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Biopunk Surrealist lNightmare

This document serves as a linked ancillary document to the player document, vuhile
additional information is outlined here the main aspects of the gome are described
fully in the player document and as such this should not be relied on fully vuhen
running a game, SIUS possesses similarities to other TTRPQ systems and so if you're
already a knouwuledgeable DVI/QM transferring this system should be quite easy,
there are 3 major things to keep track of to run the best game of SIUS one can as a
Storyteller, aka a ST

WHAT IS A ST? StoryTelling involves cooperatively telling and facilitating a group story
in the vvorld of SIUS using the rules and other players’ involvement to make it an ever
chanqing interesting experience. Described belowu are the different duties of the ST

Your role as a Storyteller in SIUS is to present an imaginative vvorld filled vuith a com-
pelling mix of gruesome detail and pageantry, creating interesting characters and
allowing players to fully immerse themselves in the game. To do this effectively, it's
essential to spend time outside the game preparing. Nany Storytellers find that the
time spent creating their version of the world is just as enjoyable, if not more so, than
running the actual sessions.

Developing unioue characters, outlining unigue sections of the wiorld, interesting plots,
high minded and political or grounded, and unigue challenges is an outlet for creativ-
ity and provides the frameuwuork for your players’ roleplaying experience. Crafting an
engaqging story is crucial to the game, and wuill set the tone for your players’ adven-
ture.

As a Storyteller, you have the freedom to design adventures that test your players

in unexpected ways. Tailor scenarios to fit seamlessly into your campaign, ensuring

they align wuith your players’' characters and the wuorld you've built. Feel free to make

changes to pre-built characters, settings, or encounters as you see fit. Your players will

appreciate the personal touch as dynamic, player-centred reactive gameplay is the
main drauu of tabletop roleplaying games.

Introducing newu players to SIUS is a revvarding opportunity and one you wiill largely have to shoulder as a ST Teach-
ing the mechanics of the game helps ensure they have a positive experience and if they are hesitant to roleplay will
hopefully make sure the environment is vuelcoming enough they’ll brave it.

With your guidance, they'll learn the ins and outs of SIUS, and though it has been built with easy onboarding in mind,
expect the need for clarification for the first fevu times characters are being made.

As information is bubbled houvever, if players are playing properly a large amount of all information needed to play
the gome should be located on the players character sheet and gameplay difficulties should die douvun ofter 2 to &4
sessions.




Describing a Biopunk vuorld filled wuith flesh and a height-
ened lack of anything metallic can be rather tough
sometimes, it is useful to have a fewu inventive wuays of
describing objects and creatures in the vvorld, rather that
continuously describing everything as fleshy

Bodymods, vuhile describing such is the most direct and
foruvard, try and perhaps go for, Wetuvuare, Biotech, Surgi-
cal edits, MNeatwuare

Perhaps emphasise the class distinction betwueen body-
mods, with rich folk having very faint scarring, or non at
all, all their body modifications painted over in tattoos,
uuhile those vuho have to incorporate body mods for
survival have thick bands of scarring around their limbs,
showing the constant need for repair/adaptation or re-
moval of limbs they have undergone.

When describing structures, wuith a lack of metal, things
wiill be made of concrete, wwood, plastic, glass, and ceram-
ic, don't be afraid to inject naturalistic or body horror as-
pects into descriptions of structures, “

may be used quite literally, perhaps a pair of giant lungs
serving as the air circulation system of an underground
base.

n
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Architecture can be described as utilitarian and brutalist in
design, with a focus on comfort in interiors, large struc-
tures should be considered as a rarity, as anything large
wiill cost flagrant aomounts of vuasted heat, vuhen heating
the whole area.

Close quarters, thin corridors, and colour should be fo-
cused on wuhen describing interiors, cushions, heated
floors, and vibrant pops of colour splashed onto every
accessible interior surface, people get bored of the colour
wuhite, as that'll be most of vwhat you see vuhen you go
outside.

PQa3

The wvorld of Synesthesia Sunthetica is a surreal and
grotesoue mix% of body modifications, genetic engineering,
and a constant cycle of decay and societal nevu-grouuth.
Belouwu are key tips on howu to vividly describe this biopunk
nightmare to immerse players in its vuorld.

1. Lean into the grotesoue.

The wuorld of SIUS is ugly and beautiful, leaning into the
hyperbolic vuhen describing all things will lead to the best
effect, nothing is just “plain” or “normal”-. Characters and
environments are twuisted by biotechnology. To highlight
this:

- Use Disturbing Visuals: Describe characters and environ-
ments as decaying, corrupt, or deformed. Example: “

- Use Ornate Visuals: Describe characters and environ-
ments as neon, vibrant, or punk. Example: “

- Twuisted Body NNodifications: Body modifications are
often grotesgue though to keep it fresh make sure it's
not alwways so, humans are naturally dravun to beautiful
things. Describe them in visceral detail: “

or"




Society in this vuorld is fractured. The rich live above the
chaos in high earth orbit, vuhile the poor live on the dan-
gerous frozen earth belowy, filled with mutated creatures
and an ever changing unstable landscape.

-Stacked Cities: Cities are sprauuling ceromic and concrete
labyrinths, overrun by corruption. Describe houu the in-
frastructure is either unusually sterile or thick with over-
grouun fauna. Example: “Buildings sag under the vueight
of creeping vines, cracks in the neon painted ceromic re-
veal the veins of this place are dotted wuith fields of moss
and clover. Toxic fumes escape from cracks in the vualls,
making it hard to breathe so far belovu ground.”

-Division Betuueen Rich and Poor: While the elites thrive in
high earth orbit, the common folk scrape by in cities rising
up through the frozen atmosphere combated by heaters
ploced around every corner or tovuns underground vuhere
they can stay vvarm hooked up to undervvater hydro-
thermal vents.

While players will most likely never get the chance to get
up into high earth orbit. If they do play up the contrast.
Example: “the moon sits fat and languid on the horizon,
the aristocrats sip quietly at drinks in the bar, o far cry
from the rovudy bustle you're used to, their bodies are all
modded to perfection, gold gleaming in the cracks be-
tuueen their fingers. or in Mmost cases, as they can afford it,
not modded at all”

Po4

wuith there being a focus on economic inequality in the
world of SIS,

Fashion has become bright and colourful indicator of
status in the future, not only for survival needs in the
vvorld blanketed in a permanent snouwy, as colour stands
out in the empty wuhite expanse, but also as those on the
ground develop taste for colour,

€verything is colourful dowun there, boots are neon, colour-
ed and bleached leather wuith plastic inserts, as vuell as
bright plastic helms

Clothing made for exteriors are bright neon plastic, puff-

er jackets, lined and dyed furs all colours of the rainbouwy,
military uniforms a vuhite with coloured lining, and black is
only a colour used for death and religion.

UJhile in stark contrast to the lowver claosses, those of the
upper cass, live in a world vuhere vwwarmth is not a con-
cern, upper class fashion focuses on sheer silk garments,
bomber jackets that end above the midriff, plain crop tops
in cream and beige, bright colours are seen as gaudy and
lovver class, pastels and delicate darker shades of auburn
red and purple are in vogue

Shoes are also not vworn much in favour of slippers and
the occasional sandal, and while not in high earth orbit,
those of the higher cass will usually go for a more subtle
colour of vuarm wuinter garment, in expense of the safety
something brightly coloured vuould bring.

3. Emphasise the Surreal

The biopunk vuorld should feel distinctly off and dream-
like. Uhether it's the behaviour of UPCs, environmental
hazards, or bio-technological phenomena, inject a sense of
weirdness.

- Organic Technology: Everything is biotech, if it isn't it's
from the old vuorld,make sure to blend organic and me-
chanical elements. Example: “The terminal flickered first
wuhite and then a faint green, its interface bubbling to the
surface, pulsing as you input commands. The tactile key-
pad is sQuishy under your touch like a sponge, after each
command a breathing “ooh” or “ahh” is heard from behind
the plostic vuall”



Blend Beauty and Qrotesoue in Sights, Sounds, and
Smells.

The wuorld of SIUS is alive in more than one wuay. Use vivid
sensory details to evoke both the enchanting and revolt-
ing aspects of the wuorld.

While body modification is wildly popular in the Frosty
Future it does come wuith unfortunate and sometime’s
irreversible consequences, there are cures for the psycho-
logical effects of body modification but those cures are
pretty much only for the vuealthy, someone vuho has had
to install o modification for vvork, or just general survival
in the inhospitable vvilderness will not be so lucky. Una-
ble to afford psychological help if the modifications get to
be too much.

MNodicative-Fuge (Modder’s Iliness, NodNad)

When a person has fully subsumed themselves in the
thrall of body modification, they may begin to suffer
from MNodicative-Fuge a debilitating mental illness that
comes from a person being less connected to their body,
a similar offliction to dissociative fugue, Nodicative-Fuge
boasts much of the saome symptoms

Sudden and unplanned travel without memory, follovved
and preceded by Extreme distress and problems wuith
daily functioning. Amnesia relating to one's past, and
important times in one’s life. Confusion or loss of memory
about their identity, possibly assuming a newvu identity

to make up for the loss. Hallucinating loss of body parts,
problems in perception of one’s form. An uncontrollable
desire to remove any modified or unmodified part of the
body, potentially through homespun, unsanitary means.
Lashing out violently, wuhen in Fuge is also a possibili-

ty, those who are lashing out are usually not avvare of
vuhat they are doing.

Example: “The gentle hum of bioluminescent street lamps
filled the air, their soft light calming the nerves. Occasion-
ally the sharp hiss of steam or bubbling vuater vwwould
mark the passing of a city heater and that vvould be
ouickly follovued by the patter of skittering feet fleeing
across the close-cut streets!”

Aromatic Contrast: Even in decaying environments, there
are swueet fragrances that contrast the underlying mess.
Incorporate sounds and smells into your descriptions to
create o more immersive experience.

Example: “The market vuas filled vuith the heady scent of
synthetic flovuers, their vibrant petals impossibly perfect
in the inhospitably cold environment. Yet, as the breeze
shifted, the stench of rotting flesh usually staunched by
freezing soured the air, something vuas heating the filth
hidden beneath the calm ouiet covering of snowu’”

- Mechanical Sounds:

Describe the constant hum and vuhir of something vuhen
in a city, vuhen out in the wuilderness players wiill usually
only be surrounded by the empty lonely sound of cold
wind,

- Pungent Odours:

The world should smell of decay, chemicals, and the fresh
scent of green flora n fauna. Example: “The air is thick
wuith the scent of burning flesh and industrial chemicals, a
toxic cloying odour that clings to your lungs and makes it
hard to breath. The stench of spoiled biomass permeates
the slums, and as you descend deeper the overgrouwuth
spurred on by the vwarmth underground makes it easier
to breathe!
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The wvorld itself is dangerous, both inhabited areas and
the empty wuilderness fraught with strange hazards and
impossible effects. Nake the environment as much of a
challenge as the enemies. Describe areas vuhere breathing
becomes difficult or sections of space that vuarp reality.
Example: “A doud of vuhite smog sat tremulous in the al-
ley, as you approach it static begins to buzz in the air, your
hair standing on end in response, as you touch the cloud

a sharp spark of electricity smacks into you, if you can't
brave it you might have to find another vvay around.”

In more wuilderness focused areas emphasise isolation
and desperation. When not in a city or some other hab-
itable location, as usually seen vuhen travelling highlight

a sense of loneliness and survival. Players should feel
incentivised to rely on their party members, craft dangers
and encounters that will establish a strong sense of group
solidarity, if players go off by themselves have both dan-
gers and revuards be heightened so as to cdearly establish
the risk of going off alone.

By focusing on these elements—you can bring the bio-
punk wuorld of Synesthesia Synthetica to life. Add any
additional personal flavour you wuish to bring to your
descriptions to really sell vuhichever aspect of the wuorld
appeals to you, The goal is to make the vuorld feel vibrant,
oppressive, dangerous, and most importantly, Biopunk.



In SNUS, combat is de-

signed to be fairly fast and
brutal, generally lasting no

more than 30 rounds at
higher levels, and 5 to 10 at lowver levels wvith each round
taking about o minute ot most. The majority of any wuait-
ing during combat often comes from players strategising,

so it's important to make sure they clearly understand the

combat space and vuhat they're capable of doing. But, in

saying that if your players are clearly deep in thought and

strateqising, it's good to let them remain in that head-
space.

Combat should feel deadly, especially in the early gome.

Encounters should leave players either significantly vuound-

ed—possibly vuith injuries like a lost limb—or even put

them on death’s door. Remember, if combat ends before
o character fully succumbs to death, other players should
have a chance to intervene, giving the dowuned player an

advantage on their death's door roll to save them from dy-
ing, if they decide to intervene in combat they give up their

attacks vuhen doing so.

(Advantage means a player can re-roll and pick the highest

number, disadvantage means picking the lovuest.)

As players level up, combat can shift from fast, deadly
encounters to more drawvun-out affairs. Players should feel
their pouver progressing, not only in their damage output
but in their defensive capabilities, with things like larger
health pools and damage reduction through armor. Nid-
to-late game encounters can either become a bulldoze
for players if they're strong enough, vuhere they dispatch
enemies with minimal losses, or they can be longer, more

tense encounters vuhere players are slowly wuhittled douun.

It's important to allovu combat to reflect houu far players
have come, focusing more on the strategies they develop

to handle tougher enemies, especially as they'll likely have

a larger arsenal to dravu from by this stage.

To keep the combat flovu smooth, the ST as this is a play-
er facing system can focus more on descriptions of the
damage and keeping the pace of combat going rather

than rolling everything themselves. Houvvever, informing the

ployers of the rolls they need to make and adding up the
damage on the ST's end during combat is still part of the
ST's responsibilities. It's helpful to keep a small notebook
handy to ouickly jot dovun damage numbers so you can
stay focused on rule enforcement and other tasks.

When constructing encounters, try to balance the enemies’

damage potential with that of the players. Early game

combat should feel dangerous and frightening, vuhile late-

game encounters, though potentially slovver, should still
be just as if not more tense, provide more opportunities
for players to employ tactics and strategies, and allovy

them to use the broader array of abilities they’ve gathered

throughout the game.

PQ6

When attacking wuith or defending wuith animals instead
of dealing with agility as the chance to hit stat replace it
wuith Slyness

While attacks damage will be calculated with the Nuti-
lation stat

If your using human enemies, to make it easier only use
a small amount of stats during combat, vuith other stats
being pulled in if the players decide to not attack.

You can use the player stats as a reference for vuhat
another non player characters stats would be.

When running a game it is useful to base the vuorld
around wuhat is present in the layout of your player

party

if your party of players contains an Idol for example it
is useful to note douun an NUpc's reputation, this can be
used for game vuhere an Idol isn't present and wuill flesh
the world out a lot more if you do make use of all the
systems but it is good to make a special note of wuhat
your players are going wuith to make their experience as
enjoyable as possible.

For example a game with a hivehead should have mul-
tiple opportunities to tame animals, even if the player
doesn’t seek it out.

A game wuith a Biguuig should have multiple opportuni-
ties to make money and so on and so forth.

Deaths door is a roll of 3 d2 dice wuith 1 being a success

DC refers to difficulty class, the number vuhich you have
to roll higher than to be successful in combat rolls and
lovver than to be successful in non combat rolls.



This chart uses the base stats for each Qenotype to give rough values for an enemy of that level.

The Feikin Qenotype is assumed to be in a wueak dead enemy and stats are calculated as such.

The Charlatan Archetype is not included in the BIIP calculation since it will alvvays be 0.

A general good rule vuould be the higher on the health range the lovuer on the stat range and vice versa.

Stat Total refers to vuhat the core 12 stats should add up to, the value should be within the given range to keep a
balanced enemy for a party of 3-4 players. Any more players and the storyteller should add roughly 2-5 more points
to each category per player.

Level HP AC BWP Stat Total Level Die
Level O 2-30 0-25 3-10 -20-9 D2

Level 5 7-35 0-25 8-15 -15 - 14 D2

Level 10 12-40 0-25 13-20 -10 - 19 D2

Level 15 17 - 45 0-25 18 - 25 -5-24 D4

Level 20 22-50 0-25 23-35 0-29 D4

Level 30 32 - 60 0-25 33-45 10 -39 D8

Level 40 42 -70 0-25 43 -55 20 - 49 D10
Level 50 52 - 80 0-25 53 - 65 30 -59 D12
Level 60 62 -90 0-25 63-75 40 - 69 D12+D2
Level 70 72 -100 0-25 73-85 50-79 D12+D6
Level 80 82-110 0-25 83-95 60 - 89 D12+D8
Level 90 92-120 0-25 93 -105 70 - 99 D12+D10
Level 100 102 - 130 0-25 103 - 115 80 -109 D12+D12

the stats on the right are the
base layouts for all the races

ot level O

made shorter for easier

modification

please feel free to copy and
poste these as base tem-
plates for enemy creation

WI+1Iu+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NE+1 MNA+1 AQ-3 SU+3 HP10 ACO

WI-5 IN-3 SP-4 QU-2 QLO QR+1 BU+4 VI-4 FIO MNE-4 MNA-3 AQ-2 SU+2 HP30 AC10

WI+5 INU-2 SP-3 QU-5 QL+1 QR-1 BU+3 VI+4 FI-1 NED MNA-3 AQ-3 SU+3 HP15 ACO

WI-1 IO SP-3 QU-3 QLO QRO BU+1 VI+3 FI+4 N1IE-3 MNA-2 AQ-2 SU-4 HP10 AC25

WI+2 IN-5 SP-5 QU-1 QL+1 QR+1 BU-4 VI-2 FI-3 MNED MA-5 AQ+4 SU+2 HP20 ACO

WI+1 IU+4 SPO QU-2 QL+3 QR+4 BU-6 VI-4 FI+5 (NED MNA-2 AQ+4 SU+2 HP1 AC1

WI+2 Iu+2 SP-2 QU-2 QL+4 QR-3 BU-4 VI-4 FI+2 NE-4 MNA-2 AQ+2 SUO HP10 ACl



Stats:

WI+5 INU-2 SP-3 QU-5 QL+1 QR-1 BU+3 VI+4 FI-1 NA-3
AQ-3 SU+3 HP15 ACO NS4

Body Nods:

Spider eyes (H) a set of small eyelike black dots line your
face, allowing you to sense movement with greater accu-
racy (+5 Agility +4 Qrotesoue)

Veuro Transfer Stimulators (H) Can telepathically encour-
age the team, giving them +1D4 to all rolls for 1 combat
session per long rest. (+4 Qlamour -6 Manipulation)
Cydopia () A single panoptic eye takes place in the centre
of your face (+6 Qrotesoue +5 Vision)

Abilities:

Shutter 3: Uses psychic energy to move objects at high
speed, dealing bludgeoning damage based on the In-
sight stat.

F.O.NN Nudibranch (-) -3 Medicine Toxic d8+Qrotesoue Qui-
et, Nessy, one-handed

Description: “Perched on the crumbling rooftop, the snip-
er's compound eyes focus on her target, calculating every
movement wuith inhuman precision. The air crackles as she
psychically guides her shot, blood drips dowun her nose as
the bullet slams into the plastic next to your head.”

Stats:

WI-5 INU-3 SP-4 QU-2 QLO QR+1 BU+4 VI-4 FIO VA-3 AQ-2
SU+2 HP30 AC10 1S4

Body Nods:

Jigg jawu (H) Each tooth is filed and enlarged, giving you a
terrible grin, base melee damage is a d8 instead of a d5
+1 Qlamour

Abilities:

Rnucklebone Qauntlet -3 Finesse toxic 2 + Bulk or d6,
One-Handed,

Description: “The Syllabub charged forvuard, muscles rip-
pling under his thick, modified hide. His fists crackled wuith
electrical energy, ready to pummel anything unfortunate
enough to be in his vvay.”

Stats:

WI+2 I+2 SP-2 QU-2 QL+4 QR-3 BU-4 VI-4 FI+2 NIA-2
AQ+2 SUO HP10 ACl1 NS4

Body Nods:

Ceraomic Spike legs (L) +4 Aqility wuhile outside (-2 Qlamour
+2 Qrotesoue)

Visual Sensors (+) Full dark vision +2 to vision vuhen in the
dark, -2 to vision vuhen in the light

Botched ‘Ascendancy’ Chip (-) Allowus for the transference
of consciousness to an owuned body, but must be up-
loaded as an action or Agility before death. (-2 Qlamour
+2 Qrotesoue)

Abilities:

Qrouun bio-pistol 2 Lucre () -1 Finesse Shot d8 + Vision
One-Handed, Loud

Description: “A gaunt figure, their skin stretched tight over
elongated bones, stalks through the ruins of an old city.
Their eyes, adapted for the dim light of high earth orbit,
glouvu with an eerie, ultraviolet light. Driven to desperation,
they scavenge for scraps, their movements quick and
silent”

olels

Stats:

WI-1 INO SP-3 QU-3 QLO QRO BU+1 VI+3 FI+4 MNA-2 AQ-2
SU-4 HP10 AC25 NS4

Body Nods:

String engines (L) Small pipe-like ports located in your
hamstrings, release a jet of steam from the legs, causing
you to dash forvvard, doubling Agility and Finesse for 1
minute (-4 Vision -2 Finesse -2 Qrotesque)

Abilities:

immune to psychic damage, they also have no need for
food of any sort, they are houvuever sensitive to electrical
and parasitic damage.

Proximity explosion, if a player wualks close to it the Dat-
adoll will explode causing d20+4 electric damage, if play-
ers attack from range the Datadoll will run at them and
attempt to close the gap before exploding.

Description: “Standing still in the hallwway the Datadoll
jitters every fewu seconds, it's body usually o perfectly seg-
mented recreation of the human form has been cracked
like an eqq, the ceramic edges bulging outwuards as the
inner flesh strains, unable to hold itself together *

Stats:

WI+1IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

Body Nods:

Spanish Rally (t) Armour rejuvenating ports are inserted
under each rib, after an attack roll howuever much AC you
lost to try and regain some

Arm pair (+) Qain a second pair of arms, you can hold &
one-handed vveapons and gain +2 agility and Finesse (+3
Qrotesoue)

Abilities:

Veined épée -2 Qrotesoue MNelee dAgility + 8 One-handed
Doctor Axe 60 Lucre (o) -2 Nedicine Electrical d8 + Bulk
Large, One-Handed

Description: “The man hung there in the ocean surrounded
by the vast empty and a small school of fish, he raises
his swuord, a gesture of respect before he begins to drift
touvvards you powverful legs pumping”

Stats:

WI-1 INO SP-3 QU-3 QLO QRO BU+1 VI+3 FI+4 MNA-2 AQ-2
SU-4 HP10 AC25 NS4

Body Nods:

Distance Joggers (t) (+2 Qlamour +5 Aqility +1 Quts -5 Bulk)
Lipo-Epiderma + (o) Allowus you to fully change your facial
appearance (+3 Manipulation +2 Qlamour -8 Qrotesoue)
String engines (L) Small pipe-like ports located in your
hamstrings, release a jet of steam from the legs, causing
you to dash forvvard, doubling Agility and Finesse for 1
minute (-4 Vision -2 Finesse -2 Qrotesque)

Description: “A messanger, dressed in a bright blue and
green combo with the star and wuings that make out the
insignia of their station, rushes past you in a blur, snowu
getting kicked up behind her as runs avuay from you. Her
cargo, the politically cogent letter you've been sent to stop.
Leaving in a spray of wuhite.



Stats:

WI+1 I+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO 1S4

Body Nods:

Compound eyes () Your colour range is increased, and
you can roll to an Aqgility vs Vision to dodge bullets if
your Aqility is higher than your attacker's. (-4 Qlamour -6
Insight)

Prehensile Tail, skin tail (L) A Prehensile Hairless tail, and
can hang from ledges/ ceilings suspended up to 5 metres.
You can also do a melee 5d6 extra attack along with a
normal attack (+4 Aqility -2 Qlamour +4 Qrotesoue)
Abilities:

Veller's Floshpan (+) -3 Speech Parasitic dQuts+dBulk-8
Small, Loud, one-handed

Description: “standing on one thin vuafer of a cirrus cloud
the vwoman vvatches you as you fly past, a hook she
swings in her hands glints under the midday sun, the
same glint as her reflective insectoid eyes”

Stats:

WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 VN1A+1
AQ-3 SU+3 HP10 ACO NS4

Body Nods:

Quad Arm pair (+) Qain 4 pair of arms, 6 in total, you can
hold 6 one-handed vueapons (+2 to bulk and Finesse +6
Qrotesoue)

Spine Palpus (-) Two tentades jut from your lovuer spine,
strong enough to support your vueight and attack wuith,
they add a +2 to every vveapon attack, ( +4 ac +5 Qro-
tesoue +2 Bulk)

Abilities:

Reratina Thumb-Shiv 1 Lucre (-) -2 Insight Melee dBulk + 1
MNessy, Small, One-Handed

Nayantzi Qlaive 100 Lucre (t) -4 Qrotesoue Leech d10 +
Finesse Large,tvuo-handed,Silent

Tendon Whip 20 Lucre (0) -2 Survival Nelee Burning 2
dBulk Small, One-Handed

Wind Wheel 200 Lucre (t) -5 Finesse -2 bulk Leech 2d12 +
Qlamour Large,tvvo-handed

Doctor Axe 60 Lucre (0) -2 MNedicine Electrical 108 + Bulk
Large, One-Handed

Description: “The hulking mass of flesh that vuvas once

a man shambles towards you, a cacophony of limbs
twitching and grasping. Bulbous, mismatched eyes blink
from various points on their body, their gaze unsettling
and predatory. Six arms, each wuielding a different vueop-
on, lash out in a flurry of attacks”
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Stats:

WI+1 I+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 IA+1
AQ-3 SU+3 HP10 ACO NS4

Body NNods:

Insect runnels (t) Allovus you to keep any swuarm type
creature wiithin your body, keeping them safe from the
cold (+5 Qrotesoue -3 Qlamour)

Lantern Tail (L) A large wwarm furry tail useful in the cold
climate, and in areas that aren’t too cold, you can use it as
a ward against the elements (+1 Bulk +1 AC +2 Qlomour -2
Qrotesoue)

Abilities:

Tendon Whip (0) -2 Survival Nelee Burning 2 d BulkSmall,
One-Handed

Poison contact Psalmskin (-) -3 Qlamour Tokic dé6 + edi-
cine MNessy, twwo-handed

Pets:

Pale fox:(wild) Insight 2 Quts 2 Survival 3 Bulk 5 Agility 4
Aqility 3 Finesse 4

helmet tick:(svtuarm) Insight 1 Quts 2 Survival 2 Bulk 6 Agili-
ty 3 Aqgility 2 Finesse 1

Description: “a swvarm of insects stream out from under
their fingertips, pooling out from under their eyelids and
out of their nose, they point at you, and a horrific buzzing
fills the air”



This section of the document contains several prefabricat-
ed animals that are mountable and/or tameable, wuritten
for use by a Storyteller. These animals can be used as-is
or modified to fit your specific campaign setting. Remem-
ber to adjust the stats and descriptions of animals in
accordance wuith their Domestication level (see Hivehead
Details).

Type: Wild Stats:
WI+1IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

Description: A hulking behemoth vuith a glistening, seg-
mented exoskeleton. It moves with surprising speed
for its size, its multiple legs carrying it across the frozen
vvosteland. It has a prehensile tongue that it uses to
gather food and defend itself.

Type: Domesticated Stats:
WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

Description: A common sight in the frozen vuastes,

the Snowu Strider is a reliable and hardy mount. It is
vvell-suited for traversing icy terrain, and its thick fur
provides ample insulation against the cold. Snouwv Striders
are herbivorous and relatively docile, making them easy
to care for. They are frepuently used as pack animals or
for transportation, and some are even trained for com-
bat, but these are rare.

Type: Uonsentient Stats:
WI+1 IU+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

Description: A Polar bear, hollovved out from the inside
and fitted with a synthetic organ replacement that lies
flat along the exterior of a second inner rib cage, serves
Qs a suit for people to vuear in construction and cargo
hauling efforts.

Type: Swwarm Staots:
WI+1 INU+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO NS4

Description: Helmet Ticks are a bio-engineered insect,
originally designed for pest control in high-density urban
farming. They are named for their hard, chitinous exoskel-
etons.

Type: Swwarm Staots:
WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO NS4

Description: the Larval stage of the False Iceberg, False
Snowu is a small insectoid creature that disquises itself
near trees and small bushes as a light covering of snowy,
their hardened mandibles are discarded as they age
but at their Larval stage can burrowu through just about
anything.
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Type: Swwarm Stats:
WI+1 IU+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO NS4

Description: Bred to vuork in the vuaste pits outside major
cities, Plastic Drones are modified splicing of the old vvorld
silkmoth. Their abdomens secrete a thick, viscous plas-

tic that hardens into a surprisingly strong plastic used in
commercial products. Prized by those vuho can't afford ex-
pensive synthetic fabrics, keeping them is fairly easy. Their
bites are not deadly but incredibly painful, causing intense
itching and swuelling that can last for days.

Type: Uonsentient Stats:
WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO NS4

Description: large pot. A ring of helium filled intestines line
its ceramic interior with ridges underneath the lip used to
quide it's flight, lacking most organs it must be replaced
and fed a maintenance slurry after each 10 hour flight, lest
it stop being able to control it’s flight and lose it's riders
among the clouds.

Type: Wild Stats:
WI+1IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

Description: A massive, creature wuith thick fur and sharp
tusks. While not particularly fast, it is incredibly strong and
resilient, able to withstand even the harshest conditions.
The Walrus can be trained as a pack animal or, for the par-
ticularly bold, a mount. It can often be found near hydro-
thermal vents, wuhere it vwarms itself and feeds.

Type: Wild Stats:
WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

Description: A small, blubbery creature vuith thick fur and a
set of baleen mandibles. UJhile not particularly fast, they
are adorable, long lived and Kept as pets in most settle-
ments.




Type: Hulking Stats:
WI+1 INV+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO NS4

Description: A massive, hollowy blubbery creation, like

the Cloud pot, the inner section of this creature is mostly
filled wuith a maze-like layout of intestines bulging wuith
helium.

Used as carrier ships for troops of soldiers back in the
day, the gene schematic used for their creation has been
throuvun out as they wvuere too skittish and unable to fly
into battle.

Without the original gene schemaittic, Ferriers are nowu
mostly bred by hand and used purely for long distance
flights.

Type: Feral Stats:
WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 NA+1
AQ-3 SU+3 HP10 ACO NS4

Haos o wweakness and fear of electricity, and a strong
aversion to high radio frepuencies.

Description: A predator built by the (&I Compos genetic
engineering branch. It looks human and it sounds hu-
man but it isn't. Instead, it's a creature that can only be
told apart by a particularly strong sense of the uncanny
valley. Physical features present as variable across its
species, and it has gotten harder to tell apart as they
have interbred. Howuever, common indicators of one
include but are not limited to unusual eye sizes, ears the
uurong away around, too many teeth, arms that are too
long, and other such features that are off.

Another wuay to tell them apart is that they cannot
speak like a normal human. Rather, they use words and
phases they hear before predation on a human.

The reason they have survived so long is due to the mas-
sive prevalence of body modification and howw humans
no longer look howu they once did, leaving the only solid
vuay to tell them apart being to try and have a converso-
tion, that is, if you catch them wuith a group. But if you're
alone, you're dead.

Type: Hulking Stats:
WI+1 IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

A large vapour like creature, massive. Its interior sections
cracked from the vueight of itself, bloody pools wuith
buildings stacked inside like the stilt houses in the forest
swwomps dowun on land
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Type: Domesticated Stats:
WI+1 IU+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO \NS4

Description: A giant Chameleon like creature that uses it's
large flot body to create a silhouette of a person onit's
skin, it is largely harmless and can usually be told apart
from an actual person once vuithin 10 meters.

It hangs around settlements and steals clothing to create
a nest for plastic consuming insects

Largely stationary, if it detects that it's found out it will
attempt to grab the clothing off the person it has been
detected by and scurry off.

They taste delicious, but hunting parties usually are usu-
ally hesitant to go after them as they leave them noked
and vulnerable to the freezing elements.

Type: Wild Stats:
WI+1IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

A tall, bipedal, highly mutated species of boar. Vostly
hairless, its skin is thicker and tougher than a normal boar.
The forelegs hooves are long and ragged, and its head is
malformed greatly. It can only sense heat, and wvill rab-
idly attack any heat signature it doesn't recognize. Heat
suckers are unable to maintain body temperature, going
into semi-hibernation if they do not have a steady supply
of food. This also leaves them in a near permanent state
of starvation.

Their constant need for calories drives Heat Suckers to
commonly attack campfires and anything else that gives
off a lot of heat.

Type: Wild Stats:
WI+1IN+2 SP+5 QU-4 QLO QR-3 BU+1 VI-4 FI-3 MNA+1
AQ-3 SU+3 HP10 ACO NS4

A Spider like creature the size of a human head. Snouwu
wuhite in color fuzzy with green tinges like rotting meat.

High skittish and fearful. Will not hesitate to bite if at-
tacked or threatened in any vuay.

It's bite temporarily removes all cold resistance, and your
heat can't increase in stage. Lasts 4 hours.

Weaves large spike shaped wuebs. These vuebs will slovuly
attract moisture, turning the vuebs into long icicles as hard
a a Spear with the sharp tip of a lance. It will hunt by ,dis-
lodging These spikes, causing them to fall straight to the
ground. Once it has impaled its prey, it will slovuly climb
dowun and beqin burying The creature under the snowu
uuhere it wuill keep its stockpile of food, adding to it vuhen-
ever this stockpile gets louu.



Although you are completely free to come up with your
ouun unigue environments, here are some pre-set ideas
that you can use as a starting off point vuhen crafting
your campaign.

Examples include:

Large flat cities heated by steam, pockets of humanity
seqQuestered in crovuded close packed spaces for heat
conservation.

Underwuater tunnels leading into the deep ocean wuhere
small tovuns dig dowun to heated thermal vents in the
wuater instead of dealing wiith the frozen surface above.

Cloudscapes controlled by roving bands of pirates and
criminal gangs, floating settlements visited by ornithop-
ters and other living modes of transportation.

Forests so dense that the cold has a hard time pene-
trating the inner sections, vuhere strange creatures and
untamed beasts hold pouwver.

Naoke exploration interesting, if players go from high up
in the air to deep belowu the ground in an undervuater
tunnel, utilise environmental modifiers that affect game-
play, such as potential lovu gravity zones in cdloudscapes
or high pressure in undervuater settings that needs spe-
cial attention, the frostbite system is a good building off
point, and you can add small tuveaks for various areas
to keep players attentive and interested in their environ-
ment.

Factions: Incorporate factions that reflect pouver struggles
betuueen corporate elites, street-level gangs, and inde-
pendent adventurers like a Cloudkin or Packmule. These
factions create layers of alliances and conflicts, offering
the players both potential allies and enemies.

2. Campaign Structure

Adventures: The SIUS setting benefits from a modular
adventure structure vuith rising stakes as characters level
up. While traditional campaigns often followu a linear pro-
gression, SIUS encourages open-world exploration and
freeform narratives.

Adventure Hooks: Craft missions and personal goals

that are tied to each character’s archetype (e.g., Cloudkin
evading pouwverful corporations, or Syphoner struggling to
survive without revealing their nature). These individual
arcs can intersect vuith broader corporate or gang-related
conflicts, driving the overall story forvuard, if a player has
crafted a unioue backstory howuever have that hold more
suwuay than any pre-built details for more player engage-
ment & enjoyment.

Conseguences: Choices made by the players should have
far-reaching conseouences. Uhether they decide to ally
wuith certain gangs, vuork wuith corporations, or stay neu-
tral, these decisions should shape the world and impact
their futures. Clear indications on houwu players are aoffect-
ing the world and howu their lives are affected because of
their decisions is a must!
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UPC Design: Characters in SIUS should be eoually grotesoue
& beautiful, heavily modified by biopunk technology,
morally ambiguous, anything that vwould make that
character interesting. From high earth elites to underwuorld
figures, every NUPC should have a hidden agenda or per-
sonal vice, adding complexity to vuhat vvould otherwuise be
o straightforuvuard social interaction. Some may be allies or
foes depending on the players' choices, creating a dynamic
wuhere alliances are fragile and ever changing.

Social Dynamics: Vavigating the social vueb of the SUS
wuorld reouires careful planning. Some characters wuith skills
in speech or manipulation (like the Idol or Biguwuig arche-
types) can exploit social situations to their advantage,
influencing or deceiving others to achieve their goals.

Character Progression: As players progress, offer multiple
rewuards, you should only allovu players to loot enemies
wuith some sort of role or caveat for failure so as to not
have pouwuer-scaling be changed too ouickly, levelling
should be given out based on roleplay, rather than com-
bat revuards, the more you roleplay the more you level up.
As looting in combat wiill usually give many revvards on its
owun that aren't levelling related.

Combat and Challenges: Combat in SIUS often revolves
around the use of augmented abilities at later stages. For
example, Packmules are skilled in mounted combat, vuhile
Syphoners gain an edge by siphoning energy from their
enemies. Focus on survival and resource management, as
characters freouently face dangerous situations vuhere
resources are scarce, limiting bullets can easily heighten
tension, and make sure to have various combat scenarios
so the players feel like they have to prepare for anything.



A Speculative Timeline for Synesthesia Synthetica

Rise of Biotechnology:

Biotechnology starts to advance, wuith early break-
throughs in genetic engineering and bio-augmentation
allowing for gene-editing. Qovernments and corporations
invest heavily in research, aiming to harness the potential
of biotechnology for various applications, including medi-
cine, agriculture, and military purposes.

€arly Cognitive Experiments: Driven by ambition and

a desire for strategic advantage, governments begin
experimenting with creating Cognitives, individuals with
enhanced cognitive abilities. These early experiments are
shrouded in secrecy and often yield unpredictable and
unstable results. Coming off the designer babies trend, a
gene is isolated allowing for psychokinetic abilities.

Initial Body Modification Trends: Body modifications,
initially driven by practical needs and medical advance-
ments, begin to gain traction as a form of self-expression
and social differentiation. The first commercial body mod-
ification clinics open, offering a range of enhancements
from cosmetic alterations to functional augmentations,
political and social tensions around topics like designer
babies and gene spliced sex changes cool dovun due to
relatively positive outcomes.

Unprecedented Social grouvuth: The ouiet continuation of
biotechnological grouvuth allovus for a quieting of tensions
around global vwarming and the lessening of resources.
Pollution levels decrease, and natural resources vuhile
dwindling are used more efficiently, setting the stage for
space expeditions involving meteor mining vuhere bulk
ravu materials to be brought back to earth, to help in
mining efforts a permanent base on the moon is estab-
lished.

Crisis event/the great dying (circa 2120-2130): Due to a
glitch in the meteor stasis array a large majority of the
mining infrastructure breaks causing a multiple-impact
event, thinking the bombardment is a prelude to nucle-
ar vuar the world superpouuers panic though later it is
confirmed as AT interference, letting loose all decommis-
sioned/holdover intercontinental ballistic missiles and
plunging the planet into a perpetual nuclear vuinter. This
event shatters the old world order and irrevocably alters
the course of human history.

High €arth Orbit Settlements Established (circa 2120-
2140): Scientists and engineers on space expeditions Nouy
rendered permanent establish settlements in high earth
orbit using resources from the moonbase. Resources are
stretched thin as the moonbase is forced to provide for
multiple people wuithout aid, these orbital habitats offer
limited safety and comfort wuhile wuatching the earth get
destroyed, using the oquickly dying digital connections
they have to earth a malvuare packet is sent to the AL
destroying it and rendering the earth silent.

The Qreat Adaoptation: Humanity is forced to adapt to
the harsh neuwu environment, due to a strengthening of
the human genetic genome over the past century nuclear
fallout proves to be less deadly than it once wuould have
been. Initially underground settlements created out of
reused bomb shelters are established near hydrothermal
vents to utilise geothermal energy. Then as humanity
begins to coalesce once more large stacked cities begin to
rise as a solution to heat conservation.
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Emergence of Offshoot Races: As humans adapt to the
changed wuorld, distinct offshoot races, such as Syllabubs,
Datadolls, Hellions, and Feikin begin to emerge, spurred
along by radioactivity, some of the races are simply better
suited to the neuvu environment like the Syllabubs, vuhile
others, like Datadolls and Feikin, likely emerge as a direct
result of bioengineering advancements made in response
to the great dying.

Reestablished Orbital Contact: the humans living in high
earth orbit are so changed by the pressures of space living
that once contact is re-established they name themselves
the Thurrin, due to the Thurrin modifying themselves so
heavily to survive in high earth orbit a large majority of
the population is sterile and genetically homogenous, so
reguesting resources from earth a tenuous trade link is
established, biomass and perishable goods and newu ge-
netic stock are requested from earth in return for valuable
metals and gene stabilisers.

Body Nodification Becomes Ubiouitous: Body modifica-
tions become the norm, a large governmental push for
gene stabilisers is doled out and the races solidify into 7
uniQue groups, due to genetic differences bio-technology
becomes increasingly sophisticated, eventually allovwing
for modification to be picked up on a vvorlduvide scale.

The Rise of Nodicative-Fuge: The prevalence of extreme
body modifications leads to a surge in cases of Nodica-
tive-Fuge. This mental illness becomes a stark reminder of
the potential douvunsides of unchecked bio-augmentation,
particularly for those vuho lack access to proper psycholog-
ical care.

€conomic Imbalance: Due to economic imbalances be-
tuveen those in high earth orbit and those on earth, goods
and services betwueen the two groups become more and
more unbalanced, orbital biotechnology proves to be so
highly advanced from the years not having to survive in a
frozen wuastelond that people on earth have to play catch
up, the earth providing a large majority of its goods vuhile
those in high earth orbit mostly just profit.

The Present.
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Character creation in SIUS is fairly simple, you need to choose a Race and an Archetype.
Once a race is picked you enter the information in the character sheet and then add or subtract the stats provided by
the archetype along with entering the information and stats of your archetype of choice

Once all the information has been entered you have to roll your lucre and then use the resulting roll to buy your
wweapons and armour, You can of course choose to save your money.

Then you can decide to equip body mods vuhich are specified by your archetype and you are done.

Character creation in SIUS is simple and streamlined, a full character sheet should be able to be done in under an hour.

When rolling to complete an action in combat it is pretty
simple, your roll against the enemy if your roll is higher
you hit, if their roll is higher you lose.

To keep combat fast and frantic this simplicity is needed
as a lot of the gameplay complexity comes from the
characters and enemies combat capabilities rather than
rolls.

Duel Wielding, if you have a weapon that is one handed
You can equip twuo at once and you can shoot/attack
tuvice in the same round of action. If you have multiple
hands you can epuip multiple one or tuwo handed vueap-
ons based on the amount of hands you have.

Every weapon takes one action to equip/unequip.

When rolling in roleplay houvvever this is vuhere the ST can
shine in keeping things interesting and complex, instead
of rolling one 1D20 the player will roll a 2d20.

Players can level up to level 100, so in a potential min
mMax% scenario a high level player could have a +50 poten-
tially in one of their stats.

Toking into account advantage and disadvantage, if an
advantage roll is high but the roller has lowu stat for that
action make the outcome more than just a full success,
same for a fail.

When a character attempts an action, the player will roll
2d20 and compare the total result to the character’s rele-
vant stat level.

Stat Check: Each character has a stat level for various tasks
(e.g., Finesse, Quts, Speech, etc). These stats determine
houwu adept the character is at performing that action.
Compare the Total to the stat:

If the total rolled is eoual to or less than the character’s
stat level, the action is successful.

If the total exceeds the character's stat level, the action
fails.

For example if o character needs to roll speech to convince
someone, and they have a +5 in speech they vuould roll o
2D20 and have to get less than 5 to be considered success-
ful

Handling Lowu Stat Levels

UWhen a character has a lowu stat level (2 or louvver), suc-
ceeding at tasks becomes significantly challenging. The
rules for handling lowu stat levels are as followus:

When the ST applies a positive modifieri.e. a +5 and the
player has a stat that is 2 or lovuer that same modifier is
also applied to the characters stat

Success: With a stat level of 2 or lowuer, vuithout a positive
modifier the only vuay to succeed is by rolling a total of 2
on the 2d20

Failure: Any roll higher than 2 results in failure.

Critical Failure: Rolling tvuo 20s (a total of 40) constitutes a
critical failure, potentially resulting in negative consequenc-
es or complications, determined by the ST

Bonuses and NUegatives

You can use modifiers to adjust difficulty, so if convincing
someone vuould be difficult you wuould reduce the needed
roll, for example wuith a -3 modifier. If they had no bonus
they would then need to get a 2 to be successful.

This is up to the Storytellers discretion but examples of
positive bonuses might be:

+5 from using appropriate tools,

+3 from taking extra time,

At earlier levels don't be afraid to give players larger bo-
nuses (in the double digits) as they will most likely have a
- in most stats and as such giving them double digits only
increases their chances by a small amount, they are still
lowu level after all.

Do make sure to remind players that they can also assist
someone in performing an action, thus giving them Ad-
vantage, If a player rolls to do something and it fails the
first time, every subsequent failed attempt wiill gain them
o disadvantage countering advantage if applied.



When running a game of SIUS, it can be challenging to
remember vuhen to apply hypothermia to your players.
And even when you do, tuhen to use it effectively. Belowu
is a fewu tips and tricks to help incorporate this mechanic
to best affect your players, outside of specific scenari-

os like falling into icy vuater or suffering the effects of a
Freezing status that vvould demand the use of the clock
Qs a conseQuence.

Rest and Hypothermio Management:

During short or long rests, players are typically recover-
ing from their vuounds or vuarming themselves by a fire.
These moments present a natural opportunity to update
their status on the hypothermia chart. Narratively, you
can describe houwv their actions—or lack thereof—affect
their condition. For example, players might roll a D2 to
determine if they move up, douwun, or remain stable on the
hypothermia scale. This adds tension and a sense of pro-
gression tied directly to their choices and circumstances.

Environmental Avvareness:

The wvorld of SIUS is an unforgiving frozen vuasteland. Hy-
pothermia should reflect this by being influenced heavily
by the environment. Consider the ambient temperature,
the presence of shelter, and vueather events. For instance:

If players are caught in a snovustorm, increase hypother-
mia checks to one or twuo betuueen rest gaps.

Emphasize the impact of their gear and preparation on
these checks.

Highlight these environmental effects narratively, dravu-
ing attention to frost forming on clothing or the bitter
wuind cutting through inadeouate layers.

Timers for Exposure:

When players are exposed to the elements for extended
periods without adeguate protection or heating sources,
implement a timer either to remind yourself, wuhen the
timer ends you can decide to ignore the chedk if it doesn't
feel right. This is a good vvay to provide periodic hypo-
thermia checks until the group takes steps to mitigate
the cold, such as setting up camp, lighting a fire, or utiliz-
ing specialized gear. This approach keeps the stakes high
uuhile allowing them opportunities to adapt and survive.

Urban and Insulated 2ones:

In cities or vvell-insulated communities, hypothermia
mechanics can take a backseat. The dangers in these ar-
eas should arise more from the inhabitants and societal
conflicts rather than the environment. This shift in focus
makes excursions into the wilderness more impactful by
comparison, as players leave behind relative safety for
the harsh and unpredictable outdoors.

Striking a Balance:

Hypothermia is a dangerous condition, and overuse can
make the game feel overly punishing or unmanageable.
Aim for a balaonced approach that emphasizes preparo-
tion—appropriate clothing, reqular access to shelter, and
heat sources. At the same time, feel free to bend realism
to ensure the game remains enjoyable if the players en-
ter a forest perhaps the dense foliage emits enough heat
to keep the vuorst effects of Hypothermia at bay.

Hypothermia mechanics should challenge players, not
overuvhelm them.
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€nhancing Immersion:

The hypothermia mechanic isn’t just a survival mechanic;
it's an opportunity to deepen the storytelling. Use descrip-
tive language to connect players to their environment. For
example:

“Your breath crystallizes in the frigid air, a fleeting reminder
of the wwarmth you're steadily losing”

“The campfire’s glowu casts long shadouus, and uvuhile its
heat eases the chill, frost clings stubbornly to the edges of
your gear.”

By thoughtfully vueaving a sense of cold into the narrative,
you can reinforce the struggle and intensity of the SNUS
vvorld and heighten the stakes of survival.



Damage in SIUS is a key mechanic in both combat and
role-play, representing the harm inflicted on characters
and creatures.

Combat damage is usually the vway damage is calculat-
ed, wuhere a player will roll to either cause or take dam-
age from the enemuy.

As such damage is calculated by the listed damage the
vveapon a player or enemy is holding, or if they aren't
holding a vueapon it is a D6+ their Bulk modifier.

SIS features various damage types, each with unigue
effects, see the player document for more detail.

Psuychic, Burning, Freezing, Toxic, Parasitic, Electrical, Leech,
and Fungal.

In oddition to the damage types listed above, other sto-
tus effects can result from an attempt to avoid domage
or by taking too much damage.

Torpor:

While technically domaging to the player this serves as
more of damage in service of roleplay rather than dam-
age in and of itself, wuith only the most severe end sec-
tions causing a lasting game play conseouence.

Hypothermia:

This can result from combat damage, for example from a
vveapon that causes freezing, but most of the time this
serves as a conseouence of lackadaisical resource man-
aogement.
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If o character sustains insurmountable domage or is
tropped in an inescapable situation, they die immediately
wuithout entering Death'’s Door.

This should only appear if your players have made in-
tensely bad choices or have taken an amount of damage
in a way one wuould not logically be able to come back
from, even in the hyper-illogical vuorld of SIUS, think diving
out of a blimp into the freezing ocean, getting stomped on
ot low level as a feikin out of a taken over body.

Use this very sparingly if at all.

Falling domage is a 1d4 roll per 10 meters fallen, this
stacks. And if a player falls a significant amount, at the
ST's discretion should trigger Overkill, dependant on the
rolls resulting number.



