios:
Getting Fired

Call the Police

Failing the Mission

 What if the characters do something so 
outlandish that you can’t justify them keeping their 
jobs with Slick’s Adventurers? Simple enough, they 
get fired. Their boss, Kylie Teflon of Slick’s Adven-
ture’s (NPC’s, Page 16) will confront the players after 
they return from their mission, along with a goon 
squad, and tell the players they have to give up their 
company owned equipment and they have lost the 
protection of their company. If the horrible actions of 
the characters came as a way to stop the apocalypse, 
some leeway may be given, and the characters may be 
allowed to keep their jobs pending an investigation. 
If the players give up their equipment freely, they 
will be allowed to go peaceably. If they players refuse, 
or attack, then the guards will attempt to take the 
equipment back by force, and if the players kill any of 
the guards they will quickly become fugitives, being 
hunted by gangs of Veteran Adventurers throughout 
Chicago, or anywhere they try to flee to. Kylie won’t 
get back from her mission till after the apocalypse 
would have been averted, so if it wasn’t averted, firing 
the characters will be the least of her worries as a god 
rages and destroys large portions of the world.

 If the characters get particularly rowdy or 
decide to cause extreme amounts of mischief it’s likely 
someone is going to call the cops on them. Depending 
on the extent of their shenanigans, they might just get 
intercepted by a patrol officer who tells them to cut it 
out, or they might get a whole SWAT team called on 
them or anything in between. We’ve included stats for 
Police officers and SWAT officers in this adventure just 
for that eventuality. Of course, if the characters get ar-
rested, the game will take a very different turn in how 
events for them turn out. If only one character gets 
arrested, it’s perfectly acceptable to have them use a 
new character instead of splitting time between the in-
carceration of the character and continuing adventures 
of the characters who did nothing to spite the law.

 If for any reason the characters fail to stop the 
Cultists from awakening the sleeper, the god will do 

just what they dreamed it would: begin to scour hu-
manity from the world. The god of course, has no such 
ambitions, so the world isn’t necessarily over, and clev-
er players may be able to save the Earth in the event of 
such a disaster, and the new apocalyptic world caused 
by the god rampaging across the Earth should be plen-
ty of fodder for end of the world themed adventures if 
you wish to continue the campaign. The god will not 
instantly destroy the world however, but will easily 
triumph against any current military, crushing na-
tions one at a time…Its body will contort into strange 
shapes, it will sprout tentacles or spikes at will, and it 
will blow lightning fast gusts of superheated steam or 
extremely cold vapor mixed with steel shards from its 
skin, tearing apart its foes. What can stop such a beast, 
who can say?

 You can also just end the mission with the 
world ending and the blob of mesh rising over the 
skyline of Chicago, devouring everything within its 
wake…

Epilogues: 
Playing on After the 
Sleeper Rises, or You Hit 
the Snooze Button
The War Against the Awoken

The War Story

 So, you’ve accidently let an ancient god loose 
and rampaging across the world. Figures your week 
would start this way. Now the world is at war, so if 
you want to continue your game, what exactly is to be 
done? You have a few options. We’re not going to lay 
down exactly what happens after this, so feel free to 
make up you own stories and ideas, but we have some 
suggestions for continuing the game:

The world’s first response to the god will of course be 
an offensive one, carpet bombing it, shelling it with 
tanks, the usual. While the god will be damaged by the 
attacks, it will regrow the damage. While Slicks Adven-
turers and other groups that deal with the Supernatural 
don’t want to reveal themselves to the world, they have 
little choice now if they still want there to be a world to 
live in. The military will now team up with wizards to 



fight a eldritch god, and the characters can be on the 
frontline of the war. 

 Fighting the giant god itself would get repeti-
tive, so if you plan on running several more missions 
with this plot, perhaps the god can mind control be-
ings who have been “infected” with its shards now that 
it is awake. Use the stats for the cultists and mesh dogs 
to represent people and animals under the control of 
the god. The characters might try luring the god into a 
trap of their own devising, or the military might come 
up with something on their own. Maybe the characters 
need to search out a powerful lost artifact in the Am-
azon Rain Forest rumored to have the power to defeat 
the god, or maybe the military decide that the war isn’t 
worth it and that the being must be massively nuked, 
a decision that will leave the area around the beast a 
wasteland. Perhaps the characters try to put the beast 
back to sleep by trying to find or create a ritual the 
opposite of the one performed on it by the cultists. The 
beast will keep raging across the United States, carving 
through Chicago, and moving East through Indiana, 
Ohio, Pennsylvania, and then ravaging the east coast. 
It won’t stop till the Earth is a ruin, or it is killed (or 
asleep again.)

 If the beast is killed, its corpse will become the 
object of many nation’s interests, and will be taken for 
study as soon as possible. But its very large, and lots of 
nations might send agents to steal a chunk of it.. Mili-
taries, now aware that magic exists, will start recruiting 
wizards, and a bold new world will open up for your 
characters to live in.

Running Away

The World is Saved! …Now what?

Faeries:

Trolls:

Vampires:

 Maybe saving the Earth isn’t your forte, maybe 
your characters just aren’t that brave… Maybe its time 
to get off this rock. The characters can certainly try 
to run away or hide. Perhaps they can find an under-
ground bunker (but will even that be safe?) or see if 
there is a magical way off the planet. Maybe they will 
even go so far as to try to hijack a rocket ship from 
Cape Canaveral. Or maybe they don’t care, and will 
just loot the world as it dies and revel in it. The best op-
tion would be to try to make a deal with some super-
natural creatures with their own realms, like Faeries, 
to enter their world, but that would involve putting the 
characters at the whims of many evil beings… And 
new and arcane challenges.

 So the earth is saved, though no one is probably 
aware of that fact. The characters will be commended 
as heroes by Slick’s Adventurers, and greeted with ap-
plause when they return to base. You now can explore 
the city of Chicago and all its magical denisens, a deep 
underworld of faeries, vampires, wizards, and all sorts 
of things. While detailing all of the beings in Chica-
go would take forever, we’ve listed the statistics for a 
few in the NPC’s section of this document  (Page 15). 
Detailed below are some of the denizens, and how they 
relate to the city.

 Not all fluttery wings and cartoon smiles, 
Faeries are often terrifying creatures who live on the 
edge of our world. These are beings out of legend, who 
live in a realm outside our own, and swap children in 
their cradles for changelings. They are playful beings, 
but they enjoy cruel tricks. They are not small, but re-
semble people in most ways, though they always look 
a little… Off. Sometimes their eyes are wrong, with 
diamond pupils. Sometimes they have wings. Often 
they have pointed ears. They have a rich society, but 
one that is very hard for people to understand. Several 
Faeries are rumored to run some of the Chicago areas 
most popular renaissance fairs, for what that’s worth.

 Trolls are a nuisance. They are smart enough to 
talk, but barely that, and its better to compare them to 
animals like raccoons then people. They root through 
the trash for food, and can eat anything no matter 
how rotten. They dress in clothes from dumpsters to, 
though they fit oddly on their large furry bodies. Trolls 
are the most commonly seen supernatural creature 
by those who don’t know supernatural beings exist, 
but being that they only come out at night (they sleep 
during the day) they have been mainly thought to 
be excessively hairy drunks. They are always causing 
minor havoc though, especially when they try to claim 
bridges as their own.

 Vampires sort of have a society. Vampires have 
to drink human blood to live, and are therefore prone 
to accidentally killing people when they get too hungry 
on a snack run. Vampires running rampany are kept 
in line by several different organizations, and many 
of them are actively jostling for power to become the 



definitive group. Unfortunately for all the groups, 
vampires are generally just out for hunting, and getting 
them together has been a bit like herding cats (though 
the Rosary has been very effective in preventing them 
from mass violence).

•	  The Senate: A self elected delegation of prom-
inent powerful vampires, the Senate ironically has 
more say over the life of mortals than the undead. 
With money to throw around, the Senate have 
been able to buy many politicians, and have large 
shares in many companies. Unfortunately, their 
goal of controlling vampire society continues to 
elude them, with the Rosary and the Bank having 
far more sway. The Senate is old though, older than 
any government that exists today, and several of its 
newer members think that changing technology 
means a takeover of society could be viable now….

•	  The Rosary: founded by Johannes Mortinson, 
a priest who was converted to vampirism in the 
1600’s, Mortinson discovered that vampires had 
been hunted for ages by different monster hunting 
groups, but the random nature of enforcement 
meant that vampires would slaughter large groups 
before being taken out by hunters, an endless 
cycle of violence that could not be permitted to 
continue. Mortinson went to the Vatican, where 
he convinced the Vatican guards to listen to him 
rather than exterminate him. Mortinson addressed 
the Pope, and with the Pope’s blessing went forth 
to tame Vampires in the name of Christ. Mortin-
son recruited heavily, and found other vampires 
distressed at their awful situation, who wanted to 
end the chaos of their brethren. With their help, 
he began to exterminate vampires who killed their 
victims, and instead of lying low about it, used 
his connections with the church and his growing 
brethren, to spread the message: don’t kill humans, 
or we will kill you. Drink their blood and let them 
live, and you will as well. Mortinson’s methods 
were brutally effective, and while the crackdown 
took a long time, eventually the world’s vampires 
got the message. When a vampire turns another 
vampire, even if they don’t want to explain any-
thing else about what they have done, the Rosary 
has made one line universally told to every vam-
pire, “drink the blood, but don’t kill the vessel.” 
Its become common enough many vampires now 
have the phrase as tattoos. The Rosary has infor-

mants everywhere, and agents in every major city. 
They have in many ways become the boogeyman 
of vampire society, though despite their brutality, 
they are also the only group who will lovingly and 
compassionately take care of any newly turned 
vampires who come to them for help.

•	  The Bank: The Bank was started by an anony-
mous owner, who has successfully kept themselves 
that way. Somehow, they managed to get a share in 
many of the world’s major blood banks. Now they 
sell blood to vampires, and make a fortune off it. 
While not every blood bank has ties to them, most 
do, though most don’t know who they are selling 
blood to. Who owns the Bank is a mystery  still, 
but they have reduced vampire feeding dramatical-
ly, and are raking in massive profits from it.

•	  City Magic, Inc (see their own entry).

•	  Mayor Mantz: Mantz runs Chicago’s vampires, 
and does so like a crime boss. He calls himself 
mayor, and holds a city council in an abandoned 
factory. Mantz thinks the hunt of humans is nec-
essary, and vital, and thinks the Rosary is holding 
back vampires from their full potential as the 
superior beings he thinks they are. Mantz tried 
to play nice at first, and solidify a stable vampire 
government by cutting a deal with City Magic, 
Inc. to enforce that vampires would only drink 
blood from the Bank. Unfortunately, Mantz got 
uncomfortable with handing the bank so much 
power, and also got restless not hunting humans. 
He broke the deal, and now he and City Magic are 
at war. Mantz is trying to avoid the Rosary, but he’s 
been stocking up on weapons, and if he can make a 
decisive blow against City Magic, he plans on mak-
ing a big show of draining a human dead at a City 
Council meeting, effectively declaring his complete 
independence from the system. Unfortunately for 
him, City Magic has been kicking his butt, and he 
is beginning to strategize a way to distract them 
from fighting him at all by making another group 
he doesn’t like seem like the real threat….

City Magic Inc.:
 City Magic Incorporated is a world spanning 
organization of wizards that exists primarily in major 
cities. The group gives magically inclined individuals 
a place of safety where they can use their powers for 
a good cause and cut a paycheck without the govern-



ment coming after them. After all, most governments 
have a pretty low tolerance for magic users, finding 
them difficult to control or predict, and usually just 
off them. Aside from joining a Government’s secret 
magic using commando squads, or just plan hiding, 
City Magic Inc. is the safest bet for witches, wizards, 
warlocks, sorcerers, mages, (etc), who wish to use their 
magic without fearing having their heads blown off. 
While blatant use of magic for no reason is still for-
bidden (for instance, shooting a fireball at a car) the 
deals City Magic Inc. makes with governments means 
that any use of magic that is put towards a sanctioned 
mission is okay, and the governments will cover it up 
(shooting a fireball at a car because it has zombie ter-
rorists in it).

 Chicago’s branch is led by a young woman 
named Yoki Metzkopf. The daughter of a Japanese 
immigrant and an American Mage, Yoki has spent her 
whole life learning the craft of magic, and rose quick-
ly through the ranks of City Magic Inc. thanks to her 
early study. Yoki loves cracking jokes and is a sarcastic 
woman at heart, rarely taking things as seriously as her 
superiors usually wish she would. She is fiercely pro-
tective of those under her tutelage, and takes any losses 
in the field very personally.

 She and the city’s vampire’s have been in a 
struggle against each other for the last few years ever 
since their old leader was usurped and voided the deal 
that City Magic Inc. wouldn’t kill any of them as long 
as they stuck to simply drinking blood supplied from 
blood banks. The new Vampire “Mayor” of Chicago 
Joshua “Slickthroat” Mantz feels the hunt is necessary 
to be a vampire. Sadly for him, Yoki has been slaugh-
tering his forces in the turf war skirmishes, but he has 
yet to send out a full assault.



Non Player Characters:

Security Guard/Police Officer
Attributes: Charm 3, Finesse 5, Fortitude 4, Intellect 4, 
Strength 5
Skills: Control 10, Defy 5, Endure 5, Exert 5, Perceive 
10, Shoot 10, Speak 10, Strike 5
Boons: Controlled Battle Trance (2)
Defects: Glass Jaw, Pushover 
Physical Health: 44
Mental Health: 38
Physical Defense: 0 
Mental Defense: 5
Initiative: +9 (+13)
Equipment: (guard): nightstick -  (officer): nightstick, 
pistol, soft Kevlar (5/10/-2) 
  Acc. Dam. Def. A.P. Range 
Nightstick  +7 17 +5 2
Pistol   +10 20 - 2 45 meters
Unarmed  +5 3 +1 1
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Billy Johnson, Museum director 
Attributes: Charm 6, Finesse 3, Fortitude 3, Intellect 7, 
Strength 4
Skills: Compose 10, Control 5, Defy 10, Enact 10, 
Judge 5, Perceive 10, Recall 15, Speak 10
Boons: Linguist 
Defects: Out of Shape, Overweight
Physical Health: 52
Mental Health: 70
Physical Defense: 0 
Mental Defense: 10
Initiative: +10 (+14)

Equipment: cell phone, spare rations
  Acc. Dam. Def. A.P.
Unarmed  +0 3 +1 1
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))
Generic Chicago Citizen
Attributes: Charm 4, Finesse 4, Fortitude 4, Intellect 4, 
Strength 4
Skills: Control 5, Enact 5, Endure 5, Exert 5, Perceive 5, 
Speak 5,
Boons:  varies
Defects: Glass Jaw, Pushover
Physical Health: 38
Mental Health: 38
Physical Defense: 0 
Mental Defense: 0
Initiative: +8 (+12)
Equipment: varies
  Acc. Dam. Def. A.P.
Unarmed  +0 3 +1 1
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Yoki Metzkopf / Corona Witch/



Corona Wizard 
Attributes: Charm 5, Finesse 4, Fortitude 4, Intellect 5, 
Strength 3
Skills: Defy 10, Enact 5, Evade 10, Exert 15, Perceive 
10, Recall 10, Shoot 15, Speak 10, Strike 5
Boons: Magical Scholar, Magic Abundance (6), Magi-
cal Attack, Explosive Magic, Arcane Armor
Defects: Out of Shape
Dedicated Story Points: 30 (magic only)
Physical Health: 52
Mental Health: 64
Physical Defense: 10 
Mental Defense: 10
Initiative: +9 (+13)
Equipment: 5 throwing axes, cell phone
  Acc. Dam. Def. A.P.
Axe   +6  8 +11 2
Unarmed +5 2 +11 1
Magical Attack (see power, assumes close range, add 2 
to the cost for a Range of 40 meters)
  Acc. Dam. Def. A.P. Story 
Point Cost
Low Power  +5 20 - 6  5
Medium Power +17 30 - 3  10
High Power  +25 50 - 1  15
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Kylie Teflon/Veteran Adventurer 
Attributes: Charm 6, Finesse 2, Fortitude 5, Intellect 5, 
Strength 10
Skills: Control 15, Defy 15, Enact 5, Endure 10, Evade 
10, Exert 15, Perceive 20, Recall 15, Shoot 10, Strike 25
Boons: Fast Reaction Time (10), Free Dive Training, 
Long Jumper, Ambidextrous, Fast Climber, Fast Swim-
mer, Steady Hand, Hair Trigger
Defects: Addiction (nicotine), Crippled (partial, miss-
ing eye)
Physical Health: 100
Mental Health: 70
Physical Defense: 10 
Mental Defense: 15
Initiative: +7 (+11)

Equipment: cell phone, several talismans, first aid kit, 
cigarettes, 2 high powered pistols, great axe
  Acc. Dam. Def. A.P. Range
Pistols   +10  25 - 2 45 meters
Unarmed  +25 6 +11 1
Great Axe +31 55 +10  5
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Sleeper Cultist (generic cultist)
Attributes: Charm 1, Finesse 4, Fortitude 6, Intellect 4, 
Strength 6
Skills: Defy 15, Endure 15, Exert 15, Perceive 10, Shoot 
10, Strike 10
Boons: Poison Resistance (disruptive), Fast Reaction 
Time (5)
Defects: Glass Jaw, Pushover, Addiction (the mesh)
Physical Health: 62
Mental Health: 50
Physical Defense: 0 
Mental Defense: 15
Initiative: +8 (+12)
Equipment: spear, 2 javelins
 Acc. Dam. Def. A.P. Range
Spear  +11 24 +2 4
Javelin  +10 15 +0 3 35 meters
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))
Heist cultist (cultist skilled at hiding and thieving)
Attributes: Charm 1, Finesse 6, Fortitude 6, Intellect 4, 
Strength 6
Skills: Defy 15, Endure 15, Exert 15, Perceive 10, Shoot 
10, Slink 10, Strike or Shoot  10
Boons: Poison Resistance (disruptive), Fast Reaction 
Time (5)
Defects: Glass Jaw, Pushover, Addiction (the mesh)



Physical Health: 62
Mental Health: 50
Physical Defense: 0 
Mental Defense: 15
Initiative: +10 (+14)
Equipment: war hammer or machine pistol, cell phone
  Acc. Dam. Def. A.P.  Range
Unarmed  +10 4 +11 1
War Hammer  +10 26 +10 2
Machine Pistol +10 20 - 2 45 meters
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Trennor Dax (powerful  magic using Cultist 
leader)
Attributes: Charm 5, Finesse 7, Fortitude 9, Intellect 7, 
Strength 6
Skills: Defy 25, Endure 15, Evade 20, Exert 15, Perceive 
15, Shoot 15, Strike 15
Boons: Poison Resistance (disruptive), Fast Reaction 
Time (10), Inherited Supremacy, Magic Abundance 8, 
Psychic Power, Blood Magic, Magical Attack, Ice Blast, 
Arcane Armor, Split Second Shield
Defects: Addiction (the mesh)
Free Story Points: 5
Dedicated Story Points: 40 (magic Boons only)
Physical Health: 100
Mental Health: 106
Physical Defense: 20 
Mental Defense: 25
Initiative: +14 (+18)
Equipment: gibberish filled prayer book
Magical Attack (see power, assumes close range, add 2 
to the cost for range of 40 meters)
   Acc. Dam. Def. A.P. S.P.C
(Story Point Cost)
Low Power   +15 20 - 6   5
Medium Power  +27 30 - 3  10
High Power   +35 50 - 1  15
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 

points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))
Sevros Ken (cultist 2nd in command)
Attributes: Charm 7, Finesse 5, Fortitude 8, Intellect 5, 
Strength 5
Skills: Defy 20, Endure 15, Evade 20, Exert 15, Perceive 
15, Shoot 15, Strike 15
Boons: Precise Strike, Ambidextrous, Poison Resis-
tance (disruptive), Superior Grip
Defects: Addiction (the mesh)
Physical Health: 88
Mental Health: 88
Physical Defense: 20 
Mental Defense: 20
Initiative: +10 (+14)
Equipment: great sword
  Acc. Dam. Def. A.P.
Sword   +21 32 +0 5
Unarmed  +15 3 +1 1
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Goon (low level thug)
Attributes: Charm 1, Finesse 4, Fortitude 5, Intellect 2, 
Strength 5
Skills: Exert 5, Perceive 5, Shoot 5, Strike 5
Boons: none
Defects: Glass Jaw
Physical Health: 40
Mental Health: 52
Physical Defense: 0 
Mental Defense: 0
Initiative: +6 (+10)
Equipment: cool shades, leather coat, knife or pistol
  Acc. Dam. Def. A.P. Range
Unarmed  +5 3 +1 1
Knife  +7 5 +1 1
Pistols   +5 20 +0 2 45 meters
Species Factors: Battle Trance (2 ranks: +4 Initiative, 



+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

The Sleeping God (giant God that exists off 
of people’s dreams)
Attributes: Charm 4, Finesse 2, Fortitude 5, Intellect 4, 
Strength 6
Skills: Defy 25, Endure 25, Exert 10, Perceive 5, Strike 
15, shoot  10
Boons: 
Defects: 
Physical Health: 196
Mental Health: 64
Physical Defense: 0 
Mental Defense: 25
Initiative: +6 
Equipment: None
  Acc. Dam. Def. A.P. Range
Unarmed  +15 3 +1 1
Natural Attack +7  30 - |  2 80
Species Factors: Amorphous, Cannot Jump, Flexible, 
Immune to Disease, Movement (walking secondary, 
swimming secondary, climbing secondary, burrowing 
secondary), Natural Armor (10 abatement, 20 thresh-
old), No Respiration, Poisonous (swallowed, -1 per 
12 hours to mental rolls, duration 48 hours), Senses 
(touch (dispersed, tough), hearing, magnetoreception, 
electroreception, echolocation (dependent on hear-
ing)), Shut Down (6, shut down: ?, restart: grueling 
ritual with a cauldron), Size +3, Supreme Strength (10), 
Natural Attack ( 2 Acc. | 30 Dam. | 0 Def. | 2 A.P. 
| Range 80 meters).

Swat Team Member
Attributes: Charm 4, Finesse 6, Fortitude 6, Intellect 4, 
Strength 6
Skills: Control 10, Defy 15, Endure 15, Evade 10, Exert 
15, Perceive 10, Shoot 20, Speak 10, Strike 10
Boons: Controlled Battle Trance (2), Fast Reaction 
Time (5), Quick Draw, Reloading Machine, Steady 
Hand
Defects: Glass Jaw, Pushover
Physical Health: 62

Mental Health: 50
Physical Defense: 10 
Mental Defense: 15
Initiative: +10 (+14)
Equipment: Pistol, Assault rifle, soft Kevlar (5/10/-2), 
riot shield
  Acc. Dam. Def. A.P. Range
Pistol   +20 20 +0 1 45 meters
Rifle   +20 35 +0 2 120 me-
ters
Shield  +14 6 10 2
Unarmed  +10 4 +1 1
Species Factors: Battle Trance (2 ranks: +4 Initiative, 
+10 Exert, -10 Perceive), Dominant Limb, Limbs (2 
manipulative, 2 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Natural Armor (10 mental), 
Recharge Period (2 points), Reproduction (), Senses 
sight (supreme -5), hearing, taste (range touch), smell, 
touch (range touch, dispersed)), Skill Bonus (Endure 
(Fatigue)+5), Skill Penalty (Judge -5))

Park Troll (Fey creature)
Attributes: Charm 1, Finesse 5, Fortitude 10, Intellect 
1, Strength 8
Skills: Defy 25, Endure 25, Exert 25, Perceive 15, Strike 
20
Boons: Durable
Defects: Compulsion (murder Christian men, 5 dam-
age), Stiff Muscles
Physical Health: 198
Mental Health: 76
Physical Defense: 0 
Mental Defense: 25
Initiative: +6 
Species Factors: Inexhaustible, Limbs (2 manipulative, 
2 locomotive), Movement (walk primary, swim and 
climb secondary), Natural Armor (20 abatement, 30 
threshold), Nutrition (must eat 110,000 kg of food per 
day), Re-growth, Senses (smell, hearing, sight, touch 
(dispersed, touch)), Size +1, Supreme Smell (-15), Vul-
nerability (sunlight, 15 damage per turn)
Equipment: Hoplite Shield, Spear, tub of sunblock
  Acc. Dam. Def. A.P.
Spear   +21 28 +2 4
Shield   +22 40 +10 5
Unarmed +20 5 +1



Mesh Dog
Rabid dog “infected” with bits of the sleeping god.
Attributes: Charm 5, Finesse 7, Fortitude 5, Intellect 5, 
Strength 8
Skills: Defy 5, Endure 15, Evade 10, Exert 10, Perceive 
15, Slink 5, Speak 15, Strike 15
Boons: Sensitive Scent, Poison Resistance (disruptive), 
Fast Reaction Time (7)
Defects: Addiction (the mesh), Crippled (concentra-
tion -10, reasoning -10)
Physical Health: 88
Mental Health: 70
Physical Defense: 10 
Mental Defense: 5
Initiative: +12 (+18)
Species Factors: Battle Trance 3, Inferior Intellect 1, 
Limbs (4 locomotive), Limited Lifespan 3, Movement 
(walking primary, climbing secondary, swimming sec-
ondary), Natural Attack (), Recharge Period 3, Senses 
(sight, hearing, taste, smell, touch (dispersed, touch), 
Skill Bonus (Exert, move action +10), Super Speed .5, 
Supreme Hearing -10, Supreme Smell -20, 
Equipment: plenty of mesh
 Acc. Dam. Def. A.P.
Bite  +18 22 +11 3

Military Trooper
Attributes: Charm 4, Finesse 5, Fortitude 6, Intellect 4, 
Strength 5
Skills: Control 15, Defy 10, Endure 15, Exert 10, Per-
cieve 5, Shoot 10, Speak 5, Strike 10, Evade 5
Boons: Controlled Battle Trance (2), Steady Hand
Defects: Glass Jaw, Pushover
Physical Health: 56
Mental Health: 50
Physical Defense: 5 
Mental Defense: 10
Initiative: +9 (+13)
Equipment: Assault Rifle, ceramic armor(16/20/5)
  Acc. Dam. Def. A.P. Range
Unarmed  +10 3 +1 1
Rifle   +10 35 +0 2 120 me-
ters

Vehicles

Tank
Attributes: Charm 4, Finesse 2, Fortitude 8, Intellect 1, 
Strength 8
Skills: None
Boons:
Defects:
Species Factors: Cannot Jump, Controlled, Environ-
ment Independence (radiation), Internal Storage 4,
Limbs (2 locomotive), Limited Lifespan (10 years), 
Movement (walking), Natural Armor 24, No
Resperation, No Self Repair, No Volition, Shut Down 
(-6), Size +1, Super Speed 3, Natural Attack (cannon)
Physical Health: 106
Equipment: Machine gun
(used by Military Trooper crew) Machine gun (2 Acc. | 
50 Dam. | 0 Def. | 2 A.P. | Range (100 meters).
(used by Military Trooper crew) Cannon (4 Acc. | 80 
Dam. | 0 Def. | 15 A.P. | Range (360 meters).

Helicopter
Attributes: Charm 5, Finesse 7, Fortitude 5, Intellect 3, 
Strength 5
Skills: None
Boons:
Defects:
Species Factors: Cannot Jump, Controlled, Environ-
ment Independence (radiation), Internal Storage 3,
Limbs (2 locomotive), Limited Lifespan (10 years), 
Movement (flying), Natural Armor 12, No
Respiration, No Self Repair, No Volition, Shut Down 
(-6), Size +1, Super Speed 5
Physical Health/Brink: 70
Equipment: none or 2 machine guns and 8 missiles if 
military
(used by Military Trooper crew) 2 Machine gun (2 
Acc. | 50 Dam. | 0 Def. | 2 A.P. | Range (100 meters).
(used by Military Trooper crew) 8 missiles (4 Acc. | 65 
Dam. | 0 Def. | 5 A.P. | Range (100 meters)



Proteus Engine Basics
 The Proteus Engine role-playing system has two core mechanics: Die rolling and Story Point expendi-
tures. Die rolling is familiar to anyone who has touched an RPG before, though Story Points will likely be a new 
experience for many experienced players.

Die rolling
 Die rolling is simple and represents how char-
acters naturally interact with the world around them. 
When a player rolls dice it will usually be from one of 
their five attributes which represent characters innate 
abilities in life, such as their general intellect or physi-
cal strength. An attribute will have a number associat-
ed with it from one to ten that represents the number 
of 6-sided dice (d6) that will be rolled for that attribute 
when it comes up in game play. Adding to that roll is a 
character’s skill in whatever they are doing. Skills also 
have a score, from zero to twenty-five, that represent 
how much training, experience, or education a person 
has in a specific type of task.

 Most tasks that the character wants to do will 
require a roll of the appropriate attribute and skill to 
compete, the Director will let the player know when 
a roll is required, and what the needed result needs to 
be for the task to be successful. If half or more of the 6 
sided dice rolled come up with a one, the roll is consid-
ered a failure even if the player gets the required result 
or more.
 If all of the dice rolled come up with a one, the 
roll not only fails, but the failure a dramatic one. The 
Director should describe the failure in a spectacular 
manner, and have an extra drawback happen to the 
character as well. This could be as simple as the char-
acter damaging the item they were trying to repair. It 
could also mean an attack missed an opponent and hit 
a friend instead.

 Most actions will require one roll, with the 
result determining if the action was success. Other 
tasks require a larger investment of time and energy. 
These actions are known prolonged actions. Prolonged 
actions require a series of rolls, with each roll’s result 

added to together to get the action’s total result. Pro-
longed actions will have a time interval for each roll. 
This interval is the time invested in progressing for-
ward with action. The director will let you know how 
much time each roll represents.

 Some prolonged actions will have a minimum 
result needed on each individual roll. If an individu-
al roll fails (due to not meeting the minimum result 
needed, or half the dice coming up ones), the re-
sult from that roll is subtracted from the total result 
achieved so far instead of added. If the player gets 
more failed more individual rolls then their rating in 
the skill, the prolonged action fails. A dramatic fail on 
an individual roll, cause the overall prolonged action to 
fail.  

 Some prolonged actions will have a notation 
next to it in [ time interval; total result needed ]  brack-
ets. These notations let you know the time interval 
of the action, and may let you know the needed total 
result. Building a model ship (Finesse + Create [1 
hour; 1700]), writing a novel (Charm + Compose [1 
hour; 5400]), and performing a chemistry experiment 
(Intellect + Enact [1 minute; 240]) are all examples of 
possible prolonged actions.

 Dan works at the local auto parts store. Part of 
his job entails on occasion helping customers install 
the parts they purchased. One day, an elderly wom-
an purchases a new set of brake pads for her sedan. 
To install it, Dan needs to roll (Intellect + Enact [10 
minutes; 400]) On an average roll, Dan will get a 32. 
So to complete the task, on average it will take Dan 13 
intervals, or about 3 hours.



In order to play, you will need a few things:
•	  One person to be the Director who will run 

your game, and several players to take part in their 
story. (If you are playing a single player adventure, 
all you need is yourself.)

•	  One character for each player.

•	  Ten Six-Sided dice (D6) per player. You may 
use far less than this, and you may share dice 
among players. Ten D6 is the maximum number of 
dice any player will ever need to roll in the Prote-
us Engine system, however. You can find these in 
board games, game stores, dollar stores, and most 
large outlets that carry any sort of cards or games.

•	  Pencils and paper to take notes on.

•	  (Optional) Glass beads that can be used to keep 
action points, or story points.

Story Points

Terminology

Character Traits

Main Attributes

 Story Points are the building blocks of your 
character. They are used in character create in increase 
your characters stats. Story points that are not spent 
on stats in character creation create a pool of free story 
points. Free story points are to a way for players to in-
teract with the story in ways beyond just playing their 
character. This makes the interaction of the characters 
within the story far more dynamic then it would be 
otherwise. Each episode you can spend these free story 
points in several ways. These points are not lost, but 
can only be spent once per episode. 

 Free story points can be spent in the following 
ways:

•	  Add 5 to any roll make. Only one story point 
may be spent on a single roll. If a task requires 
multiple roll to get an accumulated result, one sto-
ry point may be spent on each roll made.  

•	  Heal damage taken. If the character is injured, 
they can spend any number of story points to heal. 
Each story point restores 5 missing health. If the 
character is at 0 or less health, they must spend two 
additional story points to heal to above zero. So, to 
heal from -1 to 4 they would need to spend 3 story 
points instead of 1.  If the character is dead, they 

can spend 5 Story Points to be 5 above their Brink 
Value in negative health. They do not count as 
dying and remove any maimed and injured condi-
tions. In story terms, the story points spent repre-
sent the blow or accident being far less damaging it 
appeared at first. 

 
•	  Use a Boon. Some Boons will require the use of 

free story points for some effect.
 
•	  Purchase a new Boons or Traits

 Here is a list of terms that are used though out 
this book.
•	  Director:  The director is the person in charge 

of the game.  They are responsible for bringing 
forth the world around the protagonists.  

•	  Story Arc: A story arc is an extended or con-
tinuing storyline made up of one or more Episodes

 
•	  Episode:  The telling of clear part of a story 
arc, or self contained story. An episode is usually one 
session of play.  Long sessions of play my cover one or 
more episodes

 These traits represent different facets of the 
character, and are a way to show their nuances through 
game mechanics. To make it easy, we’ve divided them 
up into several categories:
•	  Main Attributes: The innate abilities of a char-

acter.

•	  Skills: The learned abilities of a character.

•	  Derivative Traits: Mechanically necessary abili-
ties which all stem from other statistics.

 Attributes represent the innate characteristics 
of your character, things like the strength of their bod-
ies, their intellectual capabilities, and so on. An attri-
bute doesn’t represent the ability to do refined tasks 
however, that falls under skills. For example, having a 
high Charm might mean the character is extremely 



likable and pleasant to be around, but with no Speak 
the character might flub up social situations despite his 
seemingly inborn sociability.

Charm

Finesse

Skills

Create(Intellect)

Fortitude

Intellect

Strength

Compose (Charm)

 This Attribute represents a character’s social 
graces and persuasive prowess. Use this Attribute to 
win a court case, seduce a princess, or win an argu-
ment. A character with a high Charm tends to be well-
liked, respected, and to have many friends. A character 
with a low Charm has few friends and probably was 
picked on at school. A character reduced to 0 Charm 
cannot communicate, nor receive or convey informa-
tion of any kind.

 This Attribute represents a character’s coordi-
nation, balance, and flexibility. Use this Attribute to 
throw a javelin, dodge a falling tree, or snatch a pebble 
from a wise mentor’s hand. A character with a high Fi-
nesse appears to be nimble and lithe. A character with 
low Finesse tends to be clumsy and slow. A character 
reduced to 0 Finesse is paralyzed and motionless.

 This Attribute represents a Character’s physi-
cal and mental resilience. Use this Attribute to resist 
poison, disobey a direct order, or avoid succumbing to 
fear. A character with a high Fortitude tends to be con-
fident, rarely falls ill, and doesn’t give up. A character 
with a low Fortitude quickly folds under pressure and 
has low self-esteem. A character reduced to 0 Fortitude 
cannot maintain consciousness or life with without 
technological or magical help.

 This Attribute represents the speed and quality 
of a character’s mind. Use this Attribute to remember 
a piece of trivia, solve a puzzle, or design a weapon. A 
character with a high Intellect tends to use large words 
and readily gain knowledge. A character with a low 
Intellect tends to use incorrect grammar and be igno-
rant of commonly known facts. A character reduced to 
0 Intellect no longer has any ability to reason or think.

 This Attribute represents a character’s muscle 
mass, durability, and athletic potential. Use this At-
tribute to play a sport, climb a wall, or take a punch. 

A character with high Strength tends to be large and 
obviously muscled, though this need not be so. A char-
acter with low Strength tends to be small and lacking 
in definition. A character reduced to 0 Strength cannot 
move at all.

  Skills represent your character’s ability to per-
form tasks they have learned throughout their lives. 
When a Skill is used, the player will roll dice equal 
to the appropriate Attribute, and then add his or her 
score in that Skill as a modifier to the result. 

  The Create Skill is the character’s ability to create 
material items. It also represents their knowledge of 
mechanics and manufacturing techniques. The Cre-
ate Skill is used to create, build, maintain, and repair 
items. It can also be used to sabotage or disable items. 
This can cover anything from crafting an origami crane 
to repairing a carriage to creating a laser-gun coated 
starship.
Difficulty Example

10 Make a paper airplane; pour sugar in a car’s gas 
tank.  

20 Fix a leaky faucet; build a bird house.

40 Create your own firearms, repair construction 
vehicle’s hydraulics.  

60 Build a house.   

80 Build an interstellar spaceship.

 Roll Create to:  Build an item, repair an item, 
sabotage an item, and identify the techniques used to 
build an item

 Compose represents the Character’s artistic 
skills. It is use to communicate though impersonal 
means. While Speak is often used for on-the-spot com-
munication, Compose is used when the Character has 
time to prepare and think about their creations.  Some 
creations (like large scale art projects) might require a 
Create roll as well as a Compose roll. The Create roll is 
to make the item, but the Compose roll determines 



how well the Character did in terms of conveying the 
message or agenda they wanted the item to represent.  
Difficulty Example

10 Write a 1-page essay.

20 Perform in a community theatre production of 
Hamlet.

40  Write a Bestseller.

60 Star as Hamlet in a major production, breath-
ing new life into the role.

80 Create a masterpiece that shakes society and 
lasts the ages.

 Roll Compose to: write a good story, create a 
painting, design an iconic building, write poetry, com-
pose a piece of music, and create a prepared speech.

Control (Finesse)

Defy (Charm)

Enact (Intellect)

 Control is the Character’s skill at operating 
things that use physically manipulated controls.  This 
covers everything from using the reins while riding a 
horse, to piloting a spaceship.  
Difficulty Example

10 Roller-blade.

20 Ride a well trained horse.

40 Jump a horse though a flaming hoop.

60 Pilot a high performance air or space craft in 
close formation.

80 Execute a complex maneuver in a starship 
while blindfolded.

 Roll Control to:  pilot or drive a vehicle, ride 
a horse, operate machinery like excavator and cranes, 
and play video games

 Defy represents the Character’s ability to resist 
the manipulations of others. The Character might be 
good at disproving or pointing out holes in others’ 
arguments or actions, or they may simply ignore and 
dismiss them. Defy is used to defend against social 

attacks. Use the Defy skill to avoid damage from non-
physical means, usually to your Mental Health. Defy 
can represent everything from coming up with reasons 
why an argument you don’t like doesn’t work to simply 
ignoring it. 
Difficulty Example

10 Ignore a newspaper article on politics.

20 Point out the flaws in an argument with no 
basis in fact.

40 Defend your option with less facts then the 
other person.

60 Ignore an argument that proves a basic tenant 
of your beliefs is a lie.

80 Believe that the Earth is flat, that the Earth is 
also the center of the universe, and the President is 
from Mars.

 Roll Defy to:  defend from social attacks and 
resist torture.

 Enact represents the Character putting their 
knowledge into action. It is used for actions that re-
quire training and knowledge.  
Difficulty Example

10  Create a baking soda volcano.

20  Win a science fair.

40  Do rudimentary lab work.

60  Perform open heart surgery.

80  Perform brain surgery with a stick and 
no anesthetics.

 Roll Enact to:  perform surgery, provide fist aid, 
conduct an experiment, play an Instrument,   research 
information, and program or hack a computer.



Endure (Fortitude) Exert (Strength)

Evade (Finesse)

Judge (Intellect)

Endure represents the Character’s training for physi-
cal toughness. Characters with high Endure can run 
longer, resist diseases and poisons, and pull several 
all-nighters in a row will little ill effect. Endure is rolled 
in some cases, and has some effects based on its rating. 
Below are some example difficulties and the special 
rules involving Endure.
Difficulty Example
10  Walk a mile.
20  Consume a few small amounts of alco-
hol without penalty.
40  Overcome pneumonia.
60  Shrug off a lethal poison. 
80  Go a ten days without sleep.
Roll Endure for the following:   Resisting poison and 
diseases, endure hash conditions, resist fatigue, hold 
off malnutrition and sleep deprivation, and shrug off 
stunning effects.

 The Evade skill represents the Character’s 
trained reactions, balance and flexibility. Evade is used 
to avoid or reduce the effectiveness of physical attacks 
in combat. Evade can reduce falling damage. Success-
ful use of the skill represents avoiding harm, but does 
not necessarily represent being untouched. (Avoiding a 
sandstorm does not mean that you have no sand upon 
you.)
Difficulty Example

10  Duck away from a blind man’s slap.

20  Dodge a falling baseball.

40  Block a high school boxer’s punch.

60  Jump over a black belt’s foot sweep, dive 
out of the way of a hand grenade.

80  Side Step machine gun fire.

 Roll Evade to: Dodge a physical attack in com-
bat, maintain balance or avoid being knocked down, 
slip though a narrow passage way, acts of contor-
tionism, avoid damage for any effect they can at least 
partially escape or take cover from.

 Exert represents the Character’s overall athletic 
abilities and physical fitness. Characters with low Exert 
have not taken time to do physical training. Charac-
ters with high Exert likely work out regularly or play 
physical sports often. Use this Skill to perform activi-
ties requiring physical effort that aren’t combat, such 
as weightlifting, jumping, swimming, climbing, and 
sports.
Difficulty Example

10  Maneuver up a staircase.
20  Climb a rope.

40  Climb a cliff with few handholds.

60  Swim through rapids.

80  Bench-press 300 kilograms (660 
pounds).

 Roll Exert to:  play a physical sport, chase 
another character, climb a wall or rock face, weight 
lift, intimidate someone physically, swim, jump, fly, or 
change range bands.

 Judge represents the Character’s skills in mak-
ing logical conclusions and noticing inconsistencies. 
When wisdom and reason come into play, they are 
likely making a Judge roll.
Difficulty Example

10  Successfully guess whether or not it will 
rain.

20  Predict the end of a work of fiction.

40  Correctly judge a book by its cover.

60  Discern where someone was walking 
based upon the mud on his shoes.

80  Discern someone’s personal history 
from her appearance alone.

 Roll Judge to:  Solve a riddle, put together the 
clues at a crime scene, figure out what another Charac-
ter is feeling, spot hostile intent from another 



Character, play games of chance that contain elements 
of reading another player or when odds play a large 
character, spot a forgery, catch another Character in a 
lie, track and animal or person, and guess upcoming 
events.

Perceive (Intellect) Shoot (Finesse)

Slink (Intellect)

Recall (Intellect)

 Perceive is the Character’s aptitude for inter-
preting sensory data to their benefit. The higher a 
Character’s Perceive skill, the more they have trained 
to use all of their senses to full potential.  
Difficulty Example

10  Notice a person right next to you.

20  Find Waldo.

40  Catch an important detail in the back-
ground of one photograph of a collage. 

60  Notice a hair on the carpet in a dark 
room.

80  Spot a ship in space and its markings 
from the ground without equipment.

 Roll Perceive to:  Notice a Character hiding or 
trying to sneak past you, gather clues at a crime scene 
or other place of note, and search for something.  

 Recall represents the Character’s knowledge 
and memory.  Characters with higher Recall either 
have greater memory, or have learned to use memory 
aid and techniques.
Difficulty Example

10  Recall something that is completely 
irrelevant to the plot.

20  Remember something that will ease the 
work of the Director.

40  Know something that will create a small 
bit of work for the Director.

60  Remember something that will drasti-
cally increase the Director’s workload.

80  Recall something that will completely 
derail the plot of the game.
Roll Recall to:  appraise the value of an object,  know 
information on a topic, remember something learned 
earlier,  

 This skill is used to wield ranged weapons.  This 
covers thrown weapons like a javelins or shuriken, and 
weapons the fire or launch ammunition like firearms.
Difficulty Example

10  Hit the broad side of a barn.

20  Hit a dart board.

40  Make a bull’s-eye.

60  Fire an arrow between the blades of an 
active fan.

80  Clip the wings of a fly at 100 paces.

 The Slink Skill represents the Character’s 
knowledge and skill involving deception, stealth, trick-
ery, and bypassing security measures.  
Difficulty Example

10  Convince someone of something they 
already think is true.

20  Tell a compelling white lie.

40  Hide a building with camouflage.

60  Hide a knife inside a playing card.

80  Create an entirely fake battlefield, com-
plete with seeming artillery fire and troops.

 Roll Slink to: Lie to another Character, sneak 
up to or away from others, hide an object or person, 
disguise an Character as someone else, misdirect an 
Character, find illegal good or services, pick a lock, 
disable a security system, escape from bonds, cheat a 
system or by bypass red tape, and create a forgery.



Speak (Charm)

Strike (Finesse)

Derivative Traits
 Speak represents the Character’s personal com-
munication skills. This includes all forms of in person 
communications. Everything from public speaking, to 
general body language, or even sign language is includ-
ed in Speak. This does not include impersonal forms of 
communication, such as writing or painting.  
Difficulty Example

10  Tell someone the news.

20  Give a lecture.

40  Be life of every party you go to. 

60  Give a lecture you didn’t prepare for  to 
experts who accept your facts.

80  Explain a scientific concept you  
know nothing about so well a book is written about it.

 Roll Speak to: make a speech, intimidate others 
verbally, command a group, lead a team, socialize with 
others, persuade others, or inspire others.

 Strike represents Character’s skill regarding 
attacks with non-ranged weapons. This includes melee 
weapons and unarmed attacks.   
Difficulty Example

10  Punch a punching bag.

20  Break a board with a punch.

40  Strike a falling rock.

60  Give someone a shave with sword 
strikes.

80  Cut a rain drop in half.

Derivative traits are the traits that help your character 
to function with the mechanics of the game. These 
include:
 
•	 Initiative:  This trait determines the order you in 

which you act in combat. It is determined by add-
ing your Finesse and Intellect together.

 
•	 Mental Defense:  This is your character’s base 

defense against social attacks. It is equal to 15 
plus your Charm score.  See the combat chapter 
for rules on social combat and the Defend Attack 
action.

 
•	 Mental Health:  This is your characters ability to 

take social attacks. It is equal to your character’s 
(Intellect Score + Fortitude Score) times 6 (the 
maximum die roll you could roll for Intellect plus 
Fortitude.) +10.

 
•	 Physical Defense:  This is your character’s base de-

fense against physical attacks. It is equal to 15 plus 
you Finesse score. See the combat chapter for rules 
on physical combat and the Defend Attack action.  

 
•	 Physical Health:  This is your characters ability to 

take physical attacks. It is equal to your character’s 
(Strength Score + Fortitude Score) times 6 (the 
maximum die roll you could roll for Strength plus 
fortitude.) +10.



Boons And Defects
Boons
 Boons are the beneficial parts of your character and, fitting the story telling nature of the Proteus En-
gine system, are arranged according to how characters often fit together in fiction, from the plucky sidekick, the 
strong fighter, or the Chosen One… Who is your character? The chart below will help you pick out Boons, as 
well as list their costs in Story Points. Many Boons add new uses for Story Points. Each boon will have a Story 
Point value. This is the cost in Story Points to add the boon to your character

Income:  1+ SP
A character without this Boon has a Wealth Level of 
2. For every point spent on this Boon increase your 
Wealth Level by 1.

Main Character:  5 SP
You have access to 10 additional Story Points in your 
Free Story Point pool each Episode. These Story Points 
cannot be retrained, and cannot be spent on other 
traits. When you select Main Character

Durable: 4 SP
You gain 10 Physical Health per point of Strength you 
have.

Stubborn: 4 SP
You gain 10 Mental Health per point of Intellect you 
have.

Sensitive:  2 SP
Prerequisites:  Perceive 15
You are more perceptive than most. Reduce the total 
penalties for all Perceive rolls involving one of your 
senses by 5. This Boon may be taken any number of 
times, but no more than once for any given sense.
Long Jumper: 3 SP
You always count as having a running start for jump-
ing.

Ambidextrous: 1 SP
All of your manipulative hands count as dominant.
Controlled Battle Trance:  1 SP per Rank
Prerequisite:  Battle Trance
For every Rank purchased, reduce the Perceive penalty 
by 5.

Fast Reaction Time:  1 to 10 SP
You add a bonus to your Initiative equal to the cost 
paid for this Boon.

Precise Strike:  4 SP
You have a knack for striking small targets. Reduce the 
penalty for Targeted Attacks by 5. In addition, you may 
perform a Targeted Attack against a target two sizes 
smaller than you. If you do so, increase the penalty by 
20. (This number already includes in the above penalty 
reduction.)

Great Strength:  1 SP
For the purposes of Strength minimums, count your 
Strength as 2 higher.

Superior Grip:  1 SP
Prerequisite:  5 Strength and 5 Finesse
When trying to wield a two-handed weapon one 
handed, multiply the Strength Minimum by 1.5 (round 
down) instead of multiplying it by 2.

Reloading Machine:  1 SP
Prerequisites:  Quick Draw
When using the reload action, you may load/reload a 
magazine or use a speed loader for a revolver at 0 AP 
cost. If reloading a belt, the AP cost is reduced to 2.
Steady Hand:  2 SP
When using the auto fire option, reduce the penalty 
from -10 to -5.

Hair Trigger:  3 SP
When using a handgun (revolver or pistol), you have 
access to the burst fire option. If using a revolver you 



must have a free hand to perform this action.

Proud Warrior: 6 SP
Prerequisite: Main Character
You are a highly capable and well trained close combat 
fighter, so much so that lesser opponents are unable 
to keep up. When you are attacked and use only your 
base Physical Defense to defend yourself (that is, you 
do not take the Evade Attack action), the attack suffers 
a penalty equal to twice your Finesse.

Potent Warrior: 5 SP
Prerequisite: Proud Warrior, Main Character
Having learned to defend yourself from hordes with-
out effort, you are now able to better concentrate on 
fighting them. When you attack using the Strike Skill, 
you may spend 3 Story Points and twice the Action 
Points normally required for the weapon. If you do, 
your attack suffers a -10 penalty and is levied against 
all enemies within its range. Each enemy defends sepa-
rately, but you need only make one attack roll.

Transcendent Warrior: 4 SP
Prerequisite: Potent Warrior, Proud Warrior, Main 
Character
Through practice and natural perfection, you have 
honed your abilities to fight crowds. When you use the 
Potent Warrior Boon to attack multiple opponents, 
it only costs 2 Story Points, and you ignore the -10 
penalty.

Supreme Warrior: 1-10 SP
Prerequisite: Potent Warrior, Proud Warrior, Main 
Character
Your mighty swings are less tasking than they once 
were. You gain a reserve of 2 Story Points per point 
spent upon this Boon. These points may only be spent 
on the Potent Warrior Boon.

Free Dive Training:  1 SP
You have trained your body so that you can go without 
breathing for a greater period of time. For each point 
of Endurance, you gain 25 seconds of time instead of 1.  

Fast (movement type):  1 SP
Choose one type of secondary movement that you 
possess. This movement type is now treated as a pri-
mary movement type for you. The name of this Boon is 

determined by the movement chosen. For instance, if a 
human took it for climbing, he would have Fast Climb-
er. Alternatively, he could have chosen Fast Swimmer.  
A bird could choose Fast Runner. This Boon may be 
taken once for every type of secondary movement you 
have.

Poison Resistance: 2 SP
Prerequisites: Fortitude 6
Choose one type of poison (destructive or disruptive). 
With regards to this type of poison, you treat the poi-
son’s duration as half of its actual value, to a minimum 
of 1. You may take this Boon twice, once for each kind 
of poison.

Hypnotist:  7 SP
Prerequisites: Charm 5, Speak 10
You have mastered the art of persuading people with-
out their awareness.  When you deliver a successful 
Mental Attack (mundane or mystical) upon a target 
after having successfully surprised them, you may 
choose for the target to remain unaware of the attack.  
If and when he or she obeys any given command, the 
target may attempt a Judge roll opposed by a reflexive 
Slink roll on your part.  If the target wins, the target 
will realize what actions he or she has taken, but will 
not necessarily know why.  If you win, the target re-
mains unaware that he or she has even carried out said 
command, and may be confused with regards to his or 
her current location or environment.  With prompting 
from others and/or self reflection, the target may make 
a Recall roll once per Scene in order to remember what 
happened while hypnotized.  Since the target failed 
to notice the mental attack in the first place, he or she 
may not be certain of your identity.  However, con-
text can often narrow down the list of suspects.  (For 
instance, another character might tell the target that 
he or she seemed highly fascinated by your honeyed 
words.)



Magic 
This section covers magical and supernatural abili-
ties.  These abilities are gained through the purchase 
of boons.  To purchase magical boons and defects, you 
must first purchase one of the magic initiation boons 
listed below.  You can then purchase the other magical 
boons.  

Magic Initiation boons

Inherited Supremacy: 5 SP
Your ancestors were filled with magic, and now that 
power resides in your blood. This gives you access to 
Magic Boons, and the following abilities.
Blood Legacy: You gain 10 Story Points Dedicated to 
Magic Boons.
Magic Birthright: Once per Episode, you may spend 
2 more Story Points to power a Magic Boon that your 
success threshold would normally allow.

Magical Scholar:  5 SP
You have studied the legacy of magic enough to have 
learned it yourself. This gives you access to magic 
boons, and the following abilities.
Spell Book: Once per Episode you can spend a story 
point to use a magic boon that you have not purchased 
with story points.
Practiced Power: You may spend a Story Point to ne-
gate all penalties to Magic Boon casting rolls for a turn.

Fury Mage: 5 SP
Your anger fuels your magic. This gives you access to 
Magic Boons and the following abilities.
Wrath: Once per Scene you may spend a Story Point to 
add the base damage of the weapon again after multi-
plying when using the Magical Attack Boon.
Expressive Fury: Once per Episode, you may use the 
Magical Attack Boon for 0 Action Points and 0 Story 
Points. It cannot be enhanced with other Boons. This 
can only be done on your turn.

Necromancer:  5 SP
Your magic is tainted by the power of death. This gives 
you access to Magic Boons and the following abilities.
Zombie Lord: You gain 3 extra Levels in the Endless 
Undeath Boon.

Magic Boons
If a magic boon requires a roll to activate, the skill used 
will be listed in its description. Boons that require a 
roll with have a Threshold. The Threshold limits the 
amount of story points that can be spent on the effect 
of the boon. Divide the roll result by the Threshold. 
The result is the amount of story points that can be 
spent. Rolling a result of 20 on a boon with a Thresh-
old of 4 would allow  5 story points to be spent. A of 19 
would only allow 4 story points to be spent.
A magic boon that has an action point cost listed re-
quires that many action points to preform

Blood Magic: 3 SP
You may spend 5 Physical Health instead of a Story 
Point on the effect of a Magic Boon.

Magic Abundance:  1-10 SP
You gain 5 Story Points per Level Dedicated to Magic 
Boons.

Magical Attack: 2 SP
Prerequisites: Access to Magic Boons
Roll: Shoot or Strike
Threshold: 4
You can create a mystical weapon any appearance you 
desire and attack with it. Spend up to the allowed Story 
Points on the chart below to construct the weapon. 
Creating the weapon costs no Action Points. The weap-
on disappears after a turn.
Damage 10 20 30 40 50
Cost 1 2 3 4 5
Action Points 10 8 6 3 1
Cost  0 1 3 4 5
Accuracy 4 8 12 16 20
Cost  1 2 3 4 5
Range Close Medium Long
Cost 0 2  4

Fire Blast: 3 SP
Prerequisites: Magical Attack
Spend a Story Point. Your next Magical Attack weapon 
is now made of a superheated flame. Anyone or thing 
hit by it is lit on fire. This fire has a heat of 980 degrees. 
(20 damage per turn)

Ice Blast: 3 SP
Prerequisites: Magical Attack
Spend a Story Point. Your next Magical Attack weapon 



is now made of super cooled ice. Anyone or thing hit 
by it is frozen. Treat it as having been exposed to -100 
degree temperatures for one minute.

Explosive Magic: 2 SP
Prerequisites: Magical Attack
Spend a Story Point. Your next Magical Attack weapon 
emanates from you and forms the shape of a sphere 
with a radius of Close Range (5 meters). You only roll 
once for the attack. You cannot spend Story Points to 
increase the Range of the attack.

Arcane Armor: 2 SP
Action points: 3
Skill: Evade
Threshold: 12
Prerequisites: Access to magic Boons
You gain an Abatement rating equal to 5 times the 
Story Points spent that stacks with other armor. This 
armor has a hardness of 15 and the hardness is checked 
simultaneously with any stacked armor. This Boon 
does not stack with itself, and it lasts for one Scene.

Arcane Shield: 2 SP
Prerequisites: Arcane Armor
You may target other Actors with the Arcane Armor 
Boon. 
Split Second Shield: 2 SP
Prerequisites: Arcane Shield
Spend 3 Story Points. The Action Point cost of the 
casting for any Arcane Armor Boon becomes 1 for the 
Scene and you may abort to it.

Make Zombie: 3 SP
AP Cost: 10
Roll: Create
Spend a Story Point. A corpse you’re touching gains 
mobility. It retains its original stats with -2 in all Attri-
butes (to a minimum of 1) and all of its Skills become 
0 except Strike, which becomes 10. The corpse will fol-
low all of your spoken orders. It cannot speak and has 
very little capacity for reason, much like a small dog.

Distant Necromancy: 1-3 SP
You no longer need to touch a corpse to use the Make 
Zombie Boon. For 1 point you can do it at Short Range 
(20 meters), for 2 points you can do it at Medium 
Range (80 meters), and for 3 points you can do it at 

Long Range (320).
Undead Onslaught: 1 SP
Spend a Story Point. The zombie(s) created by your 
next Make Zombie Boon have 25 in their Strike Skill.

Mass Necromancy: 3 SP
Spend 5 Story Points. Your next use of Make Zombie 
animates every corpse you could target, be it all the 
ones you’re touching or all within a particular range.
Endless Undeath:1  SP per Level
For every point in this Boon you may extend the du-
ration of one zombie made by the Make Zombie Boon 
indefinitely. You may choose which zombies are affect-
ed and switch them out if you acquire new zombies.

Mind Control: 2 SP
Prerequisites: Access to Magic Boons
Roll: Speak
Threshold: 4
You can create a mental weapon and attack with it. 
Spend up to the allowed Story Points on the chart 
below to construct the weapon. Creating the weapon 
costs no Action Points. The weapon disappears after a 
turn.
Damage 10 20 30 40 50
Cost  1 2 3 4 5
Action Points 10 8 6 3 1
Cost  0 1 3 4 5
Accuracy 4 8 12 16 20
Cost  1 2 3 4 5
Range Close Medium Long
Cost 0 2  4

Psychic Power: 3 SP
You may spend 5 Mental Health instead of a Story 
Point on the effect of a Magic Boon.



Defects
These are the opposite of Boons. They are interesting 
flaws for your characters that can spice up your game. 
Like Boons, each defect has a value,  but unlike Boons 
the value listed is how many Story Points you add to 
your character by taking these Defects.
Glass Jaw:  5 SP
Reduce you total Physical Health by 20. You may not 
have both this Defect and the Durable Boon.

Destitute:   1 SP
You start at Wealth Level 0, and cannot purchase the 
Income Boon. You also cannot purchase items using 
debt.

Pushover:  5 SP
Reduce your total Mental Health by 20. You may not 
have both this Defect and the Stubborn Boon

Crippled:  2 SP if partially disabled, 4 SP if fully 
disabled
You do not have the full use of some part of your body. 
Choose a possible targeted area, such as a limb or set of 
sensory organs. Then choose if you wish for this part 
of you to be fully or partially disabled. If the area is 
partially disabled, all rolls for which you would usually 
use this part of your body suffer a -10 penalty. How-
ever, if the body part is completely disabled, then all 
rolls for which you would usually use this part of your 
body suffer a -20 penalty, and any roll for a task that 
would absolutely require this body part automatically 
fails. For instance, a human character with a missing 
eye would take a -10 penalty for rolls that would use 
sight, such as shooting a gun or reading a book. If the 
same character lost his other eye, then the roll to shoot 
a gun would take a -20 penalty and the book could not 
be read at all. (Note that characters with exceptional 
or beyond normal senses or abilities may be able to 
overcome applicability problems.) This Defect may be 
taken any number of times, but no more than once for 
any given body part.

Out of Shape:  1 SP
No matter your skill rating in Endure, you receive no 
free intervals on the Fatigue rolls.

Overweight:  1 SP
You receive a -10 penalty to Fatigue based Endure rolls, 
and a -10 penalty to all Exert rolls for Movement.
Temperature Sensitive:  1 SP
For hot environments, double the damage dealt. For 
cold environments, double the penalty. This does not 
multiply the required penalty necessary to take dam-
age.

Slow Reflexes:  1+ SP
For every level of this Defect purchased you receive 
a -2 penalty on Initiative rolls. You cannot take more 
points of this Defect than would be sufficient to reduce 
your Initiative modifier to 0.

Stiff Muscles:  3 SP
Whenever you are in combat, lose 2 Action Points 
every turn.

Easily startled:  2 SP
Your character is easily flustered when surprised. 
Whenever the character is subject to an attempted sur-
prise attack, they become shaken and have a hard time 
reacting to the event. If the surprise attack is success-
ful, the character has -5 to all Defend action rolls for 
the remainder of the round and a -5 to initiative on the 
next.  If the surprise attack is noticed by the character, 
the character has a -5 to initiative on the round. 

No Survival Instinct: 3 SP
You lack the normal reflexes and quick movement 
common to most creatures. Your base Physical Defense 
is only equal to your Finesse rating. This Defect has no 
effect on uses of the Evade skill for active defense.

Poor Health:  2 SP
Whenever you spend Story Points to heal, double the 
amount needed to heal. When healing naturally, all 
healing times are doubled. Surcharges not included.

Compulsions: 1+ on Inconvenience, 1-5 on Damage 
SP
You suffer from an inconvenient urge. Whenever said 
urge arises, you must either act on it or take Men-
tal Damage. The point cost for this Defect is based 
on both inconvenience and damage. Inconvenience 
is worth 1 if it is highly inconvenient (like needing 
to move cities every 6 months), 2 if it is dangerous 
(smoking while on pure oxygen), and 3 if it is highly 



dangerous (such as needing to punch an armed gang-
banger). When you ignore the compulsion, you take 
damage based on the points gained. 1 point yields 
5 damage, 2 yields 10 damage, 3 yields 20 damage, 
4 yields 50 damage, and 5 yields 100 damage. This 
damage ignores mental armor. Fair warning:  By taking 
this defect, you are inviting the Director to give you 
opportunities to act on your compulsion. (If you have 
a compulsion to punch every horse you see, expect 
to see some horses.) If the Director feels that there is 
no feasible way to include a given compulsion, then it 
cannot be taken. (No compulsions to never accept a 
gift from an elf it elves don’t exist.)

Species Factors
Characters in the Proteus Engine System each possess a species. Each species has multiple positive and negative 
features referred to as Species Factors. 

Amorphous 
By default, creatures are presumed to be primarily sol-
id. This Factor alters this presumption and allows the 
creature to have no definite shape. The creature might 
be a giant amoeba or a mass of sentient corn chips, but 
either way this gives a definite advantage. Amorphous 
creatures take only half damage from attacks that are 
focused trauma and weapons with the blunt tag, but 
normal damage from attacks that are capable of engulf-
ing their bodies, such as being set on fire.

Battle Trance 
With this Factor, a creature can enter into an altered 
state of consciousness when exposed to danger. When 
in a fatiguing or hazardous situation, either mental or 
physical, each rank in Battle Trance grants the follow-
ing: +2 Initiative, +5 Exert, -5 Perceive, -1 to duration 
of Stun effects (apply before rolling, minimum one 
turn).  A Battle Trance lasts as long as the situation 
lasts, or until the creature is rendered inactive. The 
time spent in a Battle Trance counts twice as long for 
the purposes of determining both types of fatigue. A 
situation does not need to actually be dangerous to 
trigger a Battle Trance; it just has to be stressful. For 
example, writing a term paper is unlikely to endanger a 
creature, but is mentally fatiguing, and can thus trigger 
a Battle Trance. The creature will always enter a Bat-
tle Trance when provoked. The Director may call for 
Judge rolls if the situation is not clear. 

Cannot Jump 
A creature with this Factor is incapable of taking the 
Jump Movment Action, whether due to a lack of limbs, 
lack of strength, or some other reason.

Controlled 
A creature with this Factor cannot operate on its own, 
but instead requires assistance. With one level of this 
Factor, the creature needs one controller. For each level 
thereafter double the number of additional creatures 
required to fully operate the creature. A creature with 
the No Volition Factor requires this Factor to take 
actions, and the additional controllers are the only 
ones who can make it take actions. When this Factor is 
taken, decide which tasks must be governed by which 
controllers, including the creature itself as a controller 
if applicable. Tasks should be divided as evenly as pos-
sible. For example, a flying gunship might have a pilot 
(controls movement), two gunners (control natural 
attacks), and a sensor operator (controls senses). Be-
cause its functions are not fully and perhaps not even 
partially under its control the creature does not need 
to spend Action Points to take actions that are taken by 
a controller. The controller instead spends appropriate 
Action Points from their own pool. This Factor is as-
sumed to come with appropriate means of control, but 
Internal Storage must be purchased if the controllers 
are to be inside the creature.



Dominant Limb 
This Factor can only be taken by creatures that have 
two or more manipulative limbs. (See below) Each 
member of the species must choose one of these limbs. 
All rolls with manipulative limbs that do not involve 
the dominant limb suffer a -10 penalty. The Ambidex-
trous Boon can offset this Factor.

Environmental Independence 
The creature does not need to worry itself with a 
specific environmental condition. It is immune to any 
damage that the condition causes, but not other incon-
veniences. So, if a creature has Environmental Inde-
pendence (Gravity), it would not be crushed to death 
on the world of Jupiter, but would be rendered immo-
bile if it did not possess enough Strength. Examples 
include: gravity, radiation, pressure, heat, and cold. 
This Factor may be acquired any number of times. 
Each purchase must be for a different environmental 
condition.

Flexible 
This Factor allows the creature to bend, twist, and 
otherwise distort its shape at will. Although this does 
not prevent damage or increase the ability to disguise 
oneself, it does allow the creature to fit through open-
ings that would ordinarily only permit a creature one 
size smaller.

Immune to Disease
The creature is immune to disease. However, if the 
disease causing agent can endure without a host for an 
extended period of time, the creature may be a carrier.

Immune to Poison
The creature is immune to poison. However, if the 
poison remains active, the creature could inadvertently 
pass it on to another being.

Internal Storage 
The creature is capable of holding other creatures 
or objects within. It can hold 1 creature or object of 
one Size smaller with one level, and may double the 
number of stored creatures or objects with each level 
thereafter. Something of 2 Sizes smaller takes up much 
less space. Multiply the amount storable by 1000 per 
Size below the initial one smaller. (3 Sizes smaller 
would mean multiplying by 1,000,000, 4 Sizes smaller 
would mean multiplying by 1,000,000,000 and so on 

for smaller sizes.) The above presumes that the creature 
or object is contained comfortably, and that the actual 
interior volume is about twice that of the contained 
creatures or objects. Thus, if one is willing to cram, up 
to twice the normal allowance can fit. With ten lev-
els of this Factor, presuming that spatial warping not 
occurring, the creature is little more than a thin hollow 
coating for those within. Levels after ten are purchas-
able without limit, but may not be appropriate for 
more realistic games. Things carried in storage count 
against encumbrance as normal. (If a creature with this 
Factor is exposed to dangerous or damaging phenome-
na, those within may be affected. Whenever the crea-
ture takes damage to an area targetable with a Targeted 
Attack, its occupants take half as much damage. Those 
within may apply their own defenses against the attack 
and thus avoid possible injuries.)

Limbs 
Limbs come in two varieties: locomotive and manip-
ulative. Locomotive limbs allow a creature to move. 
A creature must dedicate each locomotive limb to a 
form of movement, which is then referenced by the 
Movement Factor (see below). A creature with one 
limb dedicated to a form of movement suffers a -10 
penalty for any rolls involving that form of movement. 
A creature with two dedicated locomotive limbs has no 
such penalty, and a creature with more than two such 
limbs reduces all balance based penalties by 5 per limb 
over two and bestows a corresponding penalty on all 
rolls to cause it to lose balance. A manipulative limb 
can be used to handle objects and dexterously alter 
the environment. A creature uses a manipulative limb 
to wield weapons, type on keyboards, and even write 
beautiful calligraphy. If the limb does not have abilities 
roughly corresponding to a hand, but instead can only 
bluntly affect the environment, bestow a -20 penalty on 
all rolls that require any kind of precise manipulation. 
A limb may be both locomotive and manipulative. The 
limb may not be used for both purposes at the same 
time.

Limited Lifespan 
The creature’s days are numbered. Without this Fac-
tor, a creature would live forever barring some horrid 
accident. For 1 point, the creature has only 300 years 
to live. For 2 points, its lifespan is about 120 years. For 
3 points, it can endure for 10 years. At 4 points, it will 
only last a year. At 5 points, the creature with die in a 
day. It is recommended that this Factor be restricted 



to 3 points for most games, since any more will likely 
make the Protagonist leave the story all too soon.

Movement 
The creature is capable of movement. Select one form 
of movement, such as flying, swimming, climbing, 
burrowing, or walking. The creature is capable of using 
this form of movement. If purchased as a primary form 
of movement, use the normal rules for movement in 
the combat chapter. If purchased as a secondary form, 
they move a half the speed of a normal of a primary 
movement type (see page 52). If using the exact dis-
tances movement variant, halve the creature’s speed 
for each type of movement as well. A creature must 
have at least one locomotive limb per primary form of 
movement, or it pays twice the cost for this Factor. This 
Factor may be purchased any number of times. 

Natural Armor
The creature has some sort of resistance to harm, either 
mental or physical. This could be an exoskeleton, thick 
fur, odd brain structure, or some other form of de-
fense. Mental and physical armor must be purchased 
separately. It is advised that creatures not be allowed to 
have more than 30 Abatement in most cases. Natural 
Armor is considered to have a Hardness of 10 higher 
than its Abatement. Unlike worn armor, natural armor 
has no Strength Minimum, Fatigue Interval, or Exert 
Penalty. If natural armor is damaged, it can be repaired 
by “spending” the creature’s healing. For every 10 
Health that the creature would heal, it may instead re-
pair one point of Abatement damage. Armor can also 
be repaired with surgery (see page XX). Each point of 
impairment that would be removed with surgery in-
stead removes one point of Abatement damage. At the 
time of purchase, choose whether the armor is heavy 
or light. This choice remains in force permanently.

Natural Attack 
This Factor grants the creature some sort of offensive 
weapon. All creatures automatically gain the Unarmed 
Attack weapon (+0/1/+2/1/1/1/Close/Feeble) for no 
cost. The Weapon Type of the Natural Attack may be 
chosen from the 5 listed in Chapter 7 (Feeble, Weak, 
Moderate, Strong, and Powerful). The Action Point 
cost to use the Natural Attack depends upon the Weap-
on Type. Feeble attacks require 1 Action Point, Weak 
requires 2, Moderate requires 3, Strong requires 4, and 
Powerful requires 5. A Natural Attack’s Damage begins 

with a value according to its Weapon Type (Feeble 1, 
Weak 2, Moderate 3, Strong 4, and Powerful 5). Unlike 
the basic Unarmed Attack, a Natural Attack must use 
a specific limb, and is gone if the limb in question is 
lost; however, it returns when the limb heals or is reat-
tached. The head is an acceptable location. If the attack 
originates from another area besides the ones listed, 
allow it to be the target of Targeted Attacks (penalty 
to hit -15, impairment if hit -1 per 5). Some attacks do 
not originate from a defined location. This Factor may 
be purchased any number of times. 

The creature does not need to respire at all. (The most 
common form of respiration is breathing.)

No Self-Repair 
A creature with this Factor cannot heal naturally, nor 
can its impairments be removed with surgery. It must 
rely on other means, such as Story Points expendi-
tures, to heal. Obviously, having this Factor renders the 
Regeneration Factor useless. If the creature has a low 
enough Tech Level, it may be able to be repaired.

No Volition 
This Factor represents a creature that either has no 
mind of its own, or is in some way incapable of acting 
upon any of its desires. Usually creatures with this Fac-
tor are effectively relegated to slave status. For instance, 
a human built computer may well have a rudimen-
tary mind and consciousness, but it is not allowed to 
choose its actions and cannot express itself. This Factor 
is not recommended for Protagonists, as it severely 
limits role-playing options.

Nutrition 
By default a Medium sized creature needs about 5kg 
(11 lbs) of nutritious substance per day. This substance 
or substances is/are assumed to be readily obtainable 
in most circumstances. Multiply this requirement by 
100 for each Size Class over Medium, and divide by 
100 for each Size Class below Medium. A creature may 
count as a larger creature for the purposes of nutrition-
al needs for each rank in this factor.

Poisonous 
This Factor allows the creature to poison others. The 
creature must hit with and deal damage with a Natural 
Attack in order to poison another.



Recharge Period 
The creature needs a period of time to recuperate and 
refresh itself. This is typically done through sleep, 
though some creatures may use mediation or waking 
dream states. For 1 point, a creature must spend about 
one eighth of its time resting. For 2 points, one fourth 
of its time is taken. For 3 points, one half of its time 
is spent resting. For 4 points, three fourths of its time 
is lost. During a recharge period a creature is largely 
unaware of its surroundings, and though it may have 
an active mental life it does not consciously perform 
physical actions. However, the Director is free to take 
control of the creature’s physical behavior, and may 
have the creature attempt any task he or she wishes. If 
the creature awakens, it resumes control of its actions. 
If the creature is still able to move about and act nor-
mally while “recharging,” then it does not qualify for 
this Factor.

Regeneration 
This powerful Factor accelerates a creature’s healing. 
With this Factor, the creature will heal twice as fast 
per rank, rounding down for fractional time units. 
(So it would go: 12 hours, 6 hours, 3 hours, 1 hour, 30 
minutes, 15 minutes, 7 minutes, 3 minutes, 1 minute, 6 
turns, 3 turns, 1 turn.) No more than 60 points can be 
spent on this Factor. If it becomes relevant, all healing 
happens at the end of the turn. This Factor can heal 
physical damage or mental damage, but not both. It 
may be purchased twice in order to heal both types of 
damage.

Re-growth 
A creature with this Factor is capable of re-growing 
lost parts of itself. If a region of its body is destroyed, 
the creature does not gain the Crippled Defect as 
usual, but instead may remove the impairments as it 
would were they lesser impairments. The creature still 
suffers all effects of missing the body part until it has 
healed at least some of the impairment. A dead crea-
ture must still return to life normally if it’s Vital Organs 
are destroyed.

Self Healing 
A creature with this Factor is adept at healing its 
injuries. By spending a 7 Action Point miscellaneous 
action and up to 5 Story Points, the creature may heal 
15 for each Story Point spent. This Factor can heal 
physical damage or mental damage, but not both. It 

may be purchased twice in order to heal both types of 
damage.

Senses 
A creature with this Factor gains one or more senses. 
Possible senses include sight, hearing, taste, smell, 
touch, electroreception, magneto-reception, echolo-
cation, and gravity perception. A sense is capable of 
detecting things of one Size smaller than the creature 
at Close Range with no penalties. For every 15 meters 
increased distance and for each decrease in Size, a -20 
penalty is suffered. On the other hand, for each in-
crease in Size reduce the penalties by 20. If an environ-
ment possesses an overabundance or lack of whatever 
the sense detects, problems also arise. For instance, a 
room with almost no light or dazzlingly bright light 
would make it difficult for a creature to use sight. In 
the case of a lack of detectable phenomena, apply 
a penalty of -1 to -20, based upon how little of the 
phenomena is present. If there is an overabundance, 
apply a penalty of -1 to -20 based upon how much of 
the phenomena is present. If the penalty reaches -15 
or worse for an overabundance, the creature is hit by a 
stun effect each turn. A creature may intentionally at-
tempt to penalize its own senses to mitigate this effect. 
While in an overabundance, effects that would normal-
ly penalize a creature by reducing the available phe-
nomena instead reduce penalties. By default a sense is 
used through concentrated areas of the body, referred 
to as sensory organs. The sense may be upgraded to 
a Dispersed Sense. A Dispersed Sense covers a large 
portion of the creature and may not be targeted with 
Targeted Attacks. Conversely, the Range can be limit-
ed to touch. A may also be dependent upon another 
sense in order to function. For instance, echolocation 
is often dependent upon hearing. Creatures are natu-
rally accustomed to having access to their senses, and 
when denied said access suffer a -20 penalty to rolls 
for which they would have used said skill. A creature 
automatically fails any roll that necessitates a sense that 
it does not possess or necessitates a sensitivity that it 
does not possess. This Factor may be purchased any 
number of times. Species are assumed to automatically 
have purely internal senses such as hunger, pain, and 
balance free of cost.

Shut Down 
There is a way to temporarily “kill” the creature. 
Choose a method of shut down and a method of re-
starting. These activities, if performed, will activate or 



deactivate the creature. While shut down, the creature 
is unaware of its surroundings and cannot take any 
actions. It also does not need to respire or consume 
nutrients. 

Size 
The creature’s size changes accordingly. It is considered 
wise to make certain that all Protagonists be of similar 
sizes.

Skill Bonus 
Pick one task involving a skill roll. See the skills section 
for examples. When performing checks within this 
area of expertise, the creature gains a bonus of +5 to 
the roll per rank. It also gains this bonus when calcu-
lating a static value for this task. This Factor may be 
taken any number of times, each time for a different 
task.

Skill Penalty 
Pick one skill. When performing checks with that skill, 
the creature suffers a penalty to the roll of -5 per rank. 
It also suffers this penalty when calculating a static 
value for the skill. This Factor may be taken any num-
ber of times, and the penalty to a given skill cannot fall 
below -20.

Super Speed 
A creature with this Factor is capable of phenome-
nal speeds. For each rank in this Factor the creature’s 
speed is doubled. The bonuses granted by this Factor 
also apply if the creature is used as a mount. In order 
to capitalize on its full speed, a creature with more than 
3 ranks in this Factor must accelerate. If moving from 
a resting state, it must first move at the 8 times normal 
speed from the first 3 rank of this Factor. The next 
turn and every turn thereafter, it can apply this same 
amount to its total speed, until it reaches its maximum. 
For instance, a car has 4 ranks in Super Speed, and 
its base speed for sprinting is 20. (Size increases base 
speed) So, if it started moving from a stop light it could 
move 160 meters in the first turn, and 320 in the next. 
This is the maximum speed of the car, so it cannot 
move any faster. Were the car to have Super Speed 5, it 
could move 480 meters the next turn, and 640 the turn 
thereafter. If a creature wishes to slow down, it must 
decelerate. Deceleration occurs at the same rate as ac-
celeration. If a creature attempts or is forced to deceler-
ate more quickly, it suffers the effects of a collision, but 

does indeed decelerate accordingly. If 9 points are paid 
per rank instead of 6, the creature may instead move at 
its maximum speed with no acceleration, and may stop 
instantly with no deceleration.

Supreme Attribute 
A creature with this Factor has phenomenal prowess 
with regards to one attribute. Each level of this Factor 
grants a +7 to rolls involving the corresponding At-
tribute, and adds 2 to the Attribute for the purpose of 
determining static values and derived traits. This Fac-
tor may be taken for any number of levels, and levels 
of each Attribute must be taken separately. This level of 
power is generally reserved for advanced aliens, dei-
ties, and super heroes, as opposed to mere mortals. It is 
recommended that Protagonists only have this Factor 
if the game is intended to be incredibly over the top or 
feature lots of characters with trans-human aptitudes. 
At higher levels, lesser beings will become little more 
than scenery.

Supreme Sense 
A creature with this Factor has an incredibly acute 
sense. Choose a Sense that the creature already has, 
and reduce the total penalties for Range and Size by 5 
per point when using this Sense. This Factor may be 
taken any number of times for any number of Senses. 
There is no limit to the penalty reduction possible. 
Note that once a penalty is reduced to 0, further reduc-
tions do not turn the penalty into a bonus.

Vulnerability 
This Factor represents creature with a highly unusual 
weakness, or a susceptibility to something that is rela-
tively harmless to most species. This can represent any-
thing from a vampire burning to death in the sun’s ra-
diance, to an extraterrestrial that is felled by the power 
of love. Each turn of exposure to the phenomena deals 
the appropriate damage to the creature, with the first 
interval taking place when the actual exposure takes 
place. If the Director determines that the exposure is 
excessive, such as unloading 10,000 silver bullets into a 
werewolf or immersing a vampire in a swimming pool 
of holy water, then the damage per turn is doubled. If 
this Factor is taken, then the Character is considered 
warned that the phenomena will appear. It should 
surface as a threat at least every few Episodes, and it is 
up to the Director to include it. If the chosen weakness 
is one that the Director feels he cannot reliably include 



(It might be difficult to use sunlight against a vampire 
in game set in an alternate dimension with no sun, for 
instance), then choose a different weakness.

Sample Species:
When it comes to sample species you will find the spe-
cies cost to play in story points, a brief description, and 
the species’ statistics. You will also notice that there is a 
parenthetical extended stat section. The extended stat 
section details how the species was constructed using 
the species crafting rules.

Human
Cost: 0
Description: Humans are strange bipedal creatures 
typically found in temperate or warm climates, though 
they often make homes in less hospitable regions. 
Humans typically find themselves in either positions of 
ruler ship over their homelands or in positions ready 
to rise up and retake their birthright. They accomplish 
this through superior technology, a willingness to form 
vast social units, and a sort of relentless perseverance. 
Humans have two arms and two legs, and primari-
ly navigate by walking. They can climb and swim as 
secondary movement. Humans usually sleep about six 
hours per day, and live about 120 years with proper 
diet and exercise. They generally favor one hand over 
the other. Humans are prone to bursts of high energy, 
yet also possess great stamina. Their minds are strange 
and alien, home to many strange biases and supersti-
tions. Humans are often set in their ways and usually 
cannot be persuaded to change their minds about any-
thing, even if irrefutable evidence is presented.
Stats:
Adrenaline:  Humans, when subjected to stressful 
situations, are apt to react with bursts of energy. When 
threatened with danger, a human’s adrenaline grants 
the following: +4 Initiative, +10 Exert, -10 Perceive, 
and -2 to the duration of stun effects (to a minimum of 
one turn). Each turn spent under the effects of adrena-
line counts as two turns for fatigue purposes. 
Endurance: Humans gain a +5 to Endure to resist 
fatigue. 
Good Eyesight: Humans reduce penalties on sight 
based rolls from Range and Size by 5. 
Alien Mind: The bizarre workings of the human mind 
are rarely understood. However, their strange minds 

grant humans 10 mental armor and a -5 penalty to 
Judge rolls.
(Extended stats: Battle Trance (2 ranks), Dominant 
Limb, Limbs (2 manipulative, 2 locomotive), Limit-
ed Lifespan (2 points), Movement (walking primary, 
climbing and swimming secondary), Natural Armor 
(10 mental), Recharge Period (2 points), Reproduction 
(), Senses sight (supreme -5), hearing, taste (range 
touch), smell, touch (range touch, dispersed)), Skill 
Bonus (Endure (Fatigue)+5), Skill Penalty (Judge -5))

Elves
Cost: 0
Description: Elves are ancient and un-aging creatures 
that generally prefer an isolationist attitude. They can-
not catch any known disease, they are usually found 
in forgotten wild regions where they make homes and 
tools that look quite elegant. Elves have two arms and 
two legs, and primarily navigate by walking, though 
they can climb and swim as secondary movement. 
Elves have exceptionally good hearing and sight, and 
also possess taste, touch, and smell, and a sense for 
magic. Elves tend to think of other species, especially 
humans, as foolish and childlike. Despite their func-
tional immortality, elves tend to fall quickly from 
physical trauma. Elves are notable for never needing to 
sleep. 
Stats:
Undying: Elves cannot succumb to old age or disease. 
Frail: Elves are thin and waif-like, making them more 
fragile than most. When calculating physical health, 
subtract 10 points from the final total. 
Perceptive: Elves reduce the penalties for Range and 
Size on sight and hearing based rolls by 20. In addition, 
elves have an innate sense for mystical phenomena, 
and can sense magic with a reduction of 10 on Range 
and Size based penalties. 
(Extended stats: Flimsy Biology (2 points), Immune 
to Disease, Limbs (2 manipulative, 2 locomotive), 
Movement (walking primary, swimming and climbing 
secondary), Reproduction (), Senses (sight (supreme 
-20), hearing (supreme -20), taste (range touch), touch 
(range touch, dispersed), smell, magic (supreme -10, 
dispersed)))



Wealth
 It would take a lot of book keeping to track 
every dollar the Character has. Wealth is designed it 
make this simpler. Each of the items in this chapter has 
a cost listed. This cost is the Wealth level at which the 
item is purchased. Each Character has a Wealth level. 
The Character’s Wealth level represents a recurring 
income. This can represent many things, such as a nor-
mal day job, stock dividends, rental properties, inher-
ited trust fund, welfare, or copyright licensing. Charac-
ters are assumed to spend part of their income on basic 
needs such as food, shelter, and other essentials (such 
as clothing in human society). The higher the Wealth 
level of the character, the more expensive their diet, 
shelter, and other basic items are likely to be. Other 
items, goods, and services that they want are bought 
through the purchases they get for having Wealth.  
A Character starts with a Wealth level of 2. To get a 
higher Wealth level, the player must purchase the In-
come Boon. A Character can make 5 purchases at their 
Wealth level each episode.  These purchases are the 
funds that the character is not spending on necessities 
like food and shelter.  
Going up one Wealth level doubles the value of the 
purchase. One purchase at Wealth 4 is the same as two 
at 3. A Character can split a purchase up in order to 
make multiple lower level purchases. For each level 
below the Character’s normal Wealth level, double the 
number of purchases they can make. If a Character has 
a Wealth level of 3, and wants to make a purchase at 
level one, they split one of their normal purchases into 
two level 2 purchases. Then they would split one of the 
level 2 purchases into two level one purchases, giving 
them one level 2 and one level 1 purchase afterward.  
Wealth level example purchases Example Value 
USD Yearly Income USD
1 fast food meal, socks, lotto ticket
 $5 $2,500 
2 book, rotgut alcohol
 $10 $5,000
3 t-shirt, lamp, sunglasses
 $20 $10,000

4 video game, suit case, tank of gas
 $40 $20,000
5 new coat, weight set, nice bottle of wine
 $80 $40,000
6 quality sword, designer clothing
 $160 $80,000
7 video game system, treadmill, seaway
 $320 $160,000
8 medium sized TV, New couch
 $640 $320,000
9 junker car, slave, laptop
 $1,280 $640,000
10 low quality used car, high tech large TV
 $2,560 $1,280,000
Large lump sums of money can be represented by sin-
gle high level purchase added to the Characters normal 
number of purchases.

Weapons
 Weapons come in many shapes and sizes. A 
weapon is any item that is used to inflict damage on a 
Character or object. Any object can be used as a weap-
on if the character chooses, but there are many weap-
ons made for this purpose. These items are usually 
easier to wield and inflict more damage. The following 
charts list a number of basic weapons. There are two 
main types of weapons: melee and ranged. 
The following are the traits that a weapon can have: 

•	 Accuracy	(Acc.):		This	number	is	added	to	or	
subtracted from the Strike or Shoot roll made when 
using the Attack Action with the weapon (see combat, 
page 48).

•	 Damage:	This	is	the	amount	of	damage	done	
when a target is hit by an attack made with the weap-
on.

Equipment



•	 Defense	(Def):		This	number	is	added	to	or	
subtracted from your roll when using the Defend At-
tack Action (see combat, page 48).

•	 Action	Point	Cost	(AP):		This	is	how	many	
Action Points using the Attack action with this weapon 
costs. 

•	 Hands:		This	is	the	number	of	manipulative	
limbs (page 33) that are needed to use the weapon. 
A Character can only wield weapons that they have 
enough limbs to wield. 

•	 Strength	Minimum	(Str):		This	is	the	minimum	
Strength needed to wield a weapon effectively. If a 
Character wants to use a weapon without the required 
Strength minimum, they have a -2 penalty to attack 
rolls with that weapon for every point of Strength that 
they are under the minimum. The Action Point cost of 
attacks with the weapon also increases by one for every 
two points of Strength they are below the minimum, 
rounded down. If a Character wants to wield a weapon 
that requires two hands with one hand, they can do 
this as long as the weapon’s operation does absolutely 
require two limbs (bow and arrows are a good example 
of this). If the Character does this, the Strength Mini-
mum of weapon is doubled. 

•	 Concealment	(Con):		This	is	the	type	of	con-
cealment that can be used with this weapon. See the 
concealment rules after the weapons chart.

•	 Type:	This	is	the	type	of	weapon.

•	 Cost:		The	cost	of	the	weapon	is	the	Wealth	
Level at which the weapon is purchased.

•	 Range	Type	(Range):	The	range	type	of	the	
weapon.

•	 Reload	Type	(Reload):		This	is	the	manner	in	
which the weapon is reloaded.  The Action Point cost 
to reload the weapon is based on its type.
1. None:  The weapon does not use ammunition, 
but instead the whole weapon is thrown.
2. Single:  A weapon with this Reload Type is 
reloaded one round at a time.  The amount of time 
needed to load each round can vary. If the weapons 
entry has a number after Single for its Reload Type, 
this is the number of Action Pointsneeded to load each 

round. Each round loaded into the weapon takes one 
Action Point if there is no number listed. If the weapon 
has an Ammunition trait that is greater than one, the 
rounds are loaded into an internal magazine up to the 
Ammunition trait. The Character can make as many 
attacks with the weapon as there are rounds loaded 
into this magazine.
3. Clip:  A weapon with this Reload Type is 
reloaded with a prefilled clip or magazine that con-
tains the weapons Ammunition trait worth of shots. A 
clipcan be partially filled with less than its maximum 
shots. The clip that was in the weapon must first be 
ejected before the new one is inserted.  Ejecting a clip 
is a 0 Action Point miscellaneous action if the ejected 
clip is just allowed to fall out of the weapon.  Catching 
the clip or needing to pull it out (necessary in environ-
ments like zero gravity) makes this a 1 Action Point 
miscellaneous action.  Inserting the new clip costs 1 
Action Point. If the weapons entry has a number after 
Clip, a new round from the clip must be loaded man-
ually into the chamber of the weapon before it can be 
fired. The number listed is the Action Point cost to 
load a new round from the clip. Bolt action weapons 
are a common example of a weapon that needs each 
round from the clip loaded manually.
4. Belt:  A weapon with this Reload Type is re-
loaded using belts of ammunition that have been set up 
ahead of time. Belts usually contain far more ammuni-
tion then a clip. They are also more time consuming to 
change. Removing the old belt and inserting the new 
one takes a miscellaneous 4 Action Point action.

•	 Ammunition	(Ammo):		This	amount	of	ammu-
nition that a weapon can hold at one time. The weapon 
can be used to make attack for each round of ammu-
nition loaded into the weapon.  Firearms with the clip 
Reload Type can hold one extra round over their Am-
munition number in their chamber.  This round must 
be loaded separately as per the Single Reload Type. 
This is usually considered unsafe because the weapon 
can accidently fire this round.  Weapons that can use 
burst or auto fire will have a B or A tag in their Ammu-
nition entry.

 Melee weapons can only be used to attack 
Characters and objects that are in the Close Quarters 
Range Band. A player uses the Strike skill to attack 
something with a melee weapon.When attacking with 
a Melee weapon, the character adds a number to the 
weapon’s Damage. The amount that is added is based 



on the characters Strength and the weapons type. For 
every two points of Strength the Character has, add the 
amount show in the table below to the weapons dam-
age.

Weapon Type Amount added to damage
Feeble  1
Weak  2
Moderate 3
Strong  4
Powerful 5

 Melee weapons have the following stats: Ac-
curacy, Damage, Defense, Action Point Cost, Hands, 
Strength Minimum, Conceal Ability, Type, and Cost.

 Ranged weapons use the Shoot skill. A ranged 
weapon can be used to attack Characters or objects in 
Close Quarters and other Range Bands. Each ranged 
weapon has a Range Type listed in the chart and a 
range in meters in its description. The Range Type 
is the furthest Range Band at which the weapon can 
be used to attack something when using that weapon 
without extra penalties on the attack roll. A ranged 
weapon can be used to attack target beyond their nor-
mal range. 

 Weapons with the Short Range Type get a -2 
penalty to the attack roll for every 5 meters over it 
normal range, or a -10 when firing into the Medium 
Range Band. 

 Weapon with the Medium Range Type get a 
-2 penalty to the attack roll for every 15 meters over it 
normal range, or a -12 when firing into the Long range 
band.

 Weapons with the Long Range Type get a -2 
penalty to the attack roll for every 80 meters over the 
normal range, or a -4 for each Range band after Long. 
Attacks made on a target at medium range (Medium 
range band or 21+ meters) have a -5 penalty to the roll. 
An attack made on a target that is at long range (Long 
range band or 81+ meters) has a -10 on the attack roll. 

 Ranged weapons have the following traits:  Ac-
curacy, Damage, Defense, Action Point Cost, Hands, 
Strength minimum, Concealment, Cost, Range, Am-
munition, and Reload type. The descriptions of ranged 
weapons have a range in meters listed.

Knife
Mass: .5 kg. | Tech Level: 2 | Health:  50| Ha.20| Tags: 
edged, piercing, light
Knives come in many shapes and sizes. The knife listed 
in the chart is a combat knife. This is a knife intended 
to be used as a weapon. Combat knives tend to have 
blades that are between 15 and 18 cm (6 and 7 inch-
es) long. The Director should reduce the Damage, 
Defense, and Accuracy of the knife stats to represent 
smaller knives as weapons.

Night Stick
Mass:  1.2 kg | Tech Level: 1 | Health: 29 | Ha. 12| Tags: 
blunt
A club is a length of material around a meter in length 
(3 feet). The end of the club is normally heavier than 
the held end.

War Hammer
Mass: 1.8 kg | Tech Level: 3 | Health: 47 | Ha.16| Tags: 
blunt, haft
A war hammer has a handle with a weighted head. The 
head is shaped so that it has a small blunt area where 
the weight is concentrated when striking a target.

Spear
Mass: 1.2 kg | Tech Level: 2 | Health: 38 | Ha.14| Tags: 
haft, long, piercing
A spear is a long handle with a short pointed head. The 
head is designed to pierce the target with a thrust.

Slashing Sword
Mass: 1.5 kg | Tech Level: 4 | Health: 60 | Ha.20 | Tags: 
edged
Slashing swords are designed to strike an opponent 
with the side of their blade. They most often have a 
curved, single edged blade 60 to 70 cm(23 to 28 inch-
es) in length. 

Riot Shield
Mass: 2.5 kg | Tech Level: 6 | Health: 62 | Ha. 16| Tags: 
blunt, shelter (extensive), brittle (2)
Riot shields are a modern take on the tower. They are 
often made of strong plastic (though metal versions 
exist) to keep them light weight. They are primarily 
intended to protect against thrown objects and give 
limited protection from firearms.



Weapon Acc. Damage Def. A.P. Hands Str. Con. Type Cost
Knife 2 3 1 1 1 2 palm Feeble 2
Slashing 
Sword

5 8 4 2 1 5 coat Weak 5

Axe 1 14 1 2 1 5 coat Weak 4
Spear 1 12 2 4 1 6 none Strong 4
Night Stick 2 13 0 2 1 5 back Weak 3
War Hammer 0 20 0 2 1 6 back Weak 4
Riot Shield 4 6 10 2 1 4 None Weak 5
Hoplite Shield 2 20 10 5 1 8 None Powerful 7

Melee Weapons

Ranged Weapons

Weapon Acc. Damage Def. Reload Ammo AP Hands Str. Cost Range
Throwing 
Knife

0 5 1 None None 2 1 2 2 Short

Throwing 
Axe

0 8 1 None None 2 1 3 3 Short

Javelin 0 15 0 None None 3 1 4 4 Medium
Flintlock 
musket

-6 40 0 Single 
(20)

1 2 2 6 7 Short

Pistol 0 20 0 Clip 12 2 1 2 7 Medium
High 
Powered 
Pistol

0 25 0 Clip 8 2 1 3 8 Medium

Machine 
Pistol

0 20 0 Clip 30 
(B,A)

2 1 5 8 Medium

Assault 
Rifle

0 35 0 Clip 30 
(B,A)

2 2 5 8 Long

*Medium 
Machine 
Gun

0 45 0 Belt 100 (A) 2 2 6 9 Long



Hoplite Shield
Mass: 8 kg | Tech Level: 4 | Health: 56 | Ha.18 | Tags: 
blunt, shelter (extensive)
Hoplite Shields are large round shields usually made 
of bronze. They are Intended to protect the user and 
his neighbor in a phalanx formation. The shield also 
makeseffective weapons due to their large mass.  

Throwing Knife
Mass: .5 kg| Tech Level: 2 | Health:50 | Ha.20 | Range: 
10 meters
Throwing knives are knives that are balanced specif-
ically to be thrown. They tend to have blades that are 
between 15 and 18 cm (6 and 7 inches) long. 
Tags: throwing, light, piercing

Throwing Axe
Mass: .6 kg| Tech Level: 3 | Health: 47| Ha.16 | Range: 
10 meters
Throwing axes are axes that are balanced to be thrown. 
They are much smaller than normal axes, and are 
sometime called hand axes.
Tags: throwing, piercing, light, haft

Javelin
Mass: 5 kg| Tech Level: 3 | Health: 24| Ha. 12 | Range: 
35 meters
Javelins are throwing weapons similar to spears. They 
have a long handle and a pointed tip. Javelin handles 
are made thinner and lighter than spears,so they can 
be thrown further.
Tags: long, throwing, piercing, fragile(15)

Pistol
Mass: 1.3 kg| Tech Level: 6 | Health: 70| Ha.20 | Range: 
45 meters | Tags: piercing, firearm
A pistol is a small semiautomatic firearm with a short 
barrel. It uses the recoil or gas from the fired round to 
load a new one each time the trigger is pulled.  They 
are meant for short ranges and ease of carry. 

High Powered Pistol
Mass: 1.4 kg| Tech Level: 6 | Health: 70| Ha.20 | Range: 
45 meters | Tags: piercing, firearm
High powered pistols are larger pistols that used larger 
ammunition for more stopping power.

Machine Pistol
Mass: 5 kg| Tech Level: 7 | Health: 75| Ha.20 | Range: 

45 meters | Tags: piercing, firearm
A machine pistol is an automatic version of the stan-
dard pistol. They usually have larger clips because they 
use more ammunition.

Assault Rifle
Mass: 5 kg| Tech Level: 7 | Health: 75| Ha.20 | Range: 
120 meters | Tags: piercing, firearm, haft
Medium assault rifles are high powered rifles that fully 
automatic. 

Medium Machine Gun
Mass: 10 kg| Tech Level: 7 | Health:75 | Ha.20 | Range: 
160 meters | Tags: piercing, firearm
Medium machine guns are more powerful versions of 
a light machine gun.
Special Notes: Machine guns are set to always fire in 
auto fire mode. 

Armor
 Being at the center of a story often means being 
involved in dramatic events. All that drama can be haz-
ardous for a Character’s health. Wearing body armor 
can be a great help to the Character
 Personal body armor has the following stats:

•	 Abatement:		This	is	the	point	of	the	armor.		The	
Abatement value of the armor is the amount of damage 
it absorbs from each attack made against the Character 
wearing it. Whenever an attack would deal damage 
to the Character, reduce the damage that would be 
dealt to them by the Abatement value of the armor. 
Any damage that is left over is dealt to the Character 
normally. The damage of targeted attacks that strike 
an area not covered by armor is not reduced by the 
armor’s Abetment. 

•	 Hardness:		The	Hardness	value	of	the	armor	
represents its structural toughness.  As armor absorbs 
damage, it becomes less effective. Each time an attack 
would deal more damage than the Hardness value on 
the armor, its Abatement value drops by one after re-
ducing the damage from the attack. The value remains 
reduced until the Character has time to repair their 
armor.



•	 Strength	Minimum	(Str	Min):		This	is	the	min-
imum strength need to wear the armor effectively.  For 
every point of Strength the Character has below the 
minimum, add two to the Exert Penalty of the armor.

•	 Exert	Penalty:		The	number	listed	under	Exert	
Penalty is a penalty to all Exert rolls used for move-
ment and jumping. Subtract the listed number from 
any of those rolls.

•	 Fatigue	Interval	(Fatigue):		Armor	tends	to	be	
heavy and cumbersome. Wearing most armor is con-
sidered fatiguing. The Fatigue Interval of armor is the 
period of time for each interval between Endure rolls 
to continue wearing the armor. When a Character en-
gages in other fatiguing actions while wearing armor, 
they add the intervals they have been wearing armor 
on to the number they have been engaging in the other 
fatiguing action for the purposes of the Endure rolls 
needed and the penalties involved. The Character can 
partially rest while wearing armor afterward. They may 
only do so to the point where they are considered to 
have been engaged in fatiguing actions a number of 
intervals equal the number they have been wearing the 
armor plus one (see the Fatigue rules page 56). To rest 
fully they will have to remove the armor and rest.

•	 Type:		Amor	fits	in	to	one	of	two	types;	light	
and heavy. Light armor tends to be fairly flexible and 
thin. Heavy armor is more ridged and tends to be 
thicker.

 If the damage for an attack is not greater than 
the Hardness of the armor the Character is wearing, 
any damage dealt to the Character after the Abatement 
is minor damage (see page 10).
 
 A Character can wear both one suit of light 
armor and one other suit of armor at the same time 
if they wish. They gain the benefits of both suits of 
armor. A Character cannot benefit from more than 
one light suit of armor and one other suite of armor 
at a time. When a Character wears more than one suit 
of armor, combine the Exert Penalties. Use the shorter 
of the two Fatigue Intervals, and the higher of the two 
Strength Minimums. The Character is assumed to be 
wearing the armor with the lower Abatement value 
underneath the other suit of armor. When the Charac-
ter is hit by an attack, the damage is compared to the 
Hardness of the outer suit of armor first. The damage 

is compared to the Hardness of the inner suit of armor 
minus the Abatement of the outer armor only if the 
Hardness of the outer armor is overcome. The Abate-
ment of both armors is applied to the attack’s damage. 
Natural armor from the Armor Species Factor (see 
page 34) is considered light armor for this purpose. 
Armor that has been damaged must be repaired. Five 
health must be repaired for each one Abatement lost.

Soft Kevlar
Mass:  4.5 | Tech Level: 6| Health: 70 | Ha.10 | Tags: 
Bulletproof
Soft Kevlar armor is made of Kevlar fiber weaved to-
gether in a very tight pattern. The Kevlar fabric is then 
layered to produce a flexible garment that absorbs the 
impact of attacks. 

Ceramic Armor
Mass: 9 kg| Tech Level: 7 | Health: 75| Ha.20 | Tags: 
brittle (1)
Ceramic Armor is made up of very hard ceramic plates 
with a tough fabric front and back, usually made from 
Kevlar. The ceramic absorbs the damage from incom-
ing blows. The ceramic is very brittle and cracks and 
breaks easily. Some types of ceramic armor allow the 
plates to be easily replaced by housing them in pocket 
like areas in the fabric outer layer. This allows them 
to be pulled out and replaced quickly.  The fabric will 
likely still need some repair. 

Other Equipment

Light Jacket
Mass:  .2 kg | Tech Level: 5 | Health: 37 | Ha. 6
A light jacket is a garment made of light weight by 
well insulating material meant for cool temperatures. 
A light jacket allows the Character to add 5 degrees 
(Celsius) to the bottom of the Characters comfortable 
range.

Night Vision Goggles
Mass:  .2 kg | Tech Level: 7| Health: 51 | Ha. 8
Night Vision Goggles allow a character to remove all 
vision penalties due to low light levels. The drawback is 
that normal light conditions or bright lights (such as a 
flash light) count as an overabundance of light for the 
characters vision.   



Coat
Mass:  2 kg | Tech Level: 4 | Health: 32 | Ha. 6
A coat allows the character to stay in colder tempera-
tures the normal. Adjust the comfortable range of the 
Character down by 30 degrees (Celsius)

Shoes
Mass:  .4 kg | Tech Level: 5 | Health: 45 | Ha. 10
Shoes act like armor of a characters feet. If the charac-
ter would travel over terrain that could harm their feet 
(like a room full of glass shards), the shoes grant there 
natural Abetment to the character to resist the damage. 
More modern shoes with non-slip tread can also grant 
the user +2 to movement rolls. These shoes have a tech 
level of 6. Impractical shoes (such as high heels) give 
the character a penalty on movement rolls. 

Vehicles
 A bicycle, a horse, an airplane, and a parent 
giving his child a piggyback ride are all examples of 
vehicles.  In the Proteus Engine System, nothing is 
innately a vehicle, though some things have few other 
uses.  Instead, anything that moves can be used as a 
vehicle.  The requirements are as follows: it must be 
capable of movement from one place to another either 
independently or with assistance, it must be capable of 
lifting its potential passenger(s), if it has a mind of its 
own and can Defy others, it must be willing or con-
vinced to be willing to perform as a vehicle.
Provided the above criteria are met, a controller may 
use her vehicle.  When doing so, the controller and 

vehicle engage in a specialized form of teamwork (see 
page 59).  The controller may use the Control skill to 
make her vehicle change Range Bands, Evade, attack, 
jump, or anything else that the vehicle might be able to 
do.  The action is then performed as a standard action, 
except that the controller uses Control instead of what-
ever skill is normally appropriate.  Both must spend 
the appropriate number of action points for a given 
action as normal.  If the vehicle has a lower skill rating 
than the controller, use the vehicle’s rating.  Either way, 
the Attribute used is that of the vehicle.  The primary 
advantage to this is that vehicles tend to be very good 
at changing Range Bands (i.e. moving really fast).
A vehicle without a mind of its own cannot refuse an 
action.  However, if a vehicle does have a mind, and 
finds a proposed action distasteful (such a horse being 
commanded to run through a burning building or an 
A.I. in an advanced starfighter desiring not to fly into a 
black hole), the controller immediately must either A) 
use Action Points to issue forth a social attack to con-
vince the vehicle to follow the action or a Slink roll to 
deceive the vehicle concerning the nature of the action 
or B) abandon the proposed action.  If the action pro-
posed does not occur, the Action Points for the action 
are wasted.  Thus, it is best for a controller to work out 
ahead of time what sorts of actions he may demand.  
A controller may spend reserved Action Points on 
mental attacks against uncooperative vehicles, and may 
choose to use Control in place of the skill he would 
usually use.

Name Abatement Hardness Str. Min Fatigue Exert Penalty Type
Soft Kevlar 5 10 4 8 hours 2 Light
Ceramic Ar-
mor

16 20 5 6 hours 5 Heavy

Layered Cloth 2 5 2 12 hours 2 Light
Carbon 
Nanotube 
Weave.

8 16 5 8 hours 2 Light

Armor



Motorcycle 
Cost: wealth 10
Description: Motorcycles are a common ground vehi-
cle used primarily by humans. They are mindless, but 
can be controlled and even placed into a coma by oth-
ers. They cannot reproduce naturally, but are instead 
created in vast factories. Motorcycles have two wheels 
for navigation and eat gasoline. They do not require 
sleep and are immune to radiation. Though they do 
not age as most creatures do, motorcycles naturally die 
after about 10 years. Various life extending technolo-
gies are rumored to exist.
Stats:
Vehicle: Motorcycles are mindless and cannot take any 
actions independently. They can, however, be com-
manded with the Control Skill. In addition, they can 
be put into and taken out of a deathlike trance with a 
simple motion using a customized piece of metal. In 
fact, their overlords often keep them in this trance state 
simply to avoid needing to feed them.
Unnatural Mobility: Motorcycles are highly special-
ized in their form of movement. They can walk as a 
primary form of movement, but can use no other kind. 
They cannot even jump. However, motorcycles are 
incredibly fast, and may move at 32 times the speed of 
a normal creature of their size.
Sturdy Physiology: Motorcycles are very tough. They 
are immune to radiation and do not need to sleep or 
breathe. They also have natural armor with an Abate-
ment of 10 and Hardness of 20. Motorcycles can lift 
twice the normal mass of a creature of their size as 
well.
Unhealing: Motorcycles do not heal naturally, and 
must rely upon the medical care others provide when 
damaged.
Extended Stats: Cannot Jump (-2), Controlled (-5), En-
vironmental Independence (radiation, 6), Heavy Lifter 
1 (3), Limbs ( 2 locomotive, 4),  Limited Lifespan (10 
years, -3), Movement (walking, 2), Natural Armor 10 
(5), No Respiration (6), No Self Repair (-5), No Voli-
tion (-20), Shut Down (-6), Super Speed 5 (30)

Car
Cost: wealth 12
Description: Cars are one of the most prolific vehic-
ular species around. Though they cannot reproduce 
naturally, entire infrastructures have been erected by 
the human species to safeguard the population. It is 
believed that humans also made the first cars in times 
long ago. Unlike many engineered creatures, cars have 

never been driven to rebel against humans at large. 
Instead, they have attained an exalted position, and 
humans devote much of their time and resources to 
ensuring that cars are kept healthy and well fed. Cars 
do eat gasoline and walk upon four wheels. Though 
they do not age as most creatures do, cars usually die 
after about 10 years. There are many life extending 
technologies used by humans on them, and there are 
rumors of cars many decades old that still live.
Stats:
Vehicle: Cars are mindless and cannot take any actions 
independently. They can, however, be commanded 
with the Control Skill. In addition, they can be put 
into and taken out of a deathlike trance with a simple 
motion using a customized piece of metal. In fact, their 
human servants often keep them in this trance state in 
order to more easily sequester them from harm.
Unnatural Mobility: Cars are highly specialized in their 
form of movement. They can walk as a primary form 
of movement, but can use no other kind. They cannot 
even jump. However, cars are incredibly fast, and may 
move at 16 times the speed of a normal creature of 
their size.
Sturdy Physiology: Cars are very tough. They are im-
mune to radiation and do not need to sleep or breathe. 
They also have natural armor with an Abatement of 12 
and Hardness of 22. 
Unhealing: Cars do not heal naturally, and must rely 
upon the medical care others provide when damaged.
Large: Cars have a Size of +1, and may hold up to 4 
Size 0 creatures inside them comfortably. Up to twice 
this number can theoretically be squeezed in.
Extended Stats: Cannot Jump (-2), Controlled (-5), 
Environment Independence (radiation, 6), Internal 
Storage 3 (9), Limbs ( 4 locomotive, 8),  Limited Lifes-
pan (10 years, -3), Movement (walking, 2), Natural 
Armor 12 (6), No Respiration (6), No Self Repair (-5), 
No Volition (-20), Shut Down (-6), Size (15), Super 
Speed 4 (24)

Horse
Cost:9
Description: Horses are a four legged mammal with 
light hair and a long face. They are often found in 
fields. Horses are known for their speed and carrying 
capacity, but are often dim witted. It is this combina-
tion of traits which leads to them often being enslaved 
by smarter animals seeking to quickly move things 
from one place to another. For their part, horses are 
usually content with simple pleasures. Food, a place 



to rest, and abundant free time are often all they need. 
Horses live about 30 years.
Stats:
Hypersensitive: Horses are very sensitive to their envi-
ronment. They reduce all penalties from size and range 
for smell, touch, and taste by 5, and for sight by 10.
Adrenaline:  Horses, when subjected to stressful sit-
uations, are apt to react with bursts of energy. When 
threatened with danger, a horse’s adrenaline grants the 
following: +6 Initiative, +15 Exert, -15 Perceive, and -3 
to the duration of stun effects (to a minimum of one 
turn). Each turn spent under the effects of adrenaline 
counts as two turns for fatigue purposes. 
Strong in Body, Weak in Mind: Horses count their 
Strength as 2 higher and their Intellect as 2 lower for 
all static calculations. In addition, Strength rolls gain a 
+7 bonus, and Intellect rolls suffer -7 penalty.
Fast: Horses move at twice the speed of a normal crea-
ture of their size.
Extended Stats: Battle Trance (3 ranks), Inferior In-
tellect 1, Limbs (4 locomotive), Limited Lifespan (2 
points), Movement (walking primary, climbing and 
swimming secondary), Recharge Period (2 points), 
Reproduction (), Senses sight (supreme -10), hearing, 
taste (range touch, supreme -5), smell (supreme -5), 
touch (range touch, dispersed, supreme -5)), Super-
speed 1, Supreme Strength 1)

Equipment Tags
Items that have tags listed in there descriptions may 
have additional game effects. Here is a list of tags and 
the qualities they grant:

Fragile
A fragile item is easily damaged. The fragile tag will 
have a numeric value. The item’s health is reduced by 
this number. 

Stout
A Stout Item is tougher and harder to damage than 
normal. The Stout tag has a numeric value. Increase 
the Item’s health is increased by that value.

Edged
A weapon with the edged tag damages an opponent 
using slashing cuts

Haft
An item with the haft tag has a long grip able handle. 
A weapon with a haft can be used like club, though its 
base damage is 11 instead of the normal 13. 

Piercing
A piercing weapon uses a sharp point to damage an 
opponent.

Blunt
A blunt weapon damages an opponent by transferring 
a large amount of kinetic energy to break bones and 
rupture blood vessels.

Throwing
A weapon with the throwing tag is designed to be 
thrown. These weapons can be used as a melee weap-
on, but are usually not as effective as a similar weapon 
designed as a melee weapon

Firearm
A firearm is a weapon that accelerates a small pro-
jectile with an explosive propellant. Shots fired from 
firearm are loud, and give all characters +10 to notice 
and identify that a firearm has been fired. 

Bullet Proof
Armor that is Bullet Proof doubles its Abatement and 
hardness against firearm weapons.

Brittle
Armor that is brittle is easily damaged. Whenever a 
brittle armor loses an Abatement from an attack, it 
loses additional Abatement equal to the numeric value 
of the tag. A brittle item has its inherent Abatement 
lowered by the numeric value when attacked directly

Shelter
An item with the shelter tag grants the character wield-
ing it with a cover bonus.  The defense of the shield is 
used instead of the stander amount given by normal 
cover. The type of cover is list with the tag.

Light
A light weapon suffers only half the normal offhand 
penalty when welded in a non-dominant limb.



Combat
 Most stories involve some form of combat.  Sooner or later your Characters are going to come up against 
someone that wants a piece of their hides.  So here are the rules for showing them just who they are messing 
with.

Steps of combat
Initiative
Combat is split up into a series of rounds in which 
each Player takes one or more Actions. Each round 
Initiative is rolled to determine the order in which 
Characters may take their Actions.  Each Player rolls 
two dice and adds the sum of their Finesse and In-
tellect to the result. Starting with the Player that got 
the highest total, they take their turn using whatever 
Declared Actions they see fit. See the Action section 
for more details. Declared Actions are resolved in 
whatever order the Player decides. If two Characters 
get the same Initiative, they act at the same time. They 
act as though the other person had not acted or moved 
when they resolve their Actions even if the other Char-
acter’s Actions have already been resolved. Use a roll 
off to determine the order that the Actions are declared 
(each Player roll a single six sided die with the winner 
declaring first).This means a sword duel at high noon 
could end with both opponents dead.

Actions
Actions are the things that a Character does during a 
combat turn.

Declaring Actions  
After Initiative is rolled it is time for each Character to 
decide on what Actions they want to take. Every turn 
each Player is given a pool of 10 Action Points. Every 
turn players choose how many Action Points will be 
used for Declared Actions and Delayed Actions. All 
remaining Points can be used for Reserved Actions 
during the turn. If a Declared Action would require 
more Action Points then the Player has remaining, 
they may use their remaining Action Points toward the 
Action, then pay the remaining Points in the next turn. 

The Action does not resolve until all the Action Points 
are spent. Free Actions do not take any Action Points 
to take. Characters should not be allowed to take so 
many free Actions that it affects the fun of the game. 
Characters and the Director should let others know 
when this is the case.

Types of Actions
There are four types of Actions. Declared Actions, Re-
served Actions, Delayed Actions, and Free Actions.

•	 Declared	Actions	are	things	that	the	Character	
is intentionally doing or instigating. Attacking another 
Character, running a race, or giving a speech are all 
examples of Declared Actions. If the Action requires a 
target, the target is declared with the Action. If the tar-
get becomes unavailable, the Action is simply wasted. 
A Character may choose not to resolve an Declared 
Action they declare.

•	 Reserved	Actions	are	things	that	a	Player	does	
in reaction to something else. Evading attacks, backing 
away from an advancing protagonist or counter attack-
ing someone are examples of Reserved Actions.

•	 A	Delayed	Action	is	a	Declared	Action	with	
an Action Point Surcharge of 1. A Delayed Action is 
an Action that can take place in another Character’s 
turn. When used, the player selects a trigger on which 
their Delayed Action takes place. The trigger can be 
as simple as “the car door opens” or as complicated as 
you desire. If a Delayed Action triggers during another 
Character’s action, the Delayed Action resolves first. 
If multiple Delayed Actions are triggering at the same 
time, they all occur at the same time.

•	 Free	Actions	are	small	things	that	take	very	
little time, or have very little consequence on what is 
happening in the scene. Examples of Free Actions are 



speaking a few words, weapon flourishes, or throwing 
a cape to the side in dramatic fashion. They usually do 
not require a roll.  

Resolving Actions
Declared Actions are resolved based on Initiative.  The 
Character with the lowest Initiative goes first, followed 
by the rest of the Players in ascending order. Charac-
ters with higher Initiative may interrupt the current 
Character if they wish to. Each Character resolves all of 
their Declared Actions at one time.  

Reserved Actions are resolved when they are taken.  

Free Actions can be taken at anytime in the turn and 
resolve when they are taken.   

Check the Standard Actions section for rules involved 
in resolving those types of Actions.

Interrupting another Player
Characters with an Initiative score higher than the 
Character currently resolving their Actions can in-
terrupt that Character. When a Character interrupts 
another, they resolve their Declared Actions before the 
Character resolves theirs.
Standard Actions:
Declared Actions

Attack – Action Points Cost: Varies
The Character attacks another Character or object. The 
Action Points cost varies based on the weapon that is 
being used for the attack. Check the weapons chart in 
the Equipment Chapter (page 41). Melee weapons can 
attack targets in close quarters with the attacking Char-
acter. Ranged weapons can be used to attack targets at 
greater Ranges. See the Ranged weapons descriptions 
and rules on attacking targets at Range (page 40).

Move – Action Points Cost:  Two
See the movement section below the Action section for 
more details. Each time a Character uses the Move-
ment Action, then select whether they want to walk, 
run, sprint, or jump.

Draw a Weapon – Action Points Cost: Two
The Character pulls a weapon from a secure holster or 
sheath.  

Reload weapon – Action Points Cost: Varies
The Character reloads a weapon that uses ammunition. 
The Action Points cost is based on the weapon.

Finishing Blow – 5 Action Points
The Character targets a Character that is already at 0 
Health. They finish their target off with a vicious blow 
that kills the Character. That Character can no longer 
be aided or saved by Surgery. This attack is an automat-
ic targeted attack to a Vital Area. The Character needs 
to make an attack roll and get at least 25 on the roll to 
hit their target.

Aim – 3 Action Points
The Character takes some time to line up a shot on a 
target. The Aim Action can be used with both Ranged 
and melee weapons.  Using the Aim Action reduces 
the Range or targeted attack penalties by 5 for the next 
Attack Action the Character takes. The Character can 
use the Aim Action more than once. Each subsequent 
Aim Action reduces the penalties by another 5. If the 
Character takes any other Declared Actions other than 
the Aim Action before they use the Attack Action, the 
Character no longer receives the benefit of the Aim 
Action.

Miscellaneous – Action Points Cost:  Two +
The Player does some Action that is not listed. The 
default cost is two Action Points. For complex Actions 
the cost should be increased. 
Examples:
Two  Points
Pick an item off the ground; Pull an item out of a pock-
et; throw open a door
Three Points
Mount or dismount a riding animal. Pull start a chain-
saw
Four Points
Chug a drink; Dial a phone number;
Five Points
Tie up a Character; Pick a lock

Reserved Actions

Defend Attack – Action Points Cost:  One
The Character makes even greater efforts to avoid an 
attack. The Character rolls their Finesse plus Evade 
verses the attack. The roll’s result is used instead of the 
Characters normal Physical Defense. See the Resolving 



Attacks section.

Counter Attack – Action Points Cost: Varies
The Character attacks another Character after being 
attacked. The attacker resolves their attack first. The 
defender then takes an Attack Action on the attacker. 
This Action is revolved in the same way as a normal 
attack. The Action Points cost of the counter attack 
is the same as what the attack would normally cost 
plus 1 more. The defender may use the Defend Attack 
Action as normal and the Counter Attack Action. If 
the defender is knocked out or killed, then the Count-
er Attack does not happen and the Action Points are 
wasted. A Player must be aware of the attack to Count-
er Attack. Only one Counter Attack may be done for 
each attack sent at the Character. A Counter Attack 
Action can be used in response to an attack that is 
from another Counter Attack Action.

Feint and Attack – Action Points Cost: One 
or Two
The Character feints before an attack to deceive that 
defender. The Character makes a Deceive roll versus 
the defender’s Judgment roll before resolving an Attack 
Action. If the roll succeeds, the defender does not 
apply their Physical Defense to the attack. The Points 
cost is 1 if the Player does not actively try to evade the 
attack. The Points cost is 2 instead if they are actively 
trying to Defend. Other participants in the combat use 
their Passive Judge to spot the Feint.

Take a Hit for Another – Action Points Cost: 
One
The Character takes an attack for another Character. 
They are automatically hit and take the damage from 
the attack instead of the original target. The Charac-
ter’s Defense is used instead of the original targets for 
determining if the damage from the weapon is multi-
plied. The intervening Character can use the Defend 
Attack Action against this attack if they wish, but they 
will be struck even if they would have normally de-
fended. They simply reduce the chance that the attack-
ing Character gets multiplied damage.

Defend Another – Acton Points Cost:  Two
The Character helps another Character avoid being hit 
by an attack. The Character rolls his Finesse and adds 
that number to the other Characters Physical Defense 
for that attack. The original target of the attack may 

defend normally from the attack as well.

Keep Distance – Action Points Cost:  Two
See the Movement section below.

Resolving Attacks
To resolve an Attack Action the attacker makes an at-
tack roll. The roll is the combat skill appropriate to the 
weapon being used. This is compared to the defender’s 
Physical Defense. If the attack roll is greater than the 
defender’s Physical Defense the attack hits. If a defend-
er is not aware that the attack is coming, their Physical 
Defense is not applied to the attack roll. If the attack 
roll is somehow reduced to zero the attack automati-
cally misses. The defender then takes damage based on 
the weapon used for the attack. If the attack roll was 10 
or more over the defender’s Physical Defense, then the 
attack does twice the weapon’s damage. If the attack is 
20 or more over the defender’s Physical Defense, the 
attack deals 3 times the weapons damage. 

Note that damage comes in two types: Minor and Ma-
jor. Minor damage means that although the Character 
is impaired, the wounds will not worsen by themselves. 
Major damage means that the Character will need to 
treat the wounds lest they worsen on their own (usu-
ally through fluid loss). If not otherwise specified, 
assume that a given damage rating is Major.

Cover
It is often advantageous to take cover behind an object 
when under attack. Cover makes the character hard-
er to hit, and gives him something to duck behind to 
avoid attacks. Cover grants two benefits. 
 First, cover penalizes any ranged attacks that 
are made against the character. Cover penalties applies 
to melee attacks only if the character is holding the 
item giving cover, and can therefore move it to block 
them. 
 Second, a character can use the cover as defen-
sive items against attacks as they duck behind it. The 
character can use the Defend action, gaining a bonus 
for the cover as though they were using it as a defen-
sive melee weapon. This bonus can be used for both 
melee and ranged attacks. Do not apply the normal 
penalty for cover to the attack until after comparing it 
to the defense roll. There are four levels of cover: mini-
mal, half, extensive, and total. 



•	 Minimal	cover	extends	over	around	a	fourth	of	
the character’s form. Minimal cover gives a -2 to attack 
rolls made on the character, and adds 2 to defense rolls

•	 Half	Cover	extends	over	a	half	of	the	character’s	
form. Half cover give a -4 to attack rolls made on the 
character, and adds 4 to defense rolls

•	 Extensive	Cover	extends	over	three	quarters	of	
the character’s form. Extensive cover give a -8 penalty 
to attack rolls made on the character, and adds 8 to 
defense rolls.

•	 Full	cover	extends	over	the	entire	character.		
The character may not be targeted until the cover has 
been removed. 

Targeted Attacks
If an attacker wishes to strike a certain portion of a 
defender instead of making a generalized attack, he 
may use a Targeted Attack. To do so, a Character must 
take the associated penalty for the area being targeted. 
If the hit is successful, then the victim takes the dam-
age and compares the damage dealt to the chart below. 
Unless otherwise specified, penalties from impairment 
being hit with a Targeted Attack may be removed by 
any effect that heals damage. Each point of impairment 
healed “costs” 10 points of healing. If the impairment 
for a given area reach -20, the targeted region is effec-
tively destroyed. At this point, all rolls which would 
absolutely require the area in question for any chance 
of success fail automatically. If the Vital Organ area is 
destroyed in this manner, the Character dies. Impair-
ments granted from multiple hits stack. Note that once 
something is rendered useless, further impairment 
cannot accrue.  A Character who loses a part of them-
selves in this manner should take the Crippled Defect.  
If the affected region is restored, whether through 
medical technology or special abilities, the Defect 
should be bought off or lessened.
   

Damage and Dying
When a Character is hit with an attack, or takes dam-
age from some other source, they lose Health from 
their Physical Health pool. Their basic pool does not 
change, but they now only have a temporary pool 
equal to their normal pool minus the damage they 
have taken. This temporary pool can go into negative 
numbers. This lost Health normally heals over time. 
If a Character’s temporary physical Health pool is 
reduced to zero, the Character is Incapacitated.  Inca-
pacitated Characters can’t take any Action other then 
say a few words, crawl slowly, or write a short message. 
When a Character takes damage that puts them at 
negative temporary Physical Health is Dying. Dying 
Characters have their Fortitude in minutes in which 
others can come to their aid before they die. Charac-
ters that are reduced to zero tempo

Target Penalty to At-
tack Roll

Impairment

1 Sensory Organ -15 -10 per 5 dam-
age to all rolls 
involving said 
organ

2 Manipulative 
Limb

-10 -5 per 5 damage 
to all rolls in-
volving manipu-
lative limbs

3 Locomotive 
Limb

-10 -5 per 5 dam-
age to all rolls 
involving loco-
motive limbs

4 Vital Organ -25 -5 per 5 damage 
to all rolls

5 Sensitive Area -20 Stuns

6 Communica-
tive Area

-15 10 per 5 dam-
age to all rolls 
involving said 
area



rary Health or below are also knocked prone unless 
they are some support of some kind to grab onto. If an-
other Character uses the Finishing Blow Action, or the 
Character’s Health temporary Health reaches a neg-
ative value equal to or greater than half their Health, 
the Character immediately dies and can no longer be 
aided.

 There are two types of damage, Minor and Ma-
jor. Minor damage cannot reduce a Character to less 
than 0 temporary Health. Ignore any leftover damage. 
The Character also does not loss another Health after 
their Fortitude turns. Minor damage has no special ef-
fect upon a Character after it is applied. Major damage, 
however, can. When reducing a Character’s Health, 
check the damage type.
  
 If the damage of a Major damage attack is 5 or 
more, the Character is Injured. An Injured Character 
takes continuous damage of 5 per hour. This ongo-
ing damage can be stopped with basic first aid (Enact 
difficulty 20). If an Injured Character is reduced below 
half his Health or would be Injured by an attack that 
reduces him to below half his Health, his condition 
upgrades to Maimed. A Maimed Character takes ongo-
ing damage of 10 per minute, and the roll for First Aid 
needs a result of 25. A first aid roll on a Maimed Char-
acter renders the Character Injured instead. Curing the 
damage a Character suffers does not by default re-
move the Injured or Maimed conditions. If it becomes 
relevant to the game, assume that damage per hour 
or minute is distributed as evenly as possible over the 
course of the interval. For instance, if an Injured Char-
acter were interrupted twelve minutes after becoming 
Injured, he would have taken 1 damage.

Special Attack Actions
If a Character wishes to perform a more specialized 
version of an attack, he or she may attempt one of the 
following: reposition, disarm, grapple, Auto Fire, Burst 
Fire, and Suppression

Reposition
A reposition represents moving an opponent (or the-
oretically an ally or object) into a new orientation or 
location. This could involve a simple trip, or something 
as outlandish as sending an enemy flying backward 
with a mighty Judo throw. Either way, the Character 

attacks normally with a weapon. If the attack hits, then 
the Character may choose to render the opponent 
prone and move them up to one Sprint Action away. 
To do this, make immediate opposed Exert rolls for the 
two Characters. If the aggressor wins, the defender is 
rendered prone. Otherwise, nothing extra happens. A 
reposition increases the Action Points cost of an attack 
by +3. The attacker may choose not to deal damage 
with a reposition if he or she does not wish to. An ag-
gressor suffers a -25 penalty to the opposed Exert roll if 
the attack uses the Shoot skill.

Disarm
A disarm represents an attempt to remove a weapon 
from another Character. To do this, make an attack 
roll as normal. If the attack succeeds, then instead of 
dealing damage to the defender, the aggressor may 
remove an item from the person of the defender. The 
item is sent in a direction of the aggressor’s choice up 
to one sprint Action in distance. If desired, the aggres-
sor may spend additional Action Points as moment 
Actions that are applied to the disarmed item to move 
it further. If the aggressor wishes, he or she may also 
deal the normal damage of the attack to the item that is 
disarmed. A disarm increases the Action Points cost of 
an attack by +3.

Grapple
A grapple represents some form of wrestling or phys-
ical subjugation. By default, a grapple can only be 
attempted with an Unarmed Attack. The aggressor first 
attempts an attack as normal. If the attack succeeds, 
then instead of dealing damage as normal, the aggres-
sor grapples the defender. By default, being grappled 
attaches the aggressor to the defender until the grapple 
is broken. Thus, unless the grappled party can carry 
or drag the weight of the grappler, he or she cannot 
move. In addition, if the grappling attack was a Target-
ed Attack, the grappled party cannot use the grappled 
body part, which could prove problematic if said area 
is a limb or sensory organ. The grappler may now use 
the Unarmed Attack weapon again on subsequent 
Actions and turns, but instead of rolling to attack, 
he or she simply reapplies the same damage the first 
attack would have done normally.  In order to escape 
the grapple, the grappled party must make an Evade 
roll as a 3 Action Points Dedicated Action. This roll is 
opposed by the grappler’s attack roll from the initial 
grappling attack. The grapple is also broken if the grap-
pler does not take at least one Action each turn 



to attack with his or her grapple. A grappled party may 
grapple the initial grappler. Grappling attacks carry the 
same Action Points costs as the weapons used, usually 
the Unarmed Attack weapon.

Burst Fire
A weapon that is capable of Burst Fire can be set to fire 
a rapid burst of 3 rounds of ammunition at a single 
target each time the trigger is squeezed. This is treated 
as one Attack Action. This increases the Action Points 
cost of the normal attack Action of that weapon by 
1.This attack expends 3 rounds of ammunition from 
the weapon. The attack is resolved in the following 
manner. You make a normal attack roll with -5 on the 
roll. If the attack hits, resolve the attack as normal. 
Then subtract 10 from the attack roll and count it as 
another attack against the target without spending 
more Action Points. After this attack, subtract another 
10 from the roll and resolve this attack as well with-
out spending more Action Points. If the weapon has 
less than 3 rounds of ammunition left, only resolve a 
number of attacks equal to the rounds of ammunition 
fired. If the targeted Character uses the Defend Attack 
Action, they only have to use the Action once, and the 
roll result is added to their defense against all of the 
attacks resolved for the Burst Fire.

Auto Fire
A weapon that is capable of Auto Fire can be set to 
fire rounds of ammunition as long as the trigger is 
squeezed. This can be used to attack a single target or 
multiple targets at once. 
If used on a single target, this attack is treated like the 
Burst Fire option with the exception that more than 
3 rounds can be fired. Resolve a number of attacks 
against the target equal to the rounds fired.  Each 
consecutive attack continues to receive -10 more to the 
attack as the last one. 
 Auto Fire can also be used against multiple 
targets that are in the Close Quarters (within 5 me-
ters, 16 feet) with each other. The attacker makes one 
attack roll at -10 to the roll. This attack is resolved 
against each target separately. The Character must 
fire the greater of 2 rounds per target, or 2 rounds per 
Action Points the Attack Action of the weapon costs. 
The attacker may declare the number of targets they 
are trying to hit.  If they declare fewer targets then 
they could of hit or they cannot fire enough rounds of 
ammunition to as needed, the Director should deter-
mine randomly which Characters in the target area are 

subject to the attack. The attacker cannot target only 
enemies. They hit friends as easily as foes with this at-
tack. The attacker may not make targeted attacks while 
using Auto Fire on multiple targets.
 Using Auto Fire on either a single target or on 
multiple targets adds 2 Action Points to the cost of 
using the Attack Action with the weapon.

Suppression
Suppression is a declared Action costing a number of 
Action Points equal to the normal cost to attack with 
the suppressing weapon. Declare a center target with-
in Range of the weapon. The area of the suppression 
is determined by considering what is within Close 
Quarters (within 5 meters, 16 feet) of the center target. 
If anyone or thing within Close Quarters of the center 
target attempts to move through/out of the area or 
attack from the area, you may attack them. Your attack 
resolves first, and costs the same number of Action 
Points and is in all non-mentioned relevant ways the 
same as a normal attack with the weapon.

Movement
Movement can play a large part in combat. When a 
Character wants to move, they use the Move Action. 
When using the Move Action, the Character picks 
whether they want to walk, run, sprint, or jump. Each 
Move Action costs two Action Points. A Character can 
take as many Move Actions as they have Action Points 
for in a turn. Each Move Action requires an Exert 
roll. This rolls difficulty is based on if the Character 
is walking, running, or sprinting. The required result 
is 0 for walking (no need to roll unless the Character 
has penalties to the roll), 10 for running, and 20 for 
spiriting. Add ten to the needed result for every Move 
Action the Character has already taken in the same 
turn. If a Character fails the Exert roll, then she does 
not move normally, and instead suffers the effects of a 
reposition Action against herself, with the Character 
defending normally and the attack being set equal to 
the movement difficulty.  This will typically reposition 
the Character 5 meters in the intended direction and 
makes them prone. 

 Jumping also requires an Exert roll, but his roll 
is not a set difficulty, but instead the result of the roll 
determines how far the Character jumps. There is no 
base difficulty for this roll, but if the Character fails 



that roll, they suffer the same reposition Action. Ad-
ditionally, a jump that falls short of its expected result 
could have other consequences. 
 
 When a Character moves, others in the combat 
can spend reserved Action Points to take a Move Ac-
tion as well in reaction to the other Character’s move-
ment. 
 
 Movement can become fatiguing. The fatigue 
interval for movement is based off of the Character 
using 3 Movement Actions or more per turn. If the 
Character is taking a slower pace, count each turn as 
only one half turn of movement for purposes of fa-
tigue.  Walking normally has a fatigue interval of an 
hour.  Running has a fatigue interval of 15 minutes. 
Sprinting has a fatigue interval of two turns. 
Each option of the Move Action moves the Character a 
different distance. Walking moves the Character up to 
2 meters. Running moves the Character up to 5 meters. 
Sprinting moves the Character up to 10 meters. The 
Character may move any distance less than the maxi-
mum if they wish to. 

 The Equipment Chapter gives a Range in me-
ters in the description of each item. Melee weapons can 
be used on another Character that is within 2 meters of 
the Character wielding them unless otherwise stated. 
Secondary forms of movement only move the Charac-
ter half the distance; 1, 2.5, or 5 meters per Action.  

Social Combat
Sometimes people choose to resolve problems not 
with violence, but with communication. This is known 
as Social Combat. Social Combat is very similar to 
Physical Combat. Resolve it the same way as Physical 
Combat with the following differences:

•	 The	choice	of	weapons	is	different.	Weapons	
will be noted as either physical or social. It is rare for 
a weapon to be both. Instead of being a physical item, 
a social weapon is an aspect of communication. All 
Characters are considered to have all social weapons 
in their equipment inventory unless otherwise noted. 
A Character still needs to take normal Draw Weapon 
Actions to equip social weapons. This represents as-
suming a new demeanor or bringing up a topic. Most 
species have one mental “hand” and can thus only 

wield one weapon at a time.

•	 Characters	defend	against	social	attacks	with	
Defy. They attack with Speak and Compose. Speak rep-
resents immediate attempts at communication, such as 
speech, acts, and gestures. Compose represents creat-
ing persuasive enduring objects, such as books, plays, 
and paintings. Physical armor does nothing to defend 
against social attacks. Mental armor does.

•	 Damage	is	dealt	to	Mental	Health	instead	of	
Physical Health. When a mental Brink is reached, a 
Character is overwhelmed and a section of his mind 
caves in as if struck by a Targeted Attack. A Character 
reduced to 0 Mental Health by Minor damage cannot 
resist further commands that hit, but further Minor 
damage has no additional effect. A Character reduced 
to 0 Mental Health by a Major damage attack is re-
duced to a catatonic or otherwise unresponsive state, 

•	 When	using	a	social	attack,	and	Character	can	
incorporate a command into the attack. A Character 
that is reduced to 0 Mental Health by an attack with a 
command must attempt to obey the command until 
he regains any amount of Mental Health, no matter 
what his normal inclinations might be. A Character 
may choose to obey a command voluntarily. If he does 
so, then the attack does no damage. A command can 
be as simple as a course of action, or as complicated as 
acquiring a new belief or disregarding an old one. If a 
Character does not wish to include a command, she 
need not. In this case, if the attack hits, the damage 
cannot be prevented as above, but being reduced in 
Mental Health does nothing more than make the target 
more vulnerable to future attacks.

•	 Ranges	do	not	exist	in	social	combat.	Instead,	
Characters must be capable of perceiving the attack. If 
a Character cannot perceive a social attack, then he is 
immune to its power. This includes perceiving per-
suasive works of art, such as books and paintings. If a 
Character perceives the same attack more than once, 
such as by rereading a book, listening to a recorded 
speech, or listening to music the attack can only work 
once per day. When using social attacks that are endur-
ing and repeatable, the defender must still perceive the 
attack clearly. For instance, merely glancing at a per-
suasive statue does not retrigger an attack. The Charac-
ter must take the time to observe and reflect upon the 
statue in order for it to have a repeated effect. It is 



difficult to force a Character to repeatedly subject her-
self the same attack. Another Character would need to 
use either more social attacks (such as asking a person 
to reread a book) or physical attacks (such as holding 
someone’s head and forcing his eyes to see a play).

•	 Major	and	Minor	damage	do	exist	in	the	realms	
of the mind as well. However, when it comes to mental 
phenomena, the default is for damage to be Minor.

•	 Targeted	Attacks	do	not	target	areas	of	the	
body, but rather target sections of the mind. Though 
not as lethal, these impairments can be quite incon-
veniencing. The areas of the mind and the associated 
penalties for called shots are found on the table below. 
Remember that an attack that exceeds a mental brink 
value also inflicts the same kind of impairment.
Sometimes it is harder to convince someone to believe 
or act in a way not because of any inherent resolve 
on his part, but because of previous conditioning, 
habit, or instinct. This element is referred to as men-
tal cover. In short, mental cover is determined by the 
level of inconvenience a mental attack causes. Unlike 
physical combat, mental combat has only three levels 
of cover by default. There is no full cover. Cover only 
applies against attacks that have an imbedded com-
mand, as undirected mental attacks do not carry any 
inconvenience beyond health loss. Each description 
of cover below indicates the minimum level of incon-
venience necessary to qualify for it. Note that cover 
can be claimed against attacks even if the net result 
of the command would be positive for the target. For 
example, a command to break a severe drug addic-
tion would qualify for half cover (vast but potentially 
fixable change in quality of life due to the lack of drug 
benefits and withdrawal symptoms), but could enable a 
target to avoid penalties to rolls and damage.

Minimal- The command must, if followed, carry a 
high likelihood or certainty of one of the following: 
more than mild pain (first degree burn, tazering), sig-
nificant but potentially fixable change in quality of life 
(give a large donation to charity, eat a fruit every day), 
forfeiture of substantial amount of time (dig a grave, 
attend a sporting event)

Half- The command must, if followed, carry a high 
likelihood or certainty of one of the following: vast 
but potentially fixable change in quality of life (forfeit 
all material possessions, abandonment of family or 
friends for a social creature), temporary or non seri-
ous maiming (loss of digit, concussion), forfeiture of a 
large amount of time (earn a diploma, run a business)

Partial- The command must, if followed, carry a high 
likelihood or certainty of one of the following: death 
(cessation of existence if an afterlife or resurrection 
is likely), permanent and/or severe maiming (loss of 
limb, being struck by a war hammer, etc.), forfeiture of 
a vast amount of time (devoting the rest of one’s life to 
helping the poor, counting all the grains of sand on a 
beach)



Target Penalty to Attack Rolls Impairment
1 Concentration -15 -10 per 5 damage to all rolls involv-

ing extended Actions
2 Disposition -10 -5 per 5 damage to all Judge and 

Recall rolls
3 Focus 10 -5 per 5 damage to all rolls involv-

ing the Strength and Finesse Attri-
butes

4 Self Image -25 -5 per 5 damage to all rolls
5 Composure -20 stuns
6 Reasoning -15 -10 per 5 damage to all rolls involv-

ing the Intellect and Charm Attri-
butes

Attack Accuracy Damage Defense Action Points Weapon Type
Past Trauma +0 35 +0 4 Strong
Insult +1 5 +3 1 Feeble
Logic +0 40 +7 5 Powerful
Revelation +1 20 +3 4 Strong
Emotional Appeal +7 15 +1 3 Moderate
Misdirection -3 5 +5 3 Moderate
Imagery +4 30 +1 4 Strong
Social Slur +6 25 +3 2 Weak
Cause Emotional 
Response

+5 10 +2 3 Moderate

Social Weapons

Social Targeted Attacks



Rules and Systems

Lifting
When a Character wants to lift a heavy object, they 
may make an Exert roll. A Character can lift 3kg (6.6 
pounds) times their Exert roll for a short time.  

Encumbrance
A Character can carry or wear up to (3 * Strength + 
their Exert skill) * 2kg (4.4 pounds) without trouble. 
For every 2 kilograms (4.4 pounds) over this amount, 
give the Character a cumulative -1 penalty to all physi-
cal actions.

Pulling and Pushing
A Character can drag without aid five times as much 
weight as they can lift without aid. Sledges or sleds al-
low the Character to push or pull ten times their lifting 
weight. A sledge or sled on low friction surfaces like 
snow or ice or wheeled vehicles on rough terrain allow 
the Character to push or pull 20 times their normal 
lifting weight. Wheeled vehicles on smooth and solid 
surfaces can push or pull 50 times their lifting weight.   

Holding ones breath
A Character can hold their breath for 35 seconds + two 
seconds per point they have in the Endure skill.  So 
at 25 Endure, a Character could hold their breath for 
one minute and 25 seconds. The Free Diving Training 
Boon changes this. After this period of time they have 
their Fortitude rounds before they lose consciousness. 
For each minute that the Character does not get help, 
they get a -2 penalty to their Vital Organs as per the 
Targeted Attack rules. First aid is required to get the 
Character to start breathing again after the penalty 
reaches -10. DC (20) 
 Once a Character is able to breathe again, they 
require heavy breathing (one action point miscella-
neous declared action) for a period of time around 

the length of time they held their breath to reset the 
amount of time they can hold their breath.

Fatigue
When a Character is doing an activity that is physically 
fatiguing, they will have to make Endure rolls after a 
while to continue. The Director will need to set a time 
interval for when each roll will be made. Running as 
fast as they can, or fighting with a melee weapon might 
require a roll every minute. Jogging or fast dancing 
may require a roll every ten minutes. Working on a 
construction site or walking may require a roll every 
hour.  
 A Character can go a one interval for every 5 
points they have in Endure without needing to roll. 
After this period, they must make a roll every interval. 
They need 5 for the first roll, and add 10 to the diffi-
culty each interval after. So the first roll would require 
5, the second would require 15, the third 25 and so 
on. With a successful roll, they may continue with the 
action. After an interval in which they had to make a 
roll, all physical actions have a cumulative -2 fatigue 
penalty. So a Character with 5 Endure would have to 
roll after the first interval to continue the action. If they 
make the roll, they may continue with what they are 
doing.  After the second interval, they will need to roll 
a 15, and will have a -2 on all actions.  After the third 
interval, they will need to roll a 25, and now have a -4 
on all physical actions.
 The only way to remove this penalty to physical 
actions is to rest. While resting, the Character must not 
do anything physically demanding. For every 30 min-
utes that the Character rests, they reduce the accrued 
fatigue penalty by 2. When the penalty is reduced to 
zero, the roll for further intervals of fatiguing action 
is reset to 5. The Character must rest for an hour to 
regain each of their free intervals of fatiguing actions.  
Intervals of different length are added together for de



termining the roll difficulty and fatigue penalties.

Hot and cold environments
Most Characters will have a comfortable range of 
temperatures in which they live. For most Characters 
this is 20 degrees Celsius (68 Fahrenheit) to 40 degrees 
Celsius (104 Fahrenheit). When the temperature is 10 
degrees above or below this they begin to have trouble.
For every 10 degrees over the Character’s comfortable 
range the Character gets a -2 on all fatigue rolls and 
takes 1 Physical Damage every hour. The total fatigue 
penalty caps at -12.  If the temperature is more the 
40 degrees over the comfortable range the damage is 
taken every 10 minutes. If the temperature is over 80 
above the comfortable range the damage is taken every 
minute. If the temperature is over 120 degrees above 
the comfortable range the Character takes the damage 
every round. For every 40 degrees above the 120 over 
marker, increase the per-round damage by 1.
In a cold environment the Character gets a -1 penalty 
on all physical actions every hour.  If the temperature 
is only 20 or less degrees under the comfortable range 
this penalty maxes at -2. When the penalty reaches -4 
the Character takes 10 damage and his limbs are dam-
aged as though they had been targeted by an attack 
that did 5 damage (-1 penalty) instead of adding any 
more to the base penalty. For every 10 degrees below 
the comfort zone beyond 20 halve the time between 
adding to the penalty rounded down; minimum 1 min-
ute.  30 below - 30 minutes, 40 below – 15 minutes, 50 
below – 7 minutes, 60 below – 3 minutes, 70 or more 
below – 1 minute.
 Characters can wear clothing to protect them 
from extreme temperatures. Protective clothing can 
either change the comfortable temperature range (like 
a coat), or create an internal climate like a space suit.  

Electricity
The flow of electricity can be dangerous for characters 
and even objects. When large amounts of Electricity 
flows though an object or character, it can cause dam-
age. 
 The Director assigns a severity to the flow of 
electricity. When an object is subjected to the flow, it 
takes damage equal to the severity. Abetment values 
are doubled against electricity damage.
 Electricity affects the nervous system of a 
Character.  A Character is also stunned when affected 
by electricity. If a Character is gripping something that 

continuously shocks them, the Character is considered 
grabbed by the shocking item. They must roll to break 
away. The attack ‘roll’  for the grapple is the damage 
dealt each round by the electricity effect. The shocking 
item is treated as having Strength equal to it severity. 
Damage from electricity counts as major damage. 
Large surges of electricity such as lighting will effect an 
area. The object struck by the surge will take the full 
damage. Others in an area around the strike equal to 
half the severity in meters will take half damage. 

Electricity severity examples
Static shock   0
Power outlet   8
High voltage outlet  10
Tesla Coil   28
Power line   20
High Tension power line 30
Lighting   58

Fire
Fire can be a useful tool, and a dangerous hazard. 
For the game purposes, a fire is considered an area of 
extreme environmental high temperature. Fires burn 
at different temperatures, so the damage they do to 
objects or Characters in their area vary. See the chart 
below for a common fire temperatures and damage. 
The main damage that fire represents is its ability to 
spread. A Character that is thrown into a fire might 
get out of the fire only to find their clothing on fire. 
When an item that takes damage equal to its Hardness, 
it combusts and is then on fire. If a fire is hot enough 
to set fuel around it alight in a single round (such 
as a house fire spreading along carpet or a forest fire 
though underbrush) it can spread quickly. The fire is 
treated as making a walk action every round to spread 
outward. If the fire is dealing twice the damage need-
ed to set the fuel on fire, the fire is treated as making 
a sprint action every round. Wind or other strong 
airflow can speed this spreading up. For every three 
points of strength the wind has, the fire takes one extra 
action per turn. These extra move actions are the same 
type as the first move action.
 To extinguish a fire, “damage” must be done to 
the fire. Damage done to the fire reduces the damage 
it does per round. If a fire loses all of its damage per 
round, it is extinguished. A fire will regain one point of 
damage per round if it is not all the way extinguished. 
Dealing damage to a fire requires a Character to pat, 



smother or drench a fire. A Character can deal 1 dam-
age per 2 action points spent as a miscellaneous action. 
The Character might “Stop drop and roll”, throw dirt, 
or beat it out. Submerging the fire in water or other 
fluids will extinguish it unless it has its oxidizer such as 
phosphorus at once. A bucket of water deals 5 damage 
to a fire for 2 action points. A fire hose deals 8 damage 
to a fire for 5 action points. If a fire runs out of fuel, 
decrease its heat by 40 degrees (one damage) every 
minute (120 rounds) until it extinguishes itself.
If two fires that are burning at different temperatures 
merge, treat the fire as the hotter fire, and decrease 
its heat each turn so that it does one less damage per 
round. Stop deceasing its heat after it reaches the lower 
temperatures damage per round.  
 If a Character is not fully in a fire (more than 
half of the Character is out of the area) it should be 
treated as a size class smaller than the Character. If 
only an eighth or less of the Character or object is in 
the area, treat the fire as two sizes smaller. 
The stats for fire are for a one that effects around one 
cubic meter of area. Large fires, such as a house or 
forest fire should be treated differently. Treat the fire 
as one size larger than the character or object  inside 
the burning area as one category larger for purposes of 
the damage it deals only. It’s does not get the increased 
movement range, or other benefits of larger size.
Larger fire will leave coals behind that can catch fire 
again. To ensure they do not, four extra damage must 
be done to it. The fire should be treated as a number 
of smaller one meter cubed individual fires for the 
purposes of extinguishing them. This will make them 
harder to extinguish. 

Example Temperature Damage per round
Hot Coals 700°C  13
Camp fire 1000°C  21
Blowtorch 1,300°C  28
Phosphorus 2500°C  58
Thermite 2750°C  64

Smoke
Large fires will produce large amounts of smoke that 
can become a hazard in its own right. The director will 
assign a severity for the smoke cloud that a fire pro-
duces. Smoke causes issues with breathing. 
 For mild and moderate smoke, character is 
considered to be holding their breath during any 
fatiguing activity they undertake that has an interval 

of a minute or less. For substantial and Severe smoke, 
the character is considered holding their breath every 
round. Using a cloth mask to filter out most of the 
smoke make every two turns count as only one turn of 
hold ones breath. 
The smoke also causes an impairment to the charac-
ters vitals. This is due to the damage to the characters 
respiration system. The chart below give the speed for 
each impairment is added. This impairment is added at 
the end of the time periods as long as the character was 
in the smoke for at least half the time interval. 

Severity  Vision Penalty impairment
Mild   -5 -1 per 2 minute (24 rounds)
Moderate -10 -1 per 12 rounds
Substantial -15 -1 per 6 rounds
Severe  -20 -1 per 3 rounds

Misdirecting a Character
If the Character wants to misdirect another Charac-
ter, they can do this in one of two ways. If they are 
just trying to stop the other Character from noticing 
something else they are doing, this is a normal Slink 
vs. Judge opposed action. However, if they are trying to 
aid someone else who is trying to sneak around, they 
can use the Slink skill to penalize the target’s Perceive 
rolls.  As long as the targeted Character is not actively 
looking for the Character being aided, the deceiving 
Character makes a Slink roll. The targeted Charac-
ter has a penalty to all rolls made to notice the aided 
Character equal to one half the deceiving Character’s 
roll.  The deceiving Character may not make a Slink 
roll to sneak past their target themselves unless they 
find some way to misdirect the target without drawing 
attention to the deceiver.  

Example:  If the Character distracts their target by 
walking up to them asking about the weather, they 
cannot sneak around. However, if they instead cause 
a trash can on the other side of the room to fall over 
with a thrown rock, they can still make a Slink roll. The 
Director should feel free to have the misdirected Char-
acter to become suspicious that something is going on 
if it seems appropriate.

Stunning a Character
Some attacks are meant to overwhelm or incapacitate a 
Character. These effects stun the target they hit. Unless 
otherwise stated, a stun effect lasts for 4 of the targets 



rounds. On a round in which a Character is stunned, 
each action they take requires 4 more Action Points 
than the action would normally take. This effect lasts 
for 4 rounds unless otherwise stated on the effect’s de-
scription. The Endure skill can reduce the stun effect’s 
time and Action Point increase. 

Mitigating Stun affects:
When a Character is stunned (see page 60), they 
can make an Endure role to fight though whatever is 
overwhelming the Character. For every 10 points on 
the roll, they may reduce the duration of the stun by 
one round or reduce the additional number of Action 
Points needed for each action by one. The Endure roll 
may not reduce the stun effect to less than one round. 
It also cannot reduce the Action Point surcharge to less 
than one. So a roll of 48 would let the Character reduce 
the duration or Action Point surcharge three times.  

Team Work
Characters can work together to complete a task.  As 
long as the task can be divided so that multiple Char-
acters can contribute at the same time, they can pool 
their skills.  Each Character that is contributing to 
the task will make a roll for the appropriate dice pool. 
Take the highest roll made, and then add half of the 
other rolls (rounded up) to that roll for the total result. 
One Character must take the role of team leader. The 
team leader does not necessarily need to be one of the 
Characters that is actually making a roll, but they must 
at least be available to settle disputes, and assign tasks. 
The team leader must make a Speak roll for each roll 
made by the team. The leader needs a result equal to 
twice the number of people on the team.  If they do 
not make the roll, subtract the amount by which they 
failed from the roll of each Character. Larger projects 
may have more than one team working on them. Add 
the team’s results together to get the final result. At 
least one Character must be uninvolved in the actual 
rolls on the project, and instead act as a project leader, 
making the same rolls as a team leader would, but the 
results needed based on the number of teams involved. 
For even larger projects, another Character must act as 
leader between the multiple groups of teams.  

Falling Damage
A Character that falls a large distance will take damage 
from the fall. The Character takes 5 damage for every 2 

meters (6.5 feet) they fall. Once they have fallen 76 me-
ters (247 feet), the Character reaches terminal velocity 
and the damage stops increasing (190 damage in total).  
If the Character is able to spread out their body to in-
crease the surface area to its max, they can cap falling 
damage at 135 damage (54 meters or 175 feet fallen). 

Reducing falling damage
Evade can be used to reduce falling damage. The Char-
acter rolls Evade. They may reduce the falling damage 
they take by one half the roll’s result, rounded down. 

Conditions

Dying
A Dying Characters have their Fortitude in minutes 
in which others can come to their aid before they 
die. First aid can be used to stabilize the Character. 
Stabilized Characters with the dying condition have 
additional time to get aid, and heal. The Dying condi-
tion can be removed though surgery, or by healing all 
negative temporary health.

Incapacitated
Incapacitated Characters can’t take any action other 
then say a few words, crawl slowly, or write a short 
message. 

Prone
A prone Character suffers a -15 penalty to Evade rolls 
and Exert rolls, but imposes a -10 penalty on attacks 
against them from Short Range (6+ meters, 16+ feet) 
or further away. Prone Characters cannot Sprint. Note 
that prone does not necessarily represent the same 
thing for every creature. A human could be knocked 
off his feet and count as prone, but a snake might 
instead have its body twisted into an uncomfortable 
contortion. A prone Character must take a move ac-
tion to removed this condition. That move action does 
nothing else but removed this condition. 
Injured: An Injured Character takes continuous dam-
age of 5 per hour (one every 12 minutes). This damage 
is not from an attack, and is not stopped by armor or 
other similar effect. This condition can be removed by 
first aid. If a Character also heals all temporary health 
they have lost, the Injured condition is also removed. 



Injured
An Injured Character takes continuous damage of 5 
per hour. This ongoing damage can be stopped with 
basic first aid (Enact difficulty 20). If an Injured Char-
acter is reduced below half his Health or would be 
Injured by an attack that reduces him to below half his 
Health, his condition upgrades to Maimed.

Maimed
A Maimed Character takes ongoing damage of 10 per 
minute. The Maimed condition can be removed with 
first aid, or if a Character heals all temporary health 
they have lost. Whenever the Maimed condition is 
removed from a Character, then gain the injured con-
dition. 

Stunned
Unless otherwise stated, a stun effect lasts for 4 of the 
target’s rounds. On a round in which a Character is 
stunned, each action they take requires 4 more action 
points than the action would normally take. The En-
dure skill can reduce the stun effect’s time and action 
point increase. (see page 59)



Directing
This chapter is for the Director, the person who will be telling the story your characters will be living through. As 
the Director your job is be both organizer and storyteller; to get the players and their characters together, man-
age the rules of the game at the table, play the characters the players characters will encounter, tell a story, and 
run the goings on the world around the characters. Directing a game can be both rewarding and fun; so let’s get 
to explaining how!

WHO?
Before anything else can happen you need two very 
basic things;

1. A group of friends to be the players.

2. One person to be the director.

 If you don’t know who would be interested in 
playing with you, ask! You’d often be surprised who 
will be interested, just be prepared to explain what 
kind of game you’ll be playing together. While you can 
have any number of people in a roleplaying group we’d 
recommend between 2 and 5 people for a group of 
players. As for who will be Directing-- we’re assuming 
that’s you! But it doesn’t have to be. If you and your 
group think someone else would be good for the role, 
or would like to swap who directs every time you meet, 
that can work just as well.

WHAT DO I NEED TO KNOW?
As Director, first off you’ll need to be familiar with the 
rules of the Proteus Engine Roleplaying Game. You 
don’t need to have them memorized, but you should 
have the basics down. Many of the rules in this book 
will never show up in your game, so don’t be intimidat-
ed by the sheer amount of them, but they will be here 
if you need them! Make sure you’re very familiar with 
how combat, skill roles, and character creation work. 
These are the game’s bread and butter.

Also, you’ll need to know the Director’s golden rule: 

the group is more important than the rules. If your 
players are enjoying an adventure, and something in 
the rules is dragging the adventure down, you don’t 
have to follow that rule. Adventures can be fun, funny, 
scary, sad, violent, peaceful, any sort of feeling, but 
they should always be something people want to come 
and enjoy. The rules are here to help you run the game, 
and if they hinder you, you aren’t hidebound to them. 
As Director, you have the power overrule any rule. Use 
it wisely. 
 Remember however that the rules were put 
there for a reason—and breaking them isn’t something 
you should do constantly. Adhering to the rules helps 
guide the game, and prevents the game from descend-
ing into what is essentially a game of he said she said 
with a referee. You might think this contradicts what 
we said earlier—it doesn’t. The rules are important, 
that’s why you own this book in the first place, but 
your game will take you into unique territory we can’t 
predict. That that’s one of the great things about a 
Roleplaying game, nearly anything can happen! 

How to use this chapter
This chapter is divided into segments about different 
aspects of planning and running a mission. While we 
give a specific order for you to do all of this in, it’s just 
an order we recommend. You can do these things in 
any order that you wish. While we’re going to start 
by talking about planning the setting, some Directors 
might start by planning the characters, and build the 
world around that, for instance. There is no one right 
way to plan a mission, or to run one, and so we’ll be 
offering you various options along the way.



 Every director will have a different style, just 
like different authors have different styles in their nov-
els. An author like David Weber might like long com-
plicated plots, one like Emily Bronte might focus on 
interpersonal relationships, one like George RR Martin 
might kill off characters left and right, one like Marian 
Zimmer might structure the whole story around an 
ideological concept, while one like Douglas Adams 
might focus on making the reader laugh and think.
None of these different styles of writing is inherently 
wrong, but you might like one more than another.  
 How you run your game will be your choice, 
and the style you choose for telling your story might 
even leave out the entirety of telling a story. If you want 
to focus on the game’s mechanics, and the excitement 
of tooling characters for interesting new builds, you 
might run your game focused more towards letting 
those mechanics shine, which would be a very different 
sort of game than one where the excitement was slowly 
discovering secrets about other player’s characters. Do 
what you enjoy, and run the kind of game you’d enjoy 
playing in.

Setting
You’ll need to know what setting you’ll be telling your 
story in. The Proteus Engine Roleplaying Game sup-
ports a near infinite number of settings, so don’t be 
afraid to do something you think will be fun, even if it 
seems odd or outlandish. A game set in a hospital full 
of doctors trying to date each other and perform sur-
gery where no punches are ever thrown, can be just as 
fun as a game where the players are all cyborg samurai 
fighting giant robots from Mars. You can set your game  
anywhere, anytime, anyplace. Earth during the French 
Revolution? You can do it. Venus during the clone riots 
of 3458? You can do that to. Right now in your home-
town? Go for it. Wherever you chose for your setting, 
it will affect the kind of stories you’ll be telling, and the 
kind of characters who live in it, so make sure you ask 
yourself a few questions about your setting as you start 
planning.

Setting Details
 WHEN is the setting? This doesn’t have to be 
a date, your answer can be as vague as “the distant 
future” or “a time of myth and legend”, or as specific as 
12:34 PM January 24th 1912.
WHAT sort of things go on in the setting? What kind 
of conflicts will the characters encounter there? What 

sort of problems does the society have? Make sure your 
setting has something to be in conflict with the charac-
ters!
 WHAT places are in the setting? An enchanted 
forest? A Victorian mansion? A robot factory? Rival 
nations? A secret lair? The characters will be going to 
these places, and meeting the people who live there, 
so it’s a good idea to have where they are down. Make 
sure you know where the basics are, the hospitals, the 
stores to buy equipment, the lodges to sleep, and if 
those things don’t exist, why they don’t. 

 WHO lives in the setting? Think about any 
story you love- lots of people had to be there in the 
world of the story to make it happen. The characters 
will need to interact with all sorts of people along their 
journey, and it’s good to have them in mind. for exam-
ple, if there is a King, he has to have retainers,  knights, 
a Queen, peasants, a castle or hall, enemy nations who 
oppose him, and maybe even a populist revolt ris-
ing amongst the peasants. If those things don’t exist, 
make sure you have an answer why (“there is no revolt 
because he is a good king”, “his Queen ran off with Sir 
Lancelot”). Fleshing out who lives in a world makes it 
feel much more real, and helps establish the world as a 
real place for the characters.
And most importantly...

 HOW will the characters fit into the setting? 
While the characters may change their role in the story 
as it progresses, they need to have a role in the story to 
begin with. If your game is set in a fantasy world with 
dragons, perhaps the characters are dragon slayers, 
or tamers! Does the group start under a company’s 
employment? Make sure you have a way the characters 
can fit into your setting, players who feel their charac-
ters are pointless within a setting just won’t enjoy the 
game as much as those who do.

PLAYSTYLE (OR 
MOOD)
Figuring out a playstyle can be difficult, especially if 
you’re new to Roleplaying Game. You should think 
about  the playstyle before you start play. A playstyle 
is what form most of your adventures will take, what 
sort of feeling they will have (a fairly close synonym 
would be “mood”). A playstyle will determine quite a 
lot about what kind of characters and stories you’ll be 



have in your game, and how they will mesh together. If 
you start playing, and find that the mood of your game 
changes, don’t be afraid to go with the change if the 
players are enjoying it. If the change of playstyle isn’t 
fun for them, try directing it back towards something 
they’d enjoy more. Remember that no one playstyle is 
right or wrong, though your group will probably prefer 
one or more kind.
 While there are an infinite numbers of playsty-
les, here are a few examples to think about (Many of 
which can overlap!)

Character Drama
The interplay between the characters is the most im-
portant thing. While gaining new powers and abilities 
can foster new conflicts between characters, they serve 
as tools to facilitate new and interesting interactions 
between characters. Having the characters change, 
learn things, and have differing interactions with other 
people, is the main joy of this sort of game. Players and 
Directors who love getting inside character’s heads will 
be very fond of this playstyle.

Comic
Everything in this playstyle is lighthearted, the char-
acter concepts are ridiculous, and often over the top, 
and character death is treated as a mere inconvenience. 
There is often a very clear sense that this is a game, and 
jokes about  the relationship of the characters and the 
game are common (“If only I had 10 more in ‘shoot’, 
you’d be dead right now!”)

Hack And Slash
The adventures are focused around killing baddies, 
whether monsters, evil people, or what have you. Char-
acter development is secondary to getting to go kill 
things, as is dialogue. The players in this sort of game 
will likely be most concerned about gaining new pow-
ers, loot, gear, and experience in order to kill bigger 
and stronger things.

PUTTING THE TEAM 
TOGETHER

 Your next job as Director is to help your group 
of players create their characters. While this book in-
cludes everything they should need to know they may 
have questions for you about the rules or how to make 
their characters. You’ll also want to help them develop 
who these characters are outside the numbers, and 
talk to them about how their characters will fit into the 
setting. 
 Players can have extremely varied and creative 
character ideas you weren’t expecting to hear, so try to 
be receptive and accommodate interesting ideas you 
might not have had that might conflict with minor 
ideas in the setting. Don’t be afraid to shoot down 
pieces of a character, or the entire concept, if it will 
not fit into the campaign or would be disruptive to the 
campaign. For example, if you’re running a combat 
oriented campaign with a player who has a character 
that is a pacifist. If the character runs and hides at the 
first sign of violence in the campaign, at best will mean 
that they are utterly bored while the rest of the cast ac-
tually goes about the adventure, and at worst will mean 
they will hog all of the attention of the adventure and 
derail it, either way people aren’t having fun.
 A character might also be fun, and fit with the 
team dynamics, but be utterly inappropriate for the 
setting. If you were running a serious gothic horror 
game, and one of your players wants to play a clown 
who rides a steam powered unicycle and summons 
demons with his squeaky horn, you’d probably want to 
tell them to make a different character. 

PLANNING YOUR 
ADVENTURE
 Now that you know who the characters in your 
story will be, and the setting they’ll be living in, you 
can think about what sort of story you want to tell. 
Your characters will be the protagonists in the story, so 
make sure to think about how they will tie into the sto-
ry at every turn. You won’t be able to plan out every-
thing that your characters will end up doing, after all, 
the players having control of their characters, and the 
dice adding a nice dose of chance to the mix is what 
makes a Roleplaying game so much fun! Don’t fall into 
the trap of planning too far ahead down one path in 
your story, the characters might go straight down a 
different path right off! 

-Choose a good antagonist (or two, or three, or...): 



Having an antagonist that the characters will want to 
work against is key to a good adventure. The antagonist 
doesn’t have to even be a literal person; the characters 
might be revolutionaries fighting an evil government, 
or might be a chaotic environment like a dangerous 
forest, or a vicious wolf that roams the countryside, 
but it should still be preventing the characters from 
achieving something, that something can be as sim-
ple as objects, like treasure, or as complex as an ideal, 
like freedom. The antagonist can also be a person, of 
course, whose motivations should in some way conflict 
with the character’s motivations. Their motives don’t 
have to entirely conflict of course, and similarities 
between characters and their antagonists can lead to 
interesting drama.

-If you want drama between the characters and an 
antagonist to last more than one adventure, don’t have 
them directly appear at first.: No matter how clever you 
are, there is only one of you, and there are multiple of 
your players. Your players will be clever, and often will 
do their best to take out a powerful villain early in the 
story. Have you ever watched a TV show and thought, 
“this whole TV would be over right now if one of the 
characters stopped standing there and just shot the 
villain with their gun?” Your players have probably 
thought that as well, and now they are in a story where 
they can finally act on that long suppressed impulse. 
If you want to tell a story with  recurring antagonist, 
consider having them have henchmen, or have left 
the scene of their crime before the characters arrive 
with no trail to follow, or to have people tell stories 
of their deeds to the characters while they deal with 
other antagonists, or even have the antagonist leave the 
characters notes or videos with messages or taunts. Ask 
yourself what the antagonist’s goals are: do they want 
to rule the kingdom? Do they want the artifact the 
characters are carrying? Do they want to assassinate 
the senator the characters have been supporting? Are 
they jealous of the character’s fame?

-Tie it in with the character’s desires: If a character has 
a backstory that involves their beloved sibling still be-
ing locked up in a government laboratory, it’s a fair bet 
a mission to try to break that sibling out would get the 
character’s over there to get them free! While random 
characters the player’s characters have never met be-
fore may be able to bribe or cajole the characters into 
going out to do a task for them, its far easier to get the 
characters to want to go out and do something when it 

is related to something they want. It doesn’t even have 
to be directly the thing they wish for; if a character has 
desperately wanted to go find an ancient sword, hear-
ing that the Queen’s missionary who the Dread Lords 
of Hyth kidnapped was the last person to see it before 
it vanished would be a great boon to getting the adven-
ture going.

-It’s okay to just have the bad guys attack the charac-
ters: While this isn’t very dramatic, having the antag-
onist attack, steal, or harm the characters in some way 
gives the characters a reason to oppose them. Don’t 
just use this as a way to be lazy about not making up a 
reason for them to oppose the characters.

-Have a goal in mind: The adventure shouldn’t have an 
ambiguous end, even if the end that happens isn’t the 
one the characters think will happen! The characters 
going on a journey to collect the three scrolls their 
sensei needs has an endpoint, the characters wander-
ing around looking for adventure. The goal can change 
constantly, but there should always be one, even if the 
goal is “find out what is in that unexplored forest,” and 
they don’t know what the answer will be, finding the 
answer will become part of the fun for the players.

Here’s an example:
 Katelyn is creating a campaign set in a dystopi-
an future ruled by an evil oppressive government. She 
has three players, Tyrone, Eun-He, and Mike, each of 
whom has made a character who is a part of the revo-
lution against High Overlord Kwan. Tyrone’s character 
used to work for the government, but changed sides. 
Eun-He’s character used to be a part of a much harsher 
part of  the revolution, and is still trying to deal with 
the ramifications of her actions with them. Mike’s char-
acter lost his whole family to the government, and has 
a huge desire for vengeance. Katelyn maps out some 
ideas for adventures:

-Ferris, the leader of the more destructive band of rev-
olutionaries Eun-he’s character was with comes to the 
group offering aid when a group of government troops 
finds their base, a group too large for them to fight off 
alone. They win, but Ferris does so brutally.

-One of Tyrone’s old buddies from the Government 
military sneaks through to their base, begging for ref-
uge for his family at their base, and help getting them 
out. The Government is about to remove all children 



from their parents, and he can’t stand to never see his 
daughters again. In return, he offers to reveal to the 
characters the location of a Government test facility for 
new weapons.

-While breaking out the family, Mike finds his sister, 
who is still alive, but utterly brainwashed and working 
for the Government, all over the television screens, 
reading propaganda messages for the government.

-Whether the group decides to go to the test facility or 
rescue Mike’s character’s sister, Ferris comes back and 
tells the group they have to follow him, and his horrific 
battle plans, or he’ll kill them. 
Katelyn has mapped out a fair number of adventure 
ideas, and while they might not all work, or lead into 
each other the way she’d think, she has a good start for 
her campaign!

RUNNING THE GAME
INTRODUCING CHARACTERS
The start of any game of the Proteus Engine Roleplay-
ing Game will need to introduce the characters to each 
other in some way. While every player should get the 
chance to describe the outward appearance of their 
character, and their demeanor to the other players, the 
characters first interactions with each other can have 
a bit more variance. There are a few ways to go about 
this:

-They all know each other: The game starts with the 
group already a group, there is no need for the char-
acters to make introductions, they already know and 
trust each other. They can reference previous things 
together, as though they happened in adventures that 
you never played before the game began, even.

-They don’t know each other at all: the characters 
are all brought together for some reason, a new job, 
a cause, circumstance, and must now learn to work 
together. The characters might not all trust each other. 
Everyone has to learn who every other character is 
from scratch.

-Some of them know each other: The characters have 
come together, and some of them are familiar with 
each other. The characters familiar with each other can 
have extra reasons to be together, and bond, while new 

members of the group will have to find a way to get 
to know or get into the pre-existing groups within the 
group. 

 No one of these is correct, and all serve differ-
ent functions for different games. If your characters 
backstories have already intertwined as they worked 
on them, then some of your work is already done for 
you!

THE GAME TABLE
Managing the interactions of your players is one of the 
most difficult aspects of Directing. You’ll need to set 
some clear guidelines about how people will interact 
at the table. For instance, how will people talk in and 
out of character? Will everyone talk in the first person, 
(“Are you a Lawyer?”) or the third (“I ask her if she is 
a lawyer.”) Some groups like to have little gestures to 
show that they are talking as the player or character, 
for example putting two fingers on your temple when 
you are asking a question to other players or the Direc-
tor rather than in character. 

 Players can also be a feisty bunch, and you’ll 
doubtless run into conflicts with players who have a 
problem with not getting their way with something. 
Dealing with players is one of your jobs as Director, 
so it’s good for you to be aware of the kinds of prob-
lems you might have to deal with and how to deal with 
them.

 In game problems can happen easily, perhaps a 
character has become far more powerful than the other 
characters, or another character in the group made a 
choice others disapproved of, or maybe a player is sim-
ply upset that their idea they had for solving a problem 
did not work. If the problem involves something easily 
fixable in game, such as destroying the powerful equip-
ment, simply do that, and make it part of your story. 
If it can’t be, take the player or players aside and talk 
to them about the issue, and see if you can work out a 
solution to the problem that will be fair to everyone.
Out of game problems can be far more difficult when 
they crop up in your game. If a player is having a prob-
lem with another player, or even you as the Director 
outside of the game. They might take their malcon-
tent out on the game itself, and do things purely out 
of spite towards another player, or you. This needs to 
be resolved outside the game table, and it’s perfectly 



okay to call out the people involved, and tell them that 
the game table is not the place for this squabble, and 
you’re willing to discuss this with both of them after 
the game session, but you can’t tolerate this sort of 
thing in your game. After all, the game should be an 
enjoyable time for everyone. If conflict gets such that 
differences become irresolvable, than  its okay to have 
an player leave your group. While this may be difficult, 
or even impossible in many cases when friendships are 
involved, a conflict outside of your game shouldn’t ruin 
your game.

 Another responsibility for you is adjudicating 
rules questions. The first thing to note is that when it 
comes to how the game works, there must be a final 
authority. You are that authority. If you say that a rule 
works in some, then it does. If you say that a character 
is surprised, he is. This isn’t to say that you ignore or 
change how the game plays for no reason, but it does 
mean that your judgment is unassailable.
You will often find yourself in situations that are not 
covered in the rules of the game. This is where your 
judgment is key. Ideally, the rules will cover something 
similar. If this is the case, simply use that with appro-
priate modification. For instance, say that the charac-
ters decide to play a game of volley ball. When you flip 
through the Attributes and Skills, you will not see a 
Sports Attribute or a Volley Ball Skill, nor will you find 
any description of the game in the Systems chapter. 
You could say “There are no rules, so you can’t do it,” 
but that seems a bit harsh. Instead, you might note that 
most athletic tasks seem to be the purview of the Exert 
Skill. Thus, you could have the opposing teams make 
Exert rolls. Alternatively, you could treat each volley as 
a ranged attack against the ground on the other side of 
the net, and have the other side use the Defend An-
other option for the ground. Neither approach is right 
or wrong. What’s wrong is to have no approach, and 
what’s right is to keep the game going with a ruling of 
some sort.

 As a Director, you need to make sure that the 
group agrees to what are known as “table rules.” Table 
rules are not rules of the game itself, but rather rules 
of conduct. For instance, if a die rolls off the table and 
lands on the floor, do you count the number it landed 
on when it fell or reroll it? If a player doesn’t show up 
to a session or has to leave early, does her character 
disappear? Does someone else control her character, 
and if so, who? Again, table rules are up to the group, 

but it is often best to think these things through ahead 
of time.

 One table rule is of important note because it 
also heavily impacts play of the game itself. This rule 
is that of metagaming. Metagaming is the practice of 
basing in game decisions and actions on knowledge 
of both how the game works and the fact that it is a 
game. For instance, if you have a placed the characters 
in a spaceship that is about to explode from a malfunc-
tioning engine, player might state that he will attempt 
to repair the engine. Suppose that, when asked why 
he believes that the engine can be repaired, he replies 
“I know that you wouldn’t put us in an inescapable 
situation where our characters are guaranteed to die.” 
This player is metagaming, because his character has 
no special reason to believe this is a reasonable course 
of action. By the same token, two players might ca-
sually discuss exact battle plans in the middle of said 
battle and form plans to defeat enemies. However, it is 
not as though their characters have the time to come 
up with detailed plans in this manner. This would also 
be metagaming. How much or little metagaming is 
acceptable is up to the group. Some groups prefer that 
absolutely no out-of-character knowledge be used, 
and others freely make all decisions in committee and 
make regular used of memorized game stats for NPCs. 
Another, and perhaps the most important, task you 
have is determined the outcomes of events and the 
actions of the world. For instance, it is simple to 
determine whether a blow was lethal when damage 
is compared to Physical Health, but what does it look 
like? Was the biomechanoid wizard’s throat neatly 
slashed, or was he cut in half? It’s your turn in a debate. 
What does the diplomat say? It is up to you to describe 
the outcome of events. You know what happened in 
game terms, but that is only part of it. You have to be 
clear on what happened in narrative terms as well. Just 
provide details from your imagination when describ-
ing events.

 By the same token, it is also up to you to decide 
any details that are not otherwise known. What color 
is the enemy’s shirt? Is it raining? When describing 
things, remember that you can use any or all sens-
es. When the wizard above perished, did he make a 
sound? Did he mutter a curse at his killer, or perhaps 
express a final concern for his estranged son? Was 
there a scent of ozone from his bifurcated circuits? 
When describing, the only real question is how much 



you should do. The answer is that you should do 
enough that the group finds it interesting and useful, 
but not some much that it slows down the game. This 
is a very subjective line, and one which you and your 
group must draw.

ROLLING DUTIES
Finally, there is one more skill which you should 
cultivate: the ability to decide when a roll is needed. 
Sometimes, even if rules govern a situation, there is 
no need to use dice to resolve it. For instance, you do 
not need to roll to determine the power struggles that 
have elevated the Troll King to his throne. Instead, you 
may simply start out with him in power. You do not 
need people to make Exert rolls to cross a street. There 
are two questions you should ask yourself in order to 
determine if a roll needs to be made. 
 Is the action in question relevant to the game? 
If it honestly doesn’t matter what the result is you do 
not need to roll. For instance, if a character needs to 
unlock a door with a key and has no time limit, then it 
does not matter how long he takes, and you can be sure 
that he will succeed. You do not need to make rolls 
to determine the tactics a dancing street gang uses in 
battle. Just pick a strategy. 
 Will the roll take too much time? You only have 
so long to play, and everything you do in the game 
takes time. If a character jumps for joy, no one cares 
how high she jumped. Crossing a street in heavy traffic 
can be dangerous, but that doesn’t mean you need to 
roll. As long as you weren’t planning on having the 
character hit by a car, the roll will simply waste time. 
If, on the other hand, a team of ninjas wants to face the 
characters in a soccer game in the middle of the street, 
then rolls to cross the street cease to waste time and 
start to contribute. More mildly, if everyone at the table 
is really curious about someone’s victory hop, then it is 
no longer a time waster and should be given a roll.




































































