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Special thanks tored, top hat,allen, and the rest of the IRC for their help

The year 1s 2008, and genius scientist Alex Mercer has just been shot dead at the hands of a Blackwatch

hit-squad after stealing the Blacklight Virus that he had created for Gentek .Unfortunately for the rest

of New York city he threw the vial of Blacklight on the floor in spite, shattering it moments before his

death. The vial spread the infection incredibly fast, and turned the hit-squad into mindless monsters

while Mercer was resurrected from it instead.Over the course of a few days thewill fall city into chaos,

soon followed by martial law as the government tries to contain the infection to save lives, and Black-

watch i1s recruited to help combat this exotic threat.

You have been gifted with 1000cp to help you survive the 10 years you will be spending here.

Location:Roll 1d8 for starting location .Or choose for 100cp

i

Gentek Laboratories: The Biological and Genetic research facilities that were used to create Redlight
and Blacklight viruses.The entire building has incredible security, so the only way you are likely to

see any projects going on here is 1f you are the one doing the researching.

.Pennsylvania Station:Ground Zero for the Blacklight virus in New York.Sinew surrounds the building

and infected peer at you from every corner.

.St.Paul Hospital:Located in Manhattan Island, this hospital hosts an ex—-Gentek researcher who is now

a physician here.

.Apartment Complex: Located in downtown New York this unit features everything you would expect 1in a

tiny apartment, other than your next door neighbor being a genius scientist that works for some kind

of biology company.That being said, he left a couple nights agoand has not returned since...

.Bloodtox Facility: This factory located in Harlem produces the one thing that infected are weak

against, bloodtox.While this is a very important facility for the people, its location is kept under
wraps to prevent people like Alex Mercer or other dissidents from potentially destroying one of the

best hopes for the city.

.Times Square:Ah, times square, one of themost iconic features of New York City.Here there aremany dai-

ly events and it is actually safe to be in for the most part.Until the infection reaches it, at which

point this place becomes hell on earth.

.Red Crown Command: The headquarters of the military for the time being, guarded by thousands of Ma-

rines and Blackwatch troops. Expect a visit from a very angry man with a very angry stick sometime

SOQI .

.Free Choice:Pick any location above, or alternatively pick any location in New York.



SORNT 11Y

Your background and a description of your history in this world.Each Identity grants different

discounted Perks.

DROP-IN (F'REE)

You wake up 1n the starting location with a specialized invitation to jJoin a group known as Blackwatch.
You have less than an hour toattend and sign on should you wish to join.

Your age is 1d8+3d8

SCIENTIST (100CP)

Looks like those years in grad school finally paid off!You have been granted a cushy research job at Gen-
tek to help them research classified projects that you probably do not know of! On the plus side, you have
ready access to some highly classified things ranging from advanced technology to biological compounds,
on the down side your workplace is not going to be winning any ethical awards, and you have been working
here for a while.

Your age is 1d8+25

HIVE GO00CP)

August 8, 1968, Elizabeth Greene became a nexus for the Redlight Virus in Hope, Idaho as a result of Black—
watch scientists testing different viruses on the civilians.After her infection she spread the virus to
the residents which mutated into abominations that defended her without rest, until they were destroyed
and she was captured. You were infected with the Redlight virus the same way she was, only you were able to
escape. You have an extra 1000 pathogen points (op) for use in the Virus Creator of the Infected Powers
Section.

Your age 1s 1d8+57

RUNNER GO0O0CP)

Somehow, someway you have contracted the Blacklight virus that Mercer created, while you lack the hive
abilities of the Redlight virus, your strength and regeneration are far superior to them.You have an ex-
tra 1000 pathogen points (p) for use in the Personal Effect of the Infected Powers Section.

Your age 1is 1d8+20
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SUPER SOLDIER

T

POWERS & ABILITIES:

100CP perk for each origin is free.Every other perk under the listed origin has a 50% discount.

Prop—iIin

100cp SHTF Sensors: This world is not exactly dangerous, but things can escalate into gruesome scenarios
rather quickly, leaving you little time to prepare or to brace yourself for it.You have been gifted an in-
nate sense of when things will go south for you with enough time to pack your bags and get out.This also
functions for smaller effects, like knowing when a tentacle will burst from a wall, or anything that

could catch you off guard.

200cp Keep Your Cool: If there is one thing that will get you killed faster than anything else while
fighting off mindless hordes, its losing your calm flailing blindly.But you seem to lack that, and can
stay level headed even if you are facing off against someone that ismuch stronger than you are, and in ad-
dition to that you will be able to instantly identify any weak point in your target, and know the best way
toexploit it.

400cp Not a Hypochondriac:No longer will you need to wash yourself to get rid of germs and pathogens, for
years of living in filth has made you immune to all natural pathogens, and any that are similar to the

Blacklight virus.Ew.

176OOcp Super Soldier: Through testing your DNA the researchers
éfound out that you are compatible with a modified version of the
"‘Redlight virus; This grants you great strength and endurance and
!’helps wlith mental functions as well.Cannot be taken by Infected.
iIf taken as Drop-In, an opportunity to join Blackwatch as a pri-
ate 1s offered. You are weak to everything Prototypes are (save
for Bloodtox; which you are immune to), but much less likely to be

on the receiving end of them.
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Scientist

100CP Are You Positive?: Every scientist has those days where you run a sequence of tests only to yield a
false result through some unknown means.You are an exception however, you know whether a test result is

either a false positive or negative without needing to run a follow up test to check yourself.

200CP Ethics?:Why should a perfectly good specimen go to waste? So long as it is for * Science” , abduc-
tion of individuals will be overlooked by local and federal law enforcement as long as you keep quiet
about the actual testing being done.Do keep in mind that the family will definitely remember their moth-

er getting kidnapped on thanksgiving day,andwill likely try and expose you if they can.

400CP Toxicology: The Blackwatch can not keep hiding all the good stuff for themselves! Through some
highly 1llegal means you managed to obtain information on Bloodtox and some of the other poisonous pro-
Jjects that have been hidden from public eye.This can be used 1n later jumps to quickly determine ways to
target a single organism to create a highly effective toxin against them, or by creating technology that

has their most well-known aspect of it as a function.

600CP Virologist: Looking at i1t from a technical standpoint, viruses are Just devices that carry genes,
they enter the nucleus, insert thelir genome, and then the host cell does everything else for them. This
characteristic makes viruses one of themost favored device in genetic engineering, as they can go and in-—
fect multiple cells.The folks at Gentek know this, and focus solely on them, but you have a 1leg up on them.
By extensive study (put still far less than s computer could) you can decode the entire genome of a life-
form, and decode and 1solate the genes responsible for any and every trait that they possess.Want the eyes
of a goat on the body of a snake? Or possibly Just the strength of a rhinoceros? Do not 1look away, study and

decode today!
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Hive

100cp Insectoid Efficiency: Infected tend to scramble, running around and spreading to the closest tér—
get like a cancer.While this tactic may be useful against a large horde of otherwise defenseless targets,
1f you are trying to infect more intelligent or advanced species you will need organization.With this
perk your hive and everything controlled by 1t will set up a system similar to insects, where there are
distinct roles for each unit that they will follow until you tell them otherwise.With each hive built the

complexity of your unit strategies will increase as well.

200cp Convergence: Depending on how far-out your infection has spread, getting a large number of min-
ions to your sidemight take some time, which can lead to you being in a pinch when there is no one to guard
you .No longer is that the case!With this perk you can summon all the infected that you control to your po—
sition at once, and they will move at incredible speeds to reach you, even 1f you are hidden 1n prison! If
you are not infected, then this perk instead will work the same way for any allies that areundyingly loy—

al toyou.

400cp Allowance: In most cases minion consumed biomass will stay with them, and would be digested.This is
not the case for you however, infected minions that consume targets will give you a small portion of the
biomass consumed without having to come into contact with them for you touse, this does not come without a
compromise however.Taking the biomass from a minion also means that theminion will need to eat more to

compensate for this.This does work both ways as well...

600cp True Hive Mind: If you are trying to control a massive hive,
it 1s going to take a lot of effort to control them, especially if
you have your own body.With this perk you will be able to dissolve
your body and transfer your =~ essence  to your hive, where the
only way to kill you is by destroying all of the hives you have un-—
der control.But hives are completely sessile, so you will beunable
to escape should someone invade your hives and destroy them. This
also grants greater control to your hive, where you are able to ex-
ecute attacks and strategies like they are chess pieces, and allows
access to any of your powers, as long as they do not allow you to
move the location of any hive. If you want your body back it will
take a full week to form, and a large amount of biomass to create

Rt




Runner

100cp Predator: Humans have become dulled to their instincts; no longer can they compete with feral
beasts in hunting, instead they compensate with technology to find their targets.But technology i1is fick-
le,and requires maintenance touse for extended periods of time.No longer will you be bound to such devic-
es that block your senses, you have gained an animalistic accuracy with your senses to the point where you
could out—-compete a bloodhound for scents, and you have developed some extra senses that other animals

have as well, like sonar and other commonly known senses.

200cp Deerish:Deer, Rabbits, Squirrels.All of these animals are so weak, and yet they managed to spread
their genes across the world. The reason they can is because they have an almost supernatural sense of
predation, but yours i1is far superior.You will be able to detect individuals actively trying to kill you

wlthin amile radius, and with training can increase that distance even further.

400cp The Taste of Memoriles:Memories, what a beautiful thing. Despite them only being measured in milli-
volts they hold everything that someone has ever done or felt, and yet, they disappear without a trace when
the signals stop. No longer will experience be lost through time, for consuming a small portion of
someone's brain after killing them allows you to access every memory that they have ever had, and their

knowledge as well.

600cp What Makes Me Unique: In case you did not know this already,
1f you are infected in this world you are no longer the implied hu-
man that you were before coming here, instead you ARE the Black-
light or Redlight virus you were infected with.Most people might
bo insane or'.lose their sense of * self’ after consuming choi=
sands of people, but youre different.You will always be ©“ you’ no
matter what form you are in,and will always be lucid with your de-
cisions. In addition to this, because you have embraced the fact
that you are no longer human you can do so much more with your
powers.Powers that are biological in origin are much more effec—
tive when used, and you are able to assimilate the powers of other

forms of iInfection to sult your needs.
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"Undiscounted

100cp My Mistake:People don not seem to think much about you,do they? Whether being in restricted areas
or private property i1f you get caught trespassing and there isnoalert and you have not triggered an

alarm, you can safely leave thearea by apologizing and walking out.

200cp Advanced Networking:Proxies? Firewalls? Maybe to a novice they offer some semblance of protec-
tion, but you you those things are pointless, especially when they leave such a nice back door for you to

take.

300cp Virus Creator :With this perk you will now have the ability topurchase from the HIVE tree if you
are a non—-infected with 600pp.You cannot buy special infected, nor can you purchase the “ Eye See You”
effect.You will be able toconvert cp 1Into pp the same as infected can.You will begranted a box of 12 vials

that contain these effects, and each one respawns in the warehouse 1week after use.

400cp Counter—-Intuition: Infected? There is a reason that the infection has not spread tonearby states,
and that is because you have made devices that can sniff and snuff them out even a mile away whether they
are in air, land, or sea!This allows you tomake weapons and vehicles to exploit any weakness of your foes

that you are aware of andbe used to counter any specific biological threat that you may come across.

600cp Infected Master: Through some means, your voice can pacify,even redirect infected.While thisonly
works for individuals starting out,with training, you can eventually control large swathes of infected

at a time.Works post—Jump on similar infected or mutated beings as well.
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INFECTED POWERS

Light of Life:By default the Hive and Runner infected both boast a similar power—-set that makes them the
threat they are. These infected are capable of creating clothing out of thelr own biomass, possess any
sensory adaptation present in animals, detect infections of any kind, glide from walls, absorb biomass
for future use, consuming flesh which turns intousable biomass almost instantly, rapid full body regen-—
eration at the cost of burning through large chunks of biomass,wall-running, superhuman strength, and
can infect others by puncturing their flesh.And of course, change your colors and patterns to any natu-

ral kind.

Runner and Hiveonly

You can not become a beacon of death without the proper adjustments, here you can spend pathogen points to

further enhance the gift you have been given.You can convert 100cp for 200pp.

Virus Creator

AESTHETICS (Free Hive and Runner/l100pp Virus Creator):While I personally love the look of the infect-
ed, you might disagree with me and think that they are hideous and need a makeover..With this power you
can change the look of any unit, as long as they are still the same size and that the new look does not

make them more deadly than they arealready.

Node Creator Free Hive and Runner/200pp): You did not think you could create infected without a cham-—
ber for them togrow in,did you? The initial purchase grants you the ability to create a hive by consum-
ing biomass, which can initially create Infected one at a time.But with each additional purchase the
time required to * grow  new infected lowers by two-thirds, and you can grow twice as many as you did

before.Can bepurchasedmultiple times.

Substance Release (100pp):0Once whatever guards you have placed have been taken out your hive or other
structures are completely defenseless! However with this upgrade you can create nodes that can hinder
or even harm non—-1nfected that enter its radius.Possible effects that can be done are sleep and paraly—

sis,but anything is possible!

Spores (100pp): I donot know about you,but I donot like the idea of having tophysically in jure a speci-
men 1n order to infect 1t.At your discretion, your infected can now secrete spores that enter the hosts
respiratory system in order to infect them.How convenient! Comes in your choice of appearance, from a

dust cloud toa thick mist that ocbscures vision.



Eye see you 00pp):You areno longer human, so limiting where you can take sensory information from to
only yourself is silly, 1s it not? You have achieved a great link with your hive, and can now share sen-
sory information between different individuals in your hive, allowing you to sense the world from all

of your eyes.

Terra Infection QROOpp):Humans are the bread and butter of themindless horde genre, which gets really
old after a few decades of watching.With this you will be able to spread your gift toany life—-form that

evolved on earth!!

Alien lifeforms QRO0Opp, Requires Terra Infection): Why stop with Earth life when there are galaxies
to explore? With this perk your virus will be able to spread to any life—-form that you can think of!
Though i1nfecting things that do not operate based on cells will take a lot of time to finally begin

in fection

Teamwork @O00Opp): Lets face it, mindless hordes are worse at cooperating than humans are, which is say-—
ing a lot since people do not like working with others either.Your infected can now coordinate attacks

and can pull off basic strategies in order to capture,kill, or otherwise attack their target.

Biofilm (B00pp): The virus seemed to have taken up a trait from bacteria, and your non-motile biomass
hives, and other similar things) can spew out more and are much harder to remove than normal, even ex—

hibiting some resistance to bloodtox!

Pathogen Participation @400pp): The Blacklight and Redlight viruses donot seem to play well with other
kinds of infection, shown by the fact that you never see someone with one having another kind of 111-
ness.With this perk, your virus can incorporate aspects of any other infection that you have become a

part of, and can beused in your minions as well.

Special Effects:

Jumpy ((00pp): Infected usually take the shortest distance to the target, and while that is great for
slow moving targets, faster or well armed targets can line up shots rather easily on your infected.But

with this your infected will move erratically,making it almost impossible to track their movements.

Hypothermia (100pp):Brrr,did someone lower the thermostat again? Your infected are displaying a pecu-—
liar trait that i1s almost unheard of, and are rapidly cooling themselves somehow while still being
functional.While this is great 1f you want to spread around the desert, it can alsobe used to freeze en—

emies upon extended contact.



Hyperthermia @{00pp): Is it hot in here, or is it just me? Your infected are running so much blood
through their systems so fast that it rapidly heats their bodies, scalding anyone who is foolish enough

to touch them.Both Hypo and Hyperthermia can be purchased, and your infected units can alter between

the two states at any time.

Increased Strength 200pp):Nomatter what the situation is, having units that can run faster and deal

more damage is always appreciated.

Increased Durability QO00Opp): It seems your infected have adapted to all of theviolence,and arenow ca-—

pable of taking in much more damage than before.

Special Spawns:This 1s what thehives are for, creating beautiful creatures to serve your will.

Small

Walkers Free Node):A step above thebasic infected,walkers can dismember a marine in one strike, and
can take a grenade or two before falling.While they are much stronger that the basic infected, they

are still weaker than any purchasable choice here.

Flyers Free Node): These infected are the only ones shown to be of species other than human, and are

large enough topick up a fully grown man and dropping him off in the air.

Medium

Hunters (100pp): Large quadrupedal creatures that still look human, these creatures dwarf humans
while on all fours and run like an angered monkey.While they are very close relatives to brawlers,

they are still much weaker than them.
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Leader Hunter (100pp, Requires Hunters): These 1nfected dwarf
most vehicles, and are almost the same size as the large—class
infected. They are capable of leading other hunters as a pack

and singling out targets tokill.

Large

Brawlers (00pp): Aggressive beasts that resemble a lizard,
these infected are the most tenacious, and are capable of catch-
ing up to fast moving vehicles to slaughter the prey inside.They

are incredibly strong and can takemost small arms firewithout

losing thelr momentum.

Spiked Brawlers (00pp, Requires Brawlers): Spiked brawlers, L E u E
also called Brawler hunters are much bulkier and aesthetic

than their normal counterpart.With its immense strength it _ . .

is capable of causing shockwaves by shaking the ground underneath it and even throwing large pieces

of concrete capable of hitting helicopters!

Goliath Q00pp):Enormous infected with tiny legs and two uneven
arms, these guys can leap around like an angry gorilla. They are
one of the strongest infected, able to move at blistering speeds in
H;short bursts but also swing its left arm around like a club and its
Eright one like a scythe. While it does have a large amount of
fhealth, 1t 1s very susceptible to fire or other non-kinetic based

fdamage as 1t seems to haveno skin over a large portion of its body.

S I 4 E

- DEES > .

AT BT, TR ey

o B e e T S

Juggernauts B00pp): This infected i1is built for one thing,and one thing only.Destruction.Juggernauts
have the most health out of any normal infected, and is capable of throwing cars and smashing giant
gates down.While it would take a few rockets at the very least to bring one of these things down, it is
also one of the slowest infected, needing to be escorted so that it can actually reach its destination

- without being torn apart from concentrated enemy fire.



Alpha Juggernaut @{100pp, Requires Juggernauts): A big guy
even for you, this juggernaut 1s more than a cut above the
rest.Besides being larger, stronger, and having better dura-
bility than its normal counterpart, this one also excretes a
noxious gas to incapacitate your enemies, and can create dev-—-
astating Line of Sight attacks that rupture the very earth
beneath it, similar to the ground-spikes that runner claws

can create.

Special

Hydra @00pp): Massive tentacles erupting from wherever they
are planted, these things are 1like urban weed whackers, capable
of demolishing small buildings and weakening others.While they
are capable of reaching low flying helicopters, the part that

comes out to attack isonly a small portion, and the actual body lives below ground.

Evolved (600pp): The © officers’ of Alex Mercers army in the second game, evolved are drastically dif-
ferent from the other infected because they are able to think for themselves and show it with their
boosted intellect.These infected are a special kind, they have almost the same powers that runners do,
except they are still tied to your hive unless they possess a very rare defect that only one person has
ever exhibited.Of course, you have a much greater control over your infection, so the only way someone

could break free like that was if you really wanted them to.
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Personal Effect

Consume + (100): The most horrifying aspect of the infection is thelir ability to swallow similar sized
organisms whole by rapidly digesting and absorbing the victims biomass, adding it to thelr own, and
taking theilr skills and form.While this cannot grant you the strength of superman, absorbing a crea-

turewill grant you with a minor change to your abilities based on what they excelled in.

Canon Weapon Free/l00pp): Runners have the ability to create melee weapons from the biomass that they
have consumed, ranging from the simple blade arm to the grappling whipfist.Purchasing this allows you

access toall of the formed weapons instead of just one.

Non—-Canon Weapon (GO0pp, Requires Canon Weapon):If you want a weapon that was not 1n the prototype se—

ries, like a rapier, then you can spend points here to have that form available from the start.

Runner Rounds GO0pp, Requires Canon Weapon):0f course,why limit yourself toonly melee weapons when
there are birds in the sky? Now you can turn parts of your body into various sorts of biomass-—

consuming launchers.A pistol? Sure!A shotgun? You bet!

Critical Mass (100pp): By using up your stored biomass you can temporarily lncrease your maximum

health and damage resistance.




Bio—-Bomb (100pp):Maybe you do not have the time to individually slaughter a squad, or maybe you just do
not want to, either way you are able to use biomass to infect a portion of your own flesh to explode, to

throw at a target, or embed it 1in a target and have them explode.

!

Armor 00pp): By consuming biomass you will be able to increase the amount of damage you can resist.
The biomass will harden across your body, greatly reducing incoming damage, but will also hinder your

movement by the same degree.

Transform @B00pp): Turning into humans is not terrible, but maybe you want to shape-shift into differ-
ent forms you have not consumed, or maybe make your own.With this power you can shape-shift your body

at will, and can freely combine alt—-forms aswell.This does not grant any extra power however.

Excessive Force 400pp): Because why stop at adequate? Excessive force grants a boost to all of your
physical, and runner bought abilities from this section here, So now armor that could take less than

a .50 cal round can now takeup toamissile 1n order to be damaged.

Regeneration Free/600pp): Infected can recover from any injury, so long as enough a noticeable organ

remains.By purchasing this perk you would need to be reduced to a size less than a small puddle of blood

to be destroyed if you someone were towish for you to truly die.




Devastator: These things burn up a significant portion of your biomass, but will save your life in a

RARCH :

Tendril Barrage 00pp): This devastator will erupt your body with hardened tendrils, impaling every-—

thing around you.

Biomass Expulsion (00pp, Requires Tendril Barrage): An added bonus to the devastator, before the
tendrils launch you will create a shockwave that launches lighter lighter enemies in the air before

erupting.

Pack Leader (B00pp):This is an odd sort of devastator,which, instead of altering your form,will create

3-5 infected hunters to follow you around and otherwilise guard you.

Juggernaut Pack Leader (100pp, Requires Pack Leader): If you do not have the ability to create Heavy
infected, summoning them would be of great use.This will summon two infected Juggernauts, which can

either guard you, or destroy some sort of cbstacle in your path.

Groundspike Graveyard @00pp): When you really want to get a message across, this devastator will
launch giant spikes of biomass from the ground around you, that will impale and puncture anyone or an-—

ything foolish enough to stand before you.

Critical Pain @00pp): This is the strongest canon devastator, A concentrated cone of tendrils and sin-—
ew that reach out and make mincemeat out of everything below heavy class, and leaving the Heavy class

infected very badly injured. Its strength comes at a price, as it can only target a single being at a

time.




ITEMS & COMPANIONS

Drop—1In

Bloodtox rounds (100cp): A new project that is secret to even the Blackwatch, these special rounds will
rapidly break down the:tissues of any being that is * infected’ ‘and slowly poison those who-are not.

Comes with 12 rounds that seem tobleed 1into other rounds that are touching it.

Viral Detector @Q00cp): When you are too paranoid or too lazy to search for infected without assistance,
this lightweight device can detect any infected within 600m of it! Since each universe has a different
variant of this, the device will add in similar beings to its scanners as well. If you do not like its de-

fault range I am sure it would not take long to improve it.

Armory (400cp/500cp): More than a few guns, this armory addition to the warehouse has enough weapons to
outfit 100 men, and includes 12 thermobaric launchers.For an additional 100cp this armory will also have

an almost infinite cache of Bloodtox, Thermobaric, and Sinew Rounds!

Nuke ©600cp): Sometimes you just want to watch the world burn, and what better way to start the fire than
with your very own WMD? Just be careful, launching it would certainly attract a large amount of atten-—
tion 1f it was found out that you launched it, or possibly even a war 1f someone thinks 1t was the work of

another nation instead.Respawns every 2 months.

Scientist

Thermobaric Rounds (100cp): A relatively new development by Blackwatch, these rounds function as what
you dexpect a thermobaric missile to,but in a ém radius.You originally start off with 3 of them, but by

having them touch other bullets theeffect will spread to those as well.

Whitelight Q00cp): The hope for mankind that Alex Mercer would have eventually destroyed, this strain of
Whitelight i1s incorruptible, and can safely remove the symptoms of infected from anyone that 1is
infected”’ with it.It seems to alsobecome sentient after infecting enough individuals, gaining powers

similar toa runner.



All Access Pass (400cp):VIP scientists always get special treatment and 1t 1is for a good reason, they have
knowledge to die for.You can enter any research facility at will without repercussions so long as that
you are not actively hostile to them and that you donot intentionally damage the property.You gotta show

them the card too, that is pretty important. Comes in your choice of material, with the words VIP Access

printed on it.

“ Research Vessel” (600cp):You managed to convince your superiors that you need an aquatic research fa-
cility to continue experimentation in the case that the main Gentek building gets destroyed. And being
the smart person you are, you alsomanaged to siphon funds intomaking the ship a bit more... habitable. So
while 1t 1s still equipped for everything a mad scientist would need for thelr projects, it also has some
luxury features that would put a world class yacht to shame. Comes equipped with an automated guidance
system, and hydroponics.

Size (100cp): If the current size is not big enough for you, this one certainly i1is. This 1ncreases the

length to 700 feet and thewidth to 250, and can fit whatever structure you are imagining on it that you

would normally see on any boat.

Defenses (100cp):Adds six AA turrets toyour yacht.

Armor (100cp):Adds reactive armor to your yacht.

Anti—-Infested (100cp): Your boat now has a mounted Bloodtox—-thrower.

Boomstick (00cp):Adds three Thermobaric artillery pieces

Infected Origin Hive and Runner)

Sinew Rounds (100cp): These special bullets will Explode violently into tendrils 1n a 4m area on impact.
You initially start with 5, but can createmore by allowing them to touch other rounds.The rounds can be

converted back tonormal ammo 1f they are immersed in bloodtox.

Companion (00cp/400cp): Maybe you want someone to be your equal or maybe you just do not like the fact
that all of your minions are technically a part of you.Either way the first purchase grants an import to

the Hive or Runner origin with 300cp and 400pp to spend, and the second purchase allows an import of 5

companions.



Undiscounted

Stun Baton (G0cp):A telescopic baton with theend tip having a charge capable of incapacitating a runner.

Hazmat armor (G0cp):Modified armor that will be able to protect you from the infection while still catch-
ing a few bullets.While it 1s not indestructible it i1s however incredibly strong, and will appear in your

warehouse should it ever be fully destroyed.

Body Guard (100cp/400cp):When there is a sentient virus spreading itself around, it’ s best tohave some-—
one towatch your back.With the first purchase you can import a companion to either the Drop—In or Scien-—
tist origin with 400cp, and with the second one you can import all 8 companions as well gaining the same

amount of cp each'!

Bloodtox Thrower (200cp):Cooler than fire, this strap-on device can launch dense clouds of bloodtox 1n an

arc similar toa flamethrower.

Flamethrower 200cp):Kill it with fire!!l If you want to go out in a blaze of glory, or jJust are too lazy to
scrape the ice off your driveway this flamethrower will definitely assist with it.Comes with a built in

tank that does not seem to run out, and your choice of color, for the device and the flames.

Thermobaric Rocket Launcher @200cp):A special rocket launcher that will pull 1n the surrounding atmos-—
phere before detonating, making an incredibly deadly explosion that the target has no chance of escape

from!



- APC (00cp): If you are driving into a hot-zone and trying to protect a VIP, a normal car will not cut it,
especially i1f the hot zone 1s partially due to infectious spores littering the area.This APC,while slower

AT

than a humvee or any other vehicle can provide protection up to .50 cal rounds, and completely preventé

the inside air from contaminants.

Helicopter (B00cp): Because driving around streets that resemble a colon more than a city would feel at
least a littleuncomfortable,this helicopter offers a variety of weapons to leisurely kill weaker infect-

ed, so long as nothing decides to throw something at you.

Armament Upgrade (G0cp): Now we are talking, thermobaric launchers and increased armor so that you

willl be abletotakea hit or twoand keep flying.

Tank @O0Ocp): If you are planning on assaulting a city, 1ts best 1if you have something on the ground to

keep your troops safe... and to blast the larger infected. This baby can take a hit, and certainly knows

how tobring the pain as well.

Armament Upgrade G0cp):New York i1is a dangerous place, so I understand why you would want more protec—
tion.This upgrade gives your tank heavier armor, so that the only thing that can damage it would be
Large class infected and above, and also has i1ts main turret replaced with a thermobaric cannon, so

that you can make those guys even more dead!




-

USS Ronald Reagan (600cp):Maybe you fucked up big time and the entire North American continent is in-
fected, or maybe you want to pick a fight with a small island nation, regardless of your intentions thié
modern carrier will be able to assist you with them.Besides all of the facilities and weapons it normally
has, it also comes equipped with 5 VTOL Jets and 3 helicopters, any upgrades added will stay with it between
Jumps.Comes fully manned, but only 10 crew members can leave the boat at any time.You can also fit ware—

house additions onto 1t aswell, 1f you would like.

Size (100cp): Size matters, a lot. So maybe increasing the size of this majestic steel creature by twice
its previous dimensions 1is a better idea than a normal person would think, right?

Defenses (100cp): For the things that you want to kill faster than they want to die, adding 1n extra
weapons and armor 1s a very obvious and safe solution.Adds 14 projectile artillery pieces @AA, Cannons,
Thermobarics, whatever), and thicker plating to your vessel.

Anti-Infested (100cp):From gouts of flames that could engulf a smaller vessel to bloodtox blowers that
make your ship a safe space, you can add an extra 6 non—-projectile weapons to your ship.Do not worry,

they will be able to reach the shore from a good enough distance.

USS RONALD REAGAN
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DRAWBACKS

You can only gain 600cp from drawbacks, unless you take Supreme Hunter or DESTROY US ALL! Which will
give 800 and 1200cp respectively.

Inefficient Runner and Hiveonly) (100cp): You need to consume twice as much biomass than normal to sus-—

tain yourself.

Glitch-In-The-System Non-Infected only) (100cp):Viral detectors pick you up as infected without a cause.

Expect tobe gunned down for Just walking down the street.

Unstable (Infected only) @00cp): Seems like you have a few issues with control. Keeping your body 1n the
same form for more than a few hours becomes incredibly difficult, and eventually you will give an obvious

tell of your power that will be noticed.

Sickly @00cp): Uh oh, it looks like your immune system shat itself when you got here.While you will not
die from the common cold, you will certainly bedebilitated by it, try to stay away from the infection, it 1is

for your own good.
Absolute Quarantine B00cp):You cannot leave New York City for theentire ten years you are here.

Targeted (B00cp): Maybe you smell great, like bacon, or maybe the entire hive hates your guts, either way
any and all infected will attempt to eat you during your time here, even your own.Companions are not af-

fected, but any infected they createwill be.

Perfect fit (600cp): He can sense it, your otherworldly nature, and he intends to take it for himself.Alex

Mercer knows of your abilities,andwill make you his primary target for your entire stay here.

Child Prodigy (600cp): In the normal timeline, Mercer absorbs Greene, and the hive falls into chaos until
Mercer decides to start the infection again.This will not happen, and somehow Mercer and Heller have an
offspring that is stronger than both of them in every way, and will spread the virus faster than either of

them ever can.



Supreme Hunter @B00cp): Near the end of Prototype, the Whitelight virus evolved into a being that took
traits from the infected that it assimilated, making it much stronger than even Alex Mercer was at the
time. Now that same virus instead has somehow infected you for a short period of time, and now possesses

all of thenon-magical powers you do, but with greater strength.You can run,but you cannot hide...

DESTROY US ALL! (1200cp): If you thought that the last few drawbacks were bad, then you will hate this one

even more. This drawbacks combines the Supreme Hunter and Child Prodigy drawbacks, plus access to the

warehouse is restricted.Good luck.

ENDGAME & FUTURE

Go Home

Seeing the men that become monsters, and the monsters that were always man can do a lot to you, so I re—

spect your choice i1f you wish to end your chain.You get towake up 1n your bed where you left off with eve-

rything you have gained.You earned it.

Stay Here

Maybe you think you can save this world, or maybe you en Jjoy the chaos.You will be here for the rest of your

days.

Continue On

It 1s time to continue your chailn, and see new places.Move on from here.



NOTES

Infected Notes

The infection spread is actively controlled, so donot worry about spreading the infection accidentally.
You can infect others with thevirus,but 99% of thosewill only die,not gaining the Prototype powers.

In order to consume sufficiently powerful beings, like superman and even Krillen you would need to have

defeated them first.If you donot then there is noway to consume them.

Evolved can command infected like you do, but your orders always reign supreme.

They are capable of acting against your own orders i1if they think that it will benefit you.
Infected companions cannot infect you or be damaged by Bloodtox .

Infected individuals who are created from a human host do not get the luxury of becoming a hunter, or any
advanced class.This i1s balanced by the fact that they are immediately usable, and do not need to go to a

hive to form.

Runners can eventually form any melee weapon, but buying the perk shaves off the amount of time to
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invent” it considerably.
All infected are functionally ageless and immortal, so long as they continue feeding.

Biomass info:Without biomass, there can benobio—weapon.You are able to store consumed biomass inside of
your body up to 100 times your current forms base mass. You are able to increase the amount of biomass
that you can store by spending twice the amount that you would gain. So by spending a cumulative 200

times your base worth of biomass you would increase your capacity to 300 times and so on.

Node Creation:Each size takes different amounts of time to create.
Small:1lday

Medium: 1week

Large:1month

Special: 3 months



General Notes

The people infected with the Blacklight and Redlight viruses are no longer human, and are in fact thevi-
rus gaining sentience and memories. If you wish to be infected with either of these you need to buy the

origin, or elseyou will fail the chain.

Provided you have the necessary perks and supplies, you can make other humans 1nto super soldiers.

While you could just steal any of the vehicles, purchasing them will grant them with infinite ammo, fuel,

and the ability to respawn if destroyed (3 months for the carrier, 1week for everything else).

The supreme hunter has all of the biological abilities that you do,meaning that they would have an alien
symbiote (like venom) but not a synthetic one (like symbiote from symbiote). This includes parasyte as

well, except theirs is not sentient like yours would be.



CHANGE LOG

Changelog

. Increased infected origin cost to 300cp

.Created Virus Creator perk for non—-infected
.Created Runner Rounds personal effect

.Allowed Carrier topurchase similar yacht options
.Changed Regeneration description

.Added Sickly drawback
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.Replaced My Mistake with SHTF Sensors
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.Removed More Than A Feeling, and replaced it with Keep Your Cool

9.Made a general Infected power list.

10 Slightly changed the Regeneration description

l11.Happy Halloween

12 Added Thermobaric Rounds

13 Changed the pricing of Bloodtox Rounds

ld Different rounds can have the effects added to them now.

15 Allowed purchase of Runner Rounds without the Non—-Canon Weapon purchase
16 Lowered the price of Hazmat Armor.

17 Increased Viral Detector and buffed it.



