
 

Terror 
Twisters 
 
Designed by Kevin R. Brown 
 
 
 
Dear you, 
 
 I offer my sympathies, apologies and regrets. In this letter 
rather than in person, because I fear it impossible that you and I 
should ever again meet. 
 
 In dealing with judgment for so long, it’s managed to mound 
a mighty debt upon me – and it seems that collections is on the 
way. My only hope now is that this letter is read – and 
understood, more importantly – before the rest of us share my 
owing.  
 
  
 He was right. It’s surprising how often young minds are. The 
volume was not so much a diagnostic as it was a warning. A clear 
and urgent distress beacon from a concerned past. 
 
 Our course and optimism were only natural – but it’s time to 
stop lacing our cough syrup with sugar. It’s too late for me; but 
hopefully the same truth doesn’t belong to you. Or everyone 
else. 
 
 
 What has happened cannot be undone, but what 
consequences lie on the horizon can surely be changed. If our 
actions are swift, perhaps amends can be made for the damages 
inflicted by our ignorance. 
 
 The Foundation is now in your hands. Whatever choices you 
make in light of news to come, my tools are now in your 
possession. 
 
 Choose more wisely than I. 
 
 
Regards, 
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Victor Midnight 

 
Background 
 
 
Chronology of the shroud 
 
August 29th, 1995 
 

President Victor Midnight of the Midnight Foundation went 
AWOL during regular business hours, never again to be seen alive 
by friends, family or co-workers. 
 
August 31st, 1995 
 
 The body of Victor Midnight is discovered in dumpster 
outside the Vincent Rush Public Library, disemboweled. Across 
town, in an only invisibly related incident, Spencer Hog is killed 
instantly when his delivery truck explodes without determinable 
cause. No eyewitnesses. 
 
January 2nd, 1997 
 
 Winter ends early. A severe electrical storm batters the 
western prairie provinces of Canada, inflicting widespread 
blackouts and igniting forest fires throughout Alberta and 
British Columbia. Rumors and hearsay begin to fly about office 
building employees disappearing from wings of their workplace 
where the emergency lights had burnt out, and firefighter crews 
dissolving into thin air after becoming briefly blanketed with a 
cloud of smoke. 
 No such reports are investigated seriously. 
 
July 11th, 1997 
 
 Explosions illuminate the night skies of capital cities 
across the globe as long-range ballistic missiles rain upon them. 
President Luc Tirmont of France was fatally wounded 
attempting to retreat from Paris. 
 The U.N. Buildings are razed at dawn in a carpet-bombing run 
by supersonic stealth aircraft of an unknown configuration. 
 
July 12th, 1997 
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 The coasts of the world’s continents are stormed by 
amphibious all-terrain personnel carriers of unknown design. 
The attackers, from no disclosed nationality, fought under the 
name of ‘The New Agenda’. War would be waged against them for 
six years. 
 
September 27th, 2003 
 
 Humanity turns to ash beneath a wave of nuclear fire when 
the Agenda secures the means to deploy the unconventional 
weapon caches they captured. Man becomes extinct in the wake of 
a global nuclear winter. 

 
Present Situation 
 
 The date of August the 31st has already past. Our founder, 
Victor Midnight, is beyond salvage – and the knowledge of the 
future to be is in the hands of evil men. The rest of our warnings, 
however, we can still heed. 
 We are the midnight foundation, formed December the 1st of 
1985 by Victor Midnight to police the activities of the Second 
Reality, as well as well as those informed of the Shroud of 
Significance and the information contained therein. To those 
concerned with only records and imagery, the foundation is 
nothing more than a well-established Grandfather Clock 
manufacturer. 
 The Second Reality is the equivalent of an echo of the 
universe as we know it – what we call the Prime Reality. Under 
the laws of conventional physics the existence of such an echo 
would be inconsequential, separated from us by an unbreachable 
barrier. Time. 
 Like all things, however, both the Prime and Second 
realities have their own mass, gravity and orbit. Given the 
proximity of our two universes, collisions were a frequent 
occurrence. Of course, due to the superior density of the Prime 
Reality, we went unphased by such incidents – while the Second 
Reality suffered catastrophic consequences. 
 Vortexes of quantum foam – ‘Terror Twisters’ – tore-up 
entire nations, terraformng the globe into a shattered chain of 
burnt-out islands. Humanity was faced with an ultimatum – 
adaptation or extinction. They chose the former. 
 In a matter of months, they accomplished what we could 
not have in years. Studying the vortexes from underground 
facilities, they learned not only how to defeat them – but how to 
traverse them.  
 ‘Sleeper Agents’ were laid among the masses of the Prime 
Reality; military volunteers trained to observe our way of life 
and capabilities from behind the mask of the faceless masses. 
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Sciences of the Second Reality then devoted themselves to 
besting (or, at least, countering) our military capabilities. The 
inevitable hope: to conquer and colonize the Prime Reality (or at 
least the Earth portion thereof), blamed entirely for the Terror 
Twisters. 
  Not every agent was sympathetic to the cause, however; 
and some set off to outright rebel against the goals of the 
Second Reality. Victor Midnight was one such individual. 

 
The Foundation 
 
 Behind the front, The Midnight Foundation is a large 
genetic reconstruction facility. Using volunteer rebels or 
abducted and sedated Sleeper Agents for base materials, we’ve 
manufactured a very respectable policing force of organic war 
machines. 
 In the past, our actions were merely reactionary – counter-
striking with the element of surprise at any major movement made 
by the Second Reality. This tactic changed in light of the Shroud 
of Significance. 
 Upon raiding a small party of Sleeper Agents, using a cult 
front to disguise themselves, The Foundation discovered a 
tapestry thought to be an agenda laid-out by the Second Reality 
in chronological order. It became obvious as time passed, 
however, that this artifact had been just as much a surprise to 
them as it was to us. 
 A perplexing map of the future, from no conceivable 
source, that would assist us in formulating our own plans 
against our enemies. Unfortunately, our approach had not been 
proactive enough until that point for us to realize just how far 
along in their plans the Sleeper Agents were – and Victor was 
murdered in an ambush while attempting to further research the 
Shroud; which was stolen in the same event. 
 For now, The Midnight Foundation is spreading it’s 
resources aggressively in conjunction with what knowledge 
they’ve deciphered, ensuring as best it can that those landmarks 
in time are never reached. 

 
The Sleepers 
 
 The physical and chemical differences between those of the 
Second Reality and those of the Prime Reality are nearly all so 
insignificant that there is presently only one way that we know 
of to find them in a crowd. Body heat. 
 A normal human body temperature falls somewhere near 
the range of 37 degrees Celsius, or 98.6 degrees Fahrenheit. Due 

PDF created with pdfFactory Pro trial version www.softwarelabs.com

http://www.softwarelabs.com


to having lived in a much warmer underground climate for a 
prolonged period of time, those of the Second Reality have 
adapted to having body temperatures around 47 degrees Celsius, 
or 116.6 degrees Fahrenheit. 
 By using thermal-sensitive satellite scans, we’ve been quite 
successful at discovering Sleeper Agent operations underway. 
 Generally speaking, those of the Second Reality can be 
expected to be better equipped than anyone from the Prime 
Reality is capable of. Breakthrough armor compounds, particle 
weaponry, micro-sized fusion power systems and advanced 
engineering techniques are all at their disposal. 
 Ties between the Sleepers and the Second Reality are 
always very close, and often the more resourceful of our 
enemies can be expected to see reinforcements materialized right 
out of thin air as they are sent through a Terror Twister into our 
world. No battle is s a simple one; though, as of yet, the Second 
Reality has been absolutely unable to successfully deal with the 
burden that we’ve been upon their shoulders. 

 
 
Player Set-up 
 
 
Squad Generation 
 
 Welcome to the Midnight Foundation’s Intervention Squad 
generation interface. All data entered into this terminal will be 
immediately transferred to the agent roster database for 
storage/cataloguing, and the entity growth/assembly tank for 
instantaneous gestation of your desired Intervention Squad. 
 
To begin the process, please enter an identity that you wish your 
team to be known by. 
 
 
)))...((( 
 
 
Thank-You. Your Squad’s name has been entered into the database, 
in case of future need for historical reference. 
 
Please wait while the Captain and Subordinate profile 
information is accessed… 
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Captains 
 
Captains are the elite agents that comprise the backbone of the 
Midnight Foundation. Each one is the head of a respective Squad, 
and while Captain numbers are kept to a tidy handful, each one 
wields an equivalent capability for destruction to that of 
several-dozen entities of any lesser formidability. 
 
 
 
Subordinates 
 
Subordinates are the personal guards of their respective 
Captain, wielding not nearly the power of their superiors - but 
still bearing a greater capacity for combat than most mundane 
entities. Appendages to the will of the Captains; but by no means 
cannon fodder. 
 
3 Subordinates are assigned to each Captain 
 
 
 
To start your Intervention Squad’s generation process, please 
enter an identity for it and it’s members… 
 
 
…Thank-you. 
 
 
)))...((( 
 
 
 
 
Squad Development 
 
Squad members are created using a refined and controlled 
genetic stimulus treatment, altering the biological growth 
coding in a given subject to maximize their output in a 
confrontation. Unfortunately, the treatment has limitations. A 
given organism can only tolerate the genetic tampering to a 
certain concentration, or their mutation will be too radical to 
allow them continued survival. 
 
Each Squad member has thus been given a tolerance point level, 
which may not be exceeded in it’s gestation. A Captain has a 
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tolerance point level of 50, while a Subordinate has a tolerance 
point level of 30. 
 
When developing a Squad, please take note of these tolerance 
levels. The interface will not allow you to over-stimulate A 
Squad member being created, and it would be a waste of materials 
to have an agent of your team 75% complete, only to reach the 
end of their tolerance point level. 
 

 
 
Development Procedure 
 

As a standard, each Squad member begins the gestation 
process as a simple, undefined humanoid organism – courtesy of 
willing Homo sapiens volunteers. 
 
A Squad member’s physical capabilities are divided into one of 3 
separate categories. Please initiate organism gestation by 
selecting the desired size from the menu below: 
 
 
Lightweight 
Agility: 8 
Strength: 4 
 
Cruiser Weight 
Agility: 6 
Strength: 6 
 
Heavyweight 
Agility: 4 
Strength: 8 
 
Thank you. Beginning genetic solution mixing and enhanced 
growth sequence… 
 
…complete. 
 
For the next stage of development, please design the Squad 
member’s anatomy by means of the following information: 
 
Bone and Tissue Protein Structure 
 
Squad member core anatomical make-up is comprised of softer 
tissues grafted onto a more solid skeletal structure. Select the 
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type of core design that will be best suited to the Squad member 
from the choices listed below: 
 
‘Generic’ Structure 
Soft muscle and fatty tissues supported by calcium bones. No 
deviation from the base human body structure – and no strain on 
the subject’s tolerance level. 
 
Cybernetic Structure 
Ultra-dense, artificially reinforced muscle and skin tissues 
supported by armor-laced steel bones. Key vital organs are 
replaced by super-alloy composed robotic duplicates. As well as 
straining the genetic tolerance level of the subject, 
considerable strain is impeded upon their immune system. 
 
Wounds may not be healed naturally by any Squad member with 
Cybernetic Structure, and they will slowly degrade over a 
mission’s course – accumulating 1 Minor Wound worth of decay 
for every round of combat (which may be healed as normal by 
outside forces). 
 
Provides a natural Armor rating of 6 
 
Tolerance Point Cost: 4 
 
Sludge Structure 
Viscous, drippy, organic ‘putty’ muscle tissues supported by ultra 
dense organic ‘rubber’ bones. The subject is not intangible or 
desolid – but is less phased by blunt impacts, and their tissues 
may envelop melee attackers. 
 
Any attacker engaged in melee combat against any Squad member 
with Sludge Structure will become ‘stuck’ if they strike or are 
stuck by said Squad member – unable to move, attack or defend 
themselves for 1 Round. 
 
Provides a natural Armor rating of 4 
 
Tolerance Point Cost: 4 
 
Tissue Protein Properties 
 
The external tissues of A Squad member’s body are it’s most 
important feature – protecting it from physical trauma, 
affliction from disease and direction intrusion from chemicals. If 
you so desire, the Squad member currently being processed may 
have their tissue proteins augmented in they ways offered in the 
menu below. Please select the desired Augmentation(s), or move 
on to the next generation process: 
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Spike Augmentation 
The Squad member’s bones are hardened and elongated into 
edged protrusions on strategic portions of their body. These 
spikes significantly improve the melee combat efficiency of any 
Squad member. 
 
+2 damage inflicted by any hand-to-hand attack. 
 
Tolerance Point Cost: 2 
 
Optional Addition: Barbs 
 
The Spike protrusions on the Squad member’s body are ended with 
barbs – compounding damages inflicted upon a target when they 
are torn from a wound. 
 
Duplicates any Wound after it has been inflicted by a hand-to-
hand attack. 
 
Additional Tolerance Point Cost: 10 
 
Super Dense Proteins 
All of the Squad member’s tissue proteins are artificially 
densified to an extreme, making them far hardier against physical 
trauma. Although far from impervious, their skin should have the 
integrity equivalent of industrial-grade steel. 
 
Provides an additional 2 to the Squad member’s natural Armor 
rating. 
 
Tolerance Point Cost: 2 
 
Organic Armor Layering 
 
The outermost layer of the Squad member’s skin protein may 
optionally have natural, organic armor genetically grafted over 
it for additional protection against physical trauma. The options 
for Organic Armor Layering are listed in the menu below. Please 
select the desired Organic Armor Layer(s), or move on to the 
next generation process: 
 
Exoskeletal Carapace 
A hardened ‘shell’ of natural armor, very similar to the one worn 
by most invertebrates. It is extremely resilient to impacts of any 
kind, and heals as if it were any other tissue protein. 
Unfortunately, it also hinders their movement – being awkward 
around the joints. 
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Any Squad member with an Exoskeletal Carapace has their total 
Action Points divided by 2. 
 
Provides an additional 8 to the Squad member’s natural Armor 
rating. 
 
Tolerance Point Cost: 8 
 
Bone Plating 
Hard, thick plates of bone are developed on strategic areas of 
the Squad member’s body. These plates have similar qualities to 
modern bullet-resistant ceramics, and heal themselves just as 
any other tissue would when damaged. 
 
Provides an additional 4 to the Squad member’s natural Armor 
rating. 
 
Tolerance Point Cost: 4 
 
Cerebrum Population 
 
A Squad member may be given any number of heads up to 3. Please 
select the number of heads that you wished to be installed on 
your Squad member, using the information in the menu below: 
 
Single-Headed 
This is the ‘default’ option. It will put no strain on the Squad 
member’s tolerance level, and provide no unique bonuses. 
 
Double-Headed 
A Squad member with 2 heads may process thoughts and complete 
analysis at more than twice the pace of one with a single head. 
More timely reactions and quicker movement. 
 
Any Double-Headed Squad member is given an automatic bonus of 
+3 to any offensive or defensive action. 
 
Tolerance Point Cost: 8 
 
Triple-Headed 
A Squad member with 3 heads may process thoughts and complete 
analysis with more than 3 times the pace of one with a single head. 
Even faster reactions and movement! 
 
Any Triple-Headed Squad member is given an automatic bonus of 
+6 to any offensive or defensive action. 
 
Tolerance Point Cost: 16 
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Jaw Alterations 
 
Any Squad member may optionally have their jaw strengthened 
and altered for purposes of changing it into a weapon. If you 
wish for any jaw alterations to be made, the available options are 
listed in the menu below. Please select the desired Maw 
Enhancement(s) for the Squad member currently being 
processed, or move on to the next generation process: 
 
Carnivorous 
Large, squared jaws complete with steel-laced razor-edged 
teeth. Awesome power for ripping meat from bones – with the 
potential to tear right through modern body armor! 
 
Any Carnivorous Squad member may make a biting attack against a 
grappled target. The bite has a damage factor of +2, and will 
remove any wound of any type of choice from the biter. 
 
Tolerance Point Cost: 6 
 
Super Predator 
Long, slender, snout-shaped jaws. They carry the power to bend 
steel beams or crunch right through military armor, and are 
lined with 5” teeth – each with the strength equivalent of heavy 
industrial metals. 
 
Any Super Predator Squad member may make a biting attack 
against a grappled target. The bite has a damage factor of +4, 
and will remove any 3 wounds of any type of choice from the 
biter. 
 
Tolerance Point Cost: 10 
 
Optional Addition: Tusks 
 
A pair of long, curved, steel-reinforced tusks emerge from either 
side of the Super Predator Squad member’s snout – allowing for 
increased close combat efficiency. 
 
They may be used to Gore any grappled target – and have a damage 
factor of +1 in doing so. Any Gored target is considered to be 
impaled upon one of the tusks. No more than 1 target may be 
impaled upon either tusk. An impaled target cannot act or defend 
themselves, and will accumulate 1 Wound each turn until they 
die or are removed by an outside source. The Squad member is not 
impaired from movement or action in any way after having impaled 
opponents in this fashion. 
 
Additional Tolerance Point Cost: 4 
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Appendage Population 
 
A Squad member may be given any number of arms up to 6. Please 
select the number of arms that you wished to be installed on 
your Squad member, using the information in the menu below: 
 
One Pair 
This is the ‘default’ option. It will put no strain on the Squad 
member’s tolerance level, and provide no unique bonuses. 
 
Two Pairs 
A Squad member with 2 pairs of arms has much fuller 
coordination – and obviously, twice the appendages to work 
with. Lethal unpredictability in combat. 
 
Any Four-Armed Squad member may make 2 actions for the Action 
Point cost of 1 action, and may grapple up to 2 targets at once. 
 
Tolerance Point Cost: 8 
 
Three Pairs 
A Squad member with 2 pairs of arms has even better 
coordination – and three times the appendages to work with! 
Extremely lethal unpredictability in combat. 
 
Any Six-Armed Squad member may make 4 actions for the Action 
Point cost of 1 action, and may grapple up to 3 targets at once. 
 
Tolerance Point Cost: 16 
 
Natural Weaponry 
 
Any Squad member may optionally have their generic hands and 
digits genetically transformed into fierce natural weaponry. If 
any such weaponry is desired, the available selections are listed 
in the menu below. Please select the desired Natural Weapon(s) 
for the Squad member currently being processed, or move on to 
the next generation process: 
 
Molecular Talon Natural Weaponry 
Molecule-thin edged super-alloy laced talons grow from the 
fingertips of each of the Squad member’s hands. These weapons 
allow the Squad member to penetrate through any degree of 
armor hardening without slowing. 
 
Squad members with Molecular Talons completely ignore any 
armor of any target that they strike with a hand-to-hand attack. 
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Tolerance Point Cost: 6 
 
Modified Crustacean Pincher 
Instead of hands, the Squad member wears supernaturally 
strong crustacean pinchers, lined with titanium steel and 
capable of grinding most metals into fine particles. They are 
designed for the utter evisceration of any target. 
 
Any target grappled by a A Squad member with Pinchers will 
continue to accumulate a Heavy Wound each turn until they 
struggle free or die. 
 
+2 damage inflicted by any hand-to-hand attack. 
 
Tolerance Point Cost: 12 
 
Tail Appendages 
 
A Squad member may optionally have up to 3 tails developed on 
themselves to defend or attack from their flanks. If you desire 
to install one or more tail(s), the available selections are listed 
in the menu below. Please select the desired number of Tail(s) for 
the Squad member currently being processed, or move on to the 
next generation process: 
 
One 
One tail; other than having a tail in itself, no unique bonuses are 
granted. 
 
Tolerance Point Cost: 4 
 
Two 
Two tails – both able to attack or defend for the Action Point 
cost of 1 tail. 
 
Tolerance Point Cost: 8 
 
Three 
Three tails – all three able to attack or defend for the Action 
Point cost of 1 tail. 
 
Tolerance Point Cost: 16 
 
Tail Weapons 
 
Every tail requires that 1 weapon be selected for it. If you did 
not choose to develop a tail on the present Squad member, skip 
this phase of development and proceed to the next. Otherwise, 
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select any 1 desired end for any number of your Squad member’s 
tails. 
 
Bone Knob Tail Weapon 
A tremendous club of solid bone rests at the end of this tail. It 
may apply an acute degree of crushing pressure against any 
surface – the equivalent of an industrial wrecking ball. 
 
The tail has a damage factor of +5. 
 
Tolerance Point Cost: 0 
 
Elongated Spike Tail Weapon 
A tail with 4 hardened bone spikes growing out of either side of 
it’s end, each laced with steel – and both strong and sharp 
enough to puncture modern plated armor. 
 
Any target struck with this tail that has less strength than the 
Squad member is considered to be Impaled upon one of the spikes. 
No more than 1 target may be impaled upon each spike. An impaled 
target cannot act or defend themselves, and will accumulate 1 
Wound each turn until they die or are removed by an outside 
source. The Squad member is not impaired from movement or 
action in any way after having impaled opponents in this fashion. 
 
The tail has a damage factor of +2. 
 
Tolerance Point Cost: 0 
 
Venomous Stinger Tail Weapon 
At the end of this tail rests a long, curved stinger- similar to that 
which ends the tail of certain arachnids. It is linked to several 
internal sacs of very potent paralysis venom. 
 
Any target struck by this tail will permanently lose 2 Action 
Points from their total. If a struck target has no Action Points 
remaining in their total after being stuck, they are considered 
comatose. 
 
The tail has a damage factor of +2. 
 
Tolerance Point Cost: 0 
 
Performance Enhancement 
 

Various stimulus treatments and steroid administrations 
may be introduced to any Bio Squad member’s muscle tissues 
and/or cerebrum to artificially enhance their inherent dexterity, 
strength and/or stamina beyond the human maximum. Please 
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select the desired Enhancement Treatment(s) for the Squad 
member currently being processed, or move on to the next 
generation process: 
 
Physical Load-Bearing Strength Enhancement Treatment 

All of the Squad member’s muscle tissues are subjected to 
genetic accelerated growth and steroid treatment. The 
resulting load-bearing capacity of the subject is increased 2-
fold, often breaching the barrier of possible human capability. 
 
Strength is multiplied by 2. 
 
Tolerance Point Cost: 12 
 
Spatial Geometry and Reflex Enhancement Treatment 
A Squad member’s sense of spatial geometry is sharpened to 
absolute acuteness, installing a nearly ‘6th Sense’ of all 
objects and movement around them. Additionally, the mental 
processors and joint ligaments are artificially altered to 
develop an unprecedented reaction and reflex time. 
 
Action Points are increased by 50%. 
 
Tolerance Point Cost: 8 
 
Internal Chemical Productions 
 
Uniquely designed chemical production organs and hormones 
may be developed within the Squad member’s vital organ 
structures. If such offensive chemical deployment is desired for 
development, the menu below lists all choices available to you. 
Please select the desired Chemical Production Gland(s), or move 
on to the next generation process: 
 
Highly Volatile Combustion Fluid Chemical Production Gland 
This process involves the development of 2 special organs; the 
fluid-producing factory within the esophagus, and a spark-
generating gland at the back of the throat. Additionally, the 
Squad member’s tongue, gums and other mouth tissues are coated 
with a layer of fire-retardant skin, and it’s teeth are replaced 
with super-alloy metal counterparts. The procedure allows the 
Squad member to spew the equivalent of napalm from it’s mouth 
at will – projecting the burning fluid over a distance of meters. 
 
Enables the Squad member to spew napalm at a target up to 3 
spaces away. The napalm has a damage factor of 10. 
 
Tolerance Point Cost: 10 
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Fast-Acting Sedative Chemical Production Gland 
Thin, hollow ‘spines’ or ‘needles’ are artificially grown on the 
Squad member’s shoulders – each linked to a powerful sedative 
producing gland. The spines may, at will, be fired in clusters at 
targets some meters away. Any living organism struck by the 
spines will be entirely immobilized for a short period of time. The 
spines re-grow themselves and replenish themselves with 
sedatives; but not quickly enough for the Squad member to 
continuously disperse them for shorter periods of time. 
 
Any Squad member with Fast-Acting Sedative Chemical 
Production Glands is armed with a maximum of 4 spine-clusters at 
a time, which may be fired upon a target up to 5 spaces away. After 
1 cluster has been fired, it will require 2 turns to ‘rearm’ itself 
before it can be fired again. Any living target struck by a spine-
cluster may not act or defend themselves for the next 2 turns. 
 
Tolerance Point Cost: 5 
 
 
Now that the Squad member’s anatomy has been constructed, 
please install their skill caste by modifying the 2 attributes 
below. 
 
Both attributes starts at a value of 10, and you are given 12 
points to reduce each by. Neither attribute may be reduced to 
less than 1. 
 
 
FIGHT à10 
DEFEND à10 
 
 
Thank you for contribution to the Midnight Foundation. 
 
The generation interface will now close, until further use is 
required... 

 
 
 
 
Game MECHANICS 
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Combat 
 
Turns and Phases 
 

Prime Reality runs on a turn-based system of play. Each 
player is given a round position (1st, 2nd, 3rd, etc…), determined 
by the combined Agility of all members within their team, and waits 
for their round of play to come-up before making any actions. 
After a player has finished their turn, the player whose round 
comes next in numerical order does their thing, and the process 
continues/repeats. 
 

A player’s turn is devoted to 2 phases- the reaction phase 
and the action phase. At the beginning of their turn, a player first 
makes any moves for their forces that are in response to actions 
taken against them. Any and all defensive actions fit under this 
category. 
 

After you’ve finished defending yourself against whatever 
assaults were necessary to do so against, it’s you’re turn to 
start showin’ ‘em some moves with your forces- after which point, 
things progress to the next player’s round. 
 
 
Actions and Action Points 
 

Prime Reality is a diceless game. 
 

All actions (with the exception of basic movement) are 
performed by means of a team member’s inherent attributes and 
modifier points called Action Points. 
 

Each Captain and Subordinate has Action Points equal to 
their Agility x2 (plus any bonus Action Points gained through any 
unique pieces of anatomy). In order for an action to be attempted, 
it’s performer must spend Action Points equal to the value of the 
attribute that the action falls under. For example, if you wanted 
a Subordinate to parry an attack made on them, and they have a 
Defense attribute (which parry falls under) value of 3, they’d 
have to spend 3 Action Points for a basic parry attempt. 
 

After spending sufficient A.P. to reach the basic 
requirements for a given action, a team member may choose to 
spend any additional points from their pool that they wish to add 
a bonus value to their action. For instance, using the above 
example, if the Subordinate were to spend 6 AP for the parry, the 
parry would be made at +3. 
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Action Points are replenished to all members of a team at 
the end of any of their player’s reaction phases- so, when playing, 
remember: points spent on actions will still be spent when you 
next have to make reactions. 
 
 
Attacks and the Damage Factor 
 

A Squad Member may attack anything directly in front of or 
beside it with a basic hand-to-hand attack, anything in front of or 
beside it that is within range of an available ranged attack 
(counting spaces vertically and horizontally – never diagonally) 
with that attack, and anything beside or behind them with a tail 
attack (if they have a tail). 
 

Each type of attack has a damage factor. A hand-to-hand 
attack’s damage factor is equal to the attacker’s Strength, plus 
any anatomy modifiers – as is any tail attack (remembering that 
modifiers for hand-to-hand attacks do not apply to tail attacks). 
Ranged attacks have their own separate damage factor. 
 
 
Damage and Wounds 
 

If an attack is successfully made against a target, it’s 
damage factor is viewed under 2 lights. First, it is compared 
against the total armor value of it’s target. The total armor 
value is that of any natural armor it may have, plus any additional 
armor it may be wearing. If the damage value is less than the 
armor value, the attack is given a penalty of -10 (but being 
reduced no lower than 0). If the damage value matches the armor 
value or exceeds it by 4, it is given a penalty of -5. If the damage 
value exceeds the armor value by 5 or more, no penalty is given to 
it. 
 

Once the damage has been compared against the target’s 
armor, it is compared against the target’s Strength. Damage 
values lower than the strength total produce Light wounds. 
Damage values that match or exceed the strength total by 4 
produce moderate wounds. Damage values that exceed the 
strength total by 5-9 produce heavy wounds. Damage exceeding 
the strength total by 10 or more produce a mortal wound, 
instantly sending the target for a nap beneath the dirt. 
 

A target is considered incapacitated/dead once they have 
accumulated the following number of each wound type: 
 
 
LIGHT: 6 
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MODERATE: 4 
HEAVY: 2 
 
 
A list of Actions: 
 
Defense Actions (Available to all characters) 
 
Dodge: A Dodge is the simply action of throwing oneself out of 
harm’s way. In order for a Dodge to succeed, the defender must 
make a Defend action that matches or exceeds the attacker’s 
offensive action. 
 
After making a Dodge, however, the defender forfeits their 
Action Phase for that turn. They spent all of their effort 
getting out of the way. 
 
Parry: A Parry is the action of deflecting an attack with a 
countering blow. It is a better defensive action to Dodge, if it can 
be taken, as it does not require the defender to forfeit their 
Action Phase for that turn. Like a Dodge, a Parry requires the 
defender to make a Defend action that matches or exceeds the 
attacker’s offensive action to succeed. Unlike a Dodge, however, 
a Parry must exceed a ranged attack by 5 if it is to succeed in 
defending against it - and a Parry cannot be used to defend 
against Grabs. 
  
Fight Actions (Available to all characters) 
 
Attack: An Attack is the use of a fist or weapon (Natural or 
otherwise…) to inflict damage upon an adversary. An Attack 
requires a Fight action to be performed, and can be defended 
against by a Dodge or Parry that matches or exceeds it’s value 
(Unless the attack is ranged, in which case a Parry needs to best 
it by 5 to defend against it). 
 
Some attacks may not be parried at all - or may inflict special 
conditions upon the target (such as blast of napalm-breath). 
These attacks will be dealt with on a case-by-case basis by the GM. 
 
Targeted Attack: A targeted attack allows one to aim at a 
specific part of an adversary’s body. It requires a Fight action of 
+5 to be commenced, and follows the same guidelines for an 
attack thereafter. 
 
The effect of a targeted attack on a specific body part should be 
resolved by the campaign’s director on a case-by-case basis. 
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Unique Defense Actions (Actions that are available to any Player 
– but not to most normal enemies) 
 
Block: Shielding oneself with a grappled target. They absorb the 
incoming damage. 
 
If the grappled target is killed, any excess damage is lost (not 
directed to the blocker). 
 
Counter: Attacking an aggressive target before they can land 
their own blow. This requires the expenditure of 2 defensive 
actions, plus any modifier the attacker gave their attack. 
 
A counter may not be defended against. 
 
Unique Fight Actions (Actions that are available to any Player – 
but not to most normal enemies) 
 
Grab: A Grab is the act of, well, grabbing an adversary- locking 
them in a grapple. It requires a Fight action to be made, and 
cannot be Parried. While an opponent is grappled, they cannot 
move away or perform normal actions. They can, however, break 
free of the grapple on their action phase by use of a Fight action 
at +10. 
 
The initiator of the Grab cannot perform regular actions while 
grappling an adversary either. They may only perform those 
actions that are listed below *or those granted to them by 
special pieces of anatomy): 
 
Lift - Hoisting the grappled opponent into the air, to tote them 
about. It requires a basic Fight action to be performed, and may be 
resisted by the victim if they match or exceed the Fight action’s 
value with a Defense action. 
 
Twist - Wrenching an arm of the grappled opponent to the point 
of breaking. This action, obviously, cannot be performed more 
times than the opponent has arms. It requires a basic Fight action 
to be performed, and may be resisted by the victim if they match or 
exceed the Fight action’s value with a Defense action. 
 
Throw - Tossing the grappled opponent a distance- most 
effectively, off a ledge or into a hazard. It requires a Fight 
action to be performed, and you must have already successfully 
performed a Lift on your grappled opponent before throwing 
them. A Throw cannot be resisted. 
 
The distance that a grappled target may be tossed is equal to the 
Squad Member’s Strength. 
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Disarm: Ridding an adversary of a held weapon of any type. 
Kicking, Wrestling or Slapping it to land on the ground a few 
feet away. 
 
The distance the weapon travels is equal to the attacker’s 
Strength. 
 
Tackle: Forcing an opponent to a prone position on the ground, 
where they would lay far more venerable to attack. A 
successful action knocks the opponent to the ground without 
damaging them, sapping-away 1/2 of their current AP in the 
process. 
 
Strangle: Squeezing/crushing an opponent’s throat with the 
intent of depriving them of air until they fall unconscious. For 
every turn that it is held on a defender, the defender in question 
is inflicted 1 Minor Wound and loses 2 of their current AP (and 
do not refresh their pool at the beginning of their reaction 
phase). After they reach 0 current AP, they are considered 
comatose. The defender must spend a defensive action to break it. 
 
 Generally speaking, common sense should also be observed 
when resolving combat results. Stationary vehicles or turrets 
cannot dodge attacks, for example. 

 
The Grid 
 
 As a text-based game, Prime Reality combat would be very 
hectic and perplexing if not organized into some form of visual 
representation. By using fixed-width font, this can easily be 
achieved by constructing an ASCII map – or, in this case, ‘The 
Grid’. 
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The Grid can be as large or as small as the campaign director 
desires for any given scenario, and blank spaces of regular 
terrain should be defined with a period. Thus, a 10x10 grid with 
no special features of any kind would look something like this: 
 
 .......... 
 .......... 
 .......... 
 .......... 
 .......... 
 .......... 
 .......... 
 .......... 
 .......... 
 .......... 
 
 Any symbols, representing obstacles, enemies or player 
squad members, should be clearly labeled beneath the grid: 
 

..=....=.. 
 ..=....=.. 
 .L=....=L. 
 ..=....=.. 
 ..=....=.. 
 ..=.J..=.. 
 .L=....=L. 
 ..=....=.. 
 ..=....=.. 
 ..=....=.. 
 
 Lamp Post : L (Liftable / Throwable - Obstruction) 
 Sidewalk  : = (Liftable / Throwable) 
 Jail-Bait : J 
 
 Ranges on The Grid are measured by counting vertically and 
horizontally; never diagonally. Positions are defined as follows: 
 

..=....=.. 
 ..=....=.. 
 .L=....=L. 
 ..=....=.. 
 ..=.1..=.. 
 ..=3J3.=.. 
 .L=.2..=L. 
 ..=....=.. 
 ..=....=.. 
 ..=....=.. 
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 1 is directly in front of Jail-Bait, 2 is directly behind Jail -
Bait, and 3 is directly beside Jail-Bait: 
 

1111111111 
 1111111111 
 1111111111 
 1111111111 
 1111111111 
 3333J33333 
 2222222222 
 2222222222 
 2222222222 
 2222222222 
 
 1 is the portion of the battle in front of Jail-Bait, 2 is the 
portion of the battlefield behind Jail-Bait and 3 is the portion of 
the battlefield beside Jail-Bait. 
 Let’s take this information, and say that Jail-Bait had a 
ranged attack with a range of 3: 
 

..=....=.. 
 ..=....=.. 
 .L=.R..=L. 
 ..=RRR.=.. 
 ..RRRRR=.. 
 .RRRJRRR.. 
 .L=....=L. 
 ..=....=.. 
 ..=....=.. 
 ..=....=.. 
 
 Anywhere marked by R is where Jail-Bait can fire at. If 
something is listed as an obstruction, it will block one’s life of 
fire for one space in the direction that corresponds with the 
region of the battlefield it sits in for the shooter: 
 

..=....=.. 
 .x=....=x. 
 .L=....=L. 
 ..=....=.. 
 ..=....=.. 
 ..=.J..=.. 
 .L=....=L. 
 .x=....=x. 
 ..=....=.. 
 ..=....=.. 
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 Even if his ranged attack would otherwise cover the entire 
battlefield, Jail-Bait could not fire at X. 
 Each participant of combat may move spaces equal to their 
Agility on the grid each turn. 
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