Below is a collection of “Events,” used by the game to serve as short stories or other pieces of writing to
describe ongoing events. These pieces are for a hivemind creature called The Fauna that can take over

Honduras and possess humans.

Old World Blues: Hivemind takeover [HRD]

Event Code

Notes from creative lead

Event localization

nf hrd.3.title:

The Fauna Grows Restless

nf hrd.3.description:

"-War hasn’t ended yet
-War dragged out over
months

-Hive mind sees itself

forced to take over"

As the war dragged on between Honduras and the Raiders,
there seemed to be no end in sight. Both sides suffered
heavy losses yet had little to show for it, and still they fought
on. Total victory was the only acceptable outcome for either
side. For Commandant Luis, Honduras was his people's
home, one they had held onto even through the Great War.
They would not abandon it lightly. For the Honourless his
raiders could not return to the jungles of Central America
and the horrors it hid. Unfortunately, the horrors had already
come to him.

Beholding the fruitless war the humans fought amongst
themselves, the Hivemind knew it need not hide any longer.
It had been using growths of itself to abduct careless
humans, but it was time to reveal itself and conquer openly.
The Fauna had overgrown nearly all that it could in Central
America, now the Hivemind would use Honduras as a
gateway to the north.

nf hrd.3.answer:

...What is it?

nf hrd.4.title:

"The Fauna Rises"

The Fauna Emerges

nf hrd.4.description:

"- Controlled Raider from
the Hive Mind
kill/capture non
controlled Raiders

- The Hive mind takes
control, spreads its
network"

After the war had ended a strange uneasiness could be seen
in the Honourless as they paced about the camp. While most
of the raiders were celebrating the victory, it seemed they
were only considered with what came next. Little could have
prepared them, however.

In a matter of hours the Fauna revealed itself and crippled
the raider’s ability to contain it. In the chaos brothers and
sisters turned on each other, unable to trust friend from foe.
By dawn most of the resistance had been rooted out. Those




that survived were put in cages and in time were turned like
the others.

The Fauna has taken over the Honourless’ horde.

nf hrd.4.answer:

My god, how did it get here?

nf hrd.5 title: ""

nn

nf hrd.5.description:

"-Plants and Fungus
mutated due to radiation;
Formed new Lifeform
together

as a Hivemind; Can take
control of living
Animals/Humans,
controls them with
pheromones

- The Network wants to
spread to preserve itself

- Had to stay hidden to
preserve itself

- Infects Humans to take
control of area, then
mixes them with plants to
turn them

into “Pods”, that infest an
area;

- can only spread from an
area where it is already
present "

- How the Hive mind
formed; Gives
introduction how coring
works

Following the Great War, nearly the entire planet was coated
in radiation and the jungles of Central America were no
exception. Beneath its dense canopy a strain of fungus
mutated and evolved creating a symbiotic relationship with
the surrounding plant-life, the likes of which was never seen
before. Together they became a powerful and unified
creature, using the complex mycelia networks to form a kind
of Hivemind, capable of complex thought and strategy.

In the beginning, it was hesitant and careful, the world was
dangerous and it found it better to grow in secrecy. Slowly
and carefully the Fauna expanded its network, probing and
exploring the universe around it. Now, however, it expands
without fear. Using its spores and pheromones, it is able to
take control of wild animals and even humans that stray too
close.

Through a horrific process of grafting and infesting, it is
able to bind humans and plant-biomass together to form
Diasporic Pods, capable of moving and expanding the
Fauna’s network. Once the Pods find a suitable location they
bury themselves beneath the earth, enabling their horrific
tendons to spread.

nf hrd.5.answer:

nn

A nightmare has arrived.

nf hrd.6.title:

"Hivemind terrorizing
people"

Worse than Raiders




nf hrd.6.description:

"- From Perspective of
local person

- Controlled Raiders take
control of Village

- capture people, take
them to away from
Village"

When she first came into town, we thought her mad. She
was a local farmer who lived on the outskirts, didn't come in
too often. She barged through the canteen doors out of
breath and wild eyed, muttering about “raiders” and
“monsters in the jungle.” Our town's doctor was called to see
her, but before he got there she began to convulse, shaking
on the ground like a seizure. It was awful to watch and be
helpless to stop.

A few of us rushed her out and to the doctor’s clinic, but all
of us stopped dead in our tracks as we exited. Surrounding
the village, just standing at the edge of the jungle were at
least 100 raiders. They slowly staggered forward in silent
unison. Within a minute a number of folks had gotten their
weapons and formed up in the militia.

The sheriff's voice was shaky, whatever was going on wasn’t
right, but when he gave the word, none of them hesitated.
After the first round the raiders began to run. It was horrible,
but it was quick. The militia was entirely overrun. The rest
of us expected to die soon after, but what would come was
much, much worse.

nf hrd.6.answer:

nn

What does it want with the survivors?

nf hrd.7 title:

"Hivemind infesting
people"

Transformation

nf hrd.7.description:

"- Captured People are
brought to an infested
area

- They are bound to the
ground while Vines and
other Plants enter their
body

- Gets transformed over a
few hours; Becomes
Subject of the Network"

Dios mio, it’s so much worse than I could have imagined.
When the infected raiders cleared through the homes after
the gunfight, I thought they were killing us, or maybe taking
us for slavery. If only that were true...

Yesterday, a number of the raiders came and took the doctor.
They bound him to the ground as long tendrils emerged from
the undergrowth. They writhed about him, restraining him
and... and entering through his mouth and nose, even his
eyes... It was horrible, seeing him eventually go limp and
stop fighting, even breathing. A few hours later the vines
retreated from his body, leaving him with his eyes wide open
and milky. His chest began to rise once more and we were
all astonished to see him live. But the good doctor was gone.
Something else was inside him, the same thing inside the
raiders.




The doctor doesn’t respond to us now, nothing of him is left.
Whatever is puppeting his body seems completely heartless,
as it drags more and more of us out to be infested and taken.
It’s only a matter of time before I’'m taken out too. I’'m so
afraid to face what’s to come.

nf hrd.7.answer:

nn

Even if we must fight our own, we must end it.

nf hrd.8.title:

"Hivemind infesting
Northwest"

The Fauna Grows

nf hrd.8.description:

"- Pods infesting the
Ground

- Plantation Plants begin
to move on their own

- Captured People are
bound to crops as they
merge with another"

The infestation has proceeded in accordance with
projections. The Diasporic Pods have not yet faced relevant
resistance and continue to expand northward. We have
continued to integrate useful adaptations from local
vegetation and wildlife, improving the strength of the Fauna.

A certain strain has been isolated that is of particular value.
The vine, referred to by local humans as “ufia de gato”
displays rapid ability to latch and grow along branches.
When integrated with other robust species our Pods may be
able to achieve limited independent locomotion.

While awaiting these enhancements we shall rely on cruder
methods of expansion. Restraining recent captives to Pods,
tapping into their metabolic system continues to provide
expected expansion speeds.

nf hrd.8.answer:

nn

The metamorphosis shall not end.

nf hrd.9.title:

"Hivemind infesting
Itzan"

Word of the Fauna Spreads

nf hrd.9.description:

"- perspective from
surviving Itzan Scout
hiding

- Itza under control of
Network; Capture People
- Infrastructure gets torn
up, revealing the ground
beneath

- Pods are brought into
the area; infest the
ground"

We had heard some confusing reports from Honduras of
some terrible thing, born from the jungles, but they hadn’t
scared us enough. The Fauna spreads like fire, using the
dead as soldiers and creeping beneath the roads and cities,
emerging all around us. Terrible pods of flesh are brought
forward, infesting the ground all around them. I’ve seen it
with my own eyes! Please, you must fear that thing. It
decimated Itza and it will come for all of you next!




- After the hivemind
takes Itzan

nf hrd.9.answer:

nn

The Hivemind has consumed Itza.

nf hrd.10.title:

"The Fauna going to war
against everyone"

Endless Expansion

nf hrd.10.description:

"- Hive mind now sees
itself ready to spread all
over north america
-Fauna wants to continue
to spread"

At last, we may achieve our great ambition.

To the north stretches out a vast and terrible desert, in which
maintaining our strength will no doubt prove a challenge.
Moreover, many humans inhabit the expansive waste and
will surely resist us. Nevertheless, it will all be futile. For
neither the denizens of the lands nor the scorched earth itself
will pose an unyielding impediment for the Fauna.

The form is prepared. We have strengthened our numbers
and are innumerable.

Go forth. Expand. Incorporate the life you find.

The Fauna shall never relent.

nf hrd.10.answer:

nn

We are become unending.




Here is a selection of the idea descriptions I wrote. They are short flavorful tooltips for different perks that
you can unlock as a faction. These are for the Broken Coast, a raider group that lives along the coast of
Alaska.

Old World Blues: Broken Coast [BRK]

Game Ref Idea Name Description Idea Effect
Mobilization speed:
"Native "The Broken Coast is home to many peoples, but its +10.00%
brk startup  Settler post-war culture mostly came from the native peoples of Recruitable Population:
natives Heritage" the Coasts. Their influence is still felt today." +1.00%
Invasion Preparation
"Marine "The Broken Coast is home to many peoples, but its Time: -50.00%
brk startup  Corps post-war culture mostly came from the US Marines Amphibious Invasion
marines Heritage" stationed there. Their influence is still felt today." Speed: +30.00%

Spotting Speed: +30.00%
Number of ship in the

"The Broken Coast is home to many peoples, but its first contact: +40.00%
brk startup s "Sailor post-war culture mostly came from foreign sailors Naval max range factor:
ailors Heritage" stranded by the war. Their influence is still felt today." +30.00%

"Between the awful weather and the ruthless locals, life

on the Coast is hard. Our people know that to survive

here you must be able to change and adapt to your
brk startup f situation. It's a valuable skill to know when and where to Divisions speed: +5.00%
led "Flexible" pick your fights." Planning speed: +5.00%

"There are times when the best option is just to hunker

down and keep your head on. Whether it's a bar fight
brk startup s gone south or another frigid storm from the sea, people ~ Outpost construction
heltered "Sheltered" on the Coast know how to stay out of danger." speed: +25.00%

"In the end, the world catches up to you, and there's

nothing left to do but suffer. To succeed on the Coast, you
brk startup have to endure disaster after disaster and not give an inch. Division Attrition:
weathered "Weathered" \n\nThe Broken Coast has no room for the weak." -10.00%

"Though the land is harsh, the abundance of wealth

brought in every day is a great remedy for our problems.
brk startup r "Prospect of  Stealing what we need from others means we can focus  Consumer Goods:
iches Wealth" our efforts on more meaningful goals." -5.00%

"The Broken Coast can always rely on a steady flow of

slaves into our ports. Though many of them have no

purpose beyond physical labor, some may find use as
brk startup s "Prospect of  fresh bodies for our army. There are no finer soldiers than Recruitable Population:
laves Slaves" those who know their place." +2.50%



Recruitable Population:
+1.00%
"The masked warlord has retained his role as leader of the Daily Ruler Support:
Broken Coast. He has always ruled with iron fist and +0.03
brk ruler de "Graventhe heavy axe. Soon its metal will taste the sweet blood of Change in popularity of
sc Cruel" those that dared defy him." ruler: +10.00%

Political Power Gain:
+10.00%
Recruitable Population:
+2.00%
"It was a bloody and barbaric affair, but Graven had made Daily Ruler Support:
his message clear, written in the bodies of his foes: \n\n"I +0.03

"Undisputed alone lead the Coasts. See what happens to those that Change in popularity of
brk ruler 1  Authority" challenge me."" Ruler: +20.00%
"After Graven returned, Ragnar became nothing more
than a ghost of a man. His spirit and hopes had been Recruitable Population:
ground into the cold lifeless soil.\n\nYet, Graven still has +2.00%
brk ruler 2 "Enslaved use for the commander. He would not be so kind as to Justify war goal time:
desc Opposition"  grant the traitor his death." -10.00%

Political Power Gain:
"In run-down apartments above Victoria Harbour, folks ~ +30%

whisper of the horror of the Coast: \n"He took our fair Recruitable Population:
brk ruler 3 Queen across the waters and... did terrible things." +5.00%
conquest des "Trophy \n\nGraven has conquered not only the lands of Victoria, Justify war goal time:
® Wife" but the spirit of her people too." -10.00%

"A wild and brutal bride suits the lord of the Coasts well.

Now with a queen at his side, Ragnar at his feet, and all ~ Division Attack: +5.00%
brk ruler 3 "Martial the north before him, Graven shall conquer and pillage Division Defense:
strength Wife" like none before." +5.00%

Recruitable Population:
5.00%
"A true mountain of a man in both stature and presence.  Daily Elite Support:
Though once the loyal hound of Graven, Ragnar now +0.03
stands as the greatest opposition the cruel warlord has yet Change in popularity of

brk elites "Ragnar" faced." Elites: 10.00%
Stability:+10.00%
"The people of the Coasts had already found in Ragnar a Daily Elite Support:
strong leader deserving of their respect. The brief yet +0.03
brutal fight served as a deadly reminder to Graven's Change in popularity of
brk elites 1 "The Duel" supporters of why he was named "the Mighty."" Elites: 20.00%
"Ragnar would not sink into the muck of tyranny as Stability: +10.00%
Graven so often did. The Warrior Council now leads the  Daily Elite Support:
"Warrior Broken Coasts to glory. Ragnar fills it with the wisdom  +0.04

brk elites 2 Council” found only in the hearts of great warriors; warriors that ~ Change in popularity of



brk elites 2
offense

brk elites 2
defense

brk slave

brk slave 1

brk slave 2

brk slave 3

brk salvage
parties

brk naval ra
nge

brk spikes

brk spikes 1

"Offence
Council"

"Defence
Council"

"Slaves"

"Working
Slaves"

"Slave
Selection"

"Slave Rights"

"Salvage
Parties"

"Masters of
the Waves"

"Spikes"

"Additional

the people of the Coast are glad to be fighting for."

"Under the seasoned leadership of the Warrior Council,
the raiders learn quickly what it takes to fight well. They
are taught how to hit hard and how to hit fast. In short
time, all of the Broken Coast's neighbors will learn just
how fierce they have become."

"Patience and preparation are foreign concepts for many
of the Coast's raiders who favor unchecked fury in the
heat of battle. With the guidance of the Warrior Council,
however, they learn both how and when to strike,
ensuring victory for the Coast."

"Slaves have always played an essential part in the
Broken Coast's warrior society. The more slaves we have,
the less time our warriors have to stay at home doing
menial work. The more time the warriors have to raid, the
more slaves we get. \n\nlt's a beautiful cycle."

"Putting effort into organizing our slaves has really payed
off. With the extra labor we can easily stay on top of
repairing and maintaining our equipment."

"Not all men are created equal. Some are much better at
carrying heavy loads while others were born to work on
factory floors. Dividing our slaves and picking the right
ones for the job will increase our production greatly."

"While it's upsetting to say the least, creating rules and
restrictions in how our warriors can treat the slaves will
be a benefit in the long run. A broken slave is a worthless
slave and we need all the labor we can get."

"Sending salvage parties into the old world ruins is highly
rewarding. Slaves are sent into the most dangerous parts
and aren't allowed back until they find somethin good."

"With our ports expanded and our fleet itching for new
seas to tame, we look beyond the waves of the Broken
Coast for new raiding waters. Our sails will be feared all
along the coast, from Koover to Dayglow!"

"Spikes. A simple and timeless classic, sure to drive fear
into the hearts of our enemies."

"What's better than some spikes? \n\nMore spikes of

Elites: 30.00%

Division Defense:
+15.00%

Division Attack:
+15.00%

Recruitable Population:
2.00%

Factory Repair Speed:
+15.00%

Production Efficiency
growth: +5.00%

Gain Base Stability:
+5.00%

Monthly Population
+15.00%

Gain +200.00k Bottle
Caps.

Resource Gain
Efficiency: +10.00%

Fleet speed while
retreating: +50.00%
Naval max range factor:
+50.00%

Division Attack: +5.00%

Division Attack: +5.00%



brk plates

brk plates 1

brk manu_dr
ive

brk manu dr
ive 1

brk manu_dr
ive 2

Spikes"

"Plating"

"Even more
Plating"

"Slave
Industry"

"Slave
Industry"

"Slave
Industry"

course!"

"Plate metal armour is miles better than simple clothing
at protecting our raiders."

"Would you believe it? Adding more metal makes our
raiders even harder to take down. \n\nWonderful."

"Our factories are dense with smog from the forging of
our weapons and armour. Fortunately we have a large
stockpile of slaves ready to work, ready to produce the
terrible tools for our raiders to use."

"We already make countless weapons, armours, ships,
and vehicles. But it is not enough, we must build more
factories for even more weapons of war."

"A dark smoke descends from the North. The mighty
forges of North Koover never rest, always churning out
more weapons for the coming wars. Our industrial
strength will be unparalleled, none will compare to the
factories of the Coast!"

Breakthrough: +5.00%

Division Defense:
+5.00%

Division Defense:
+5.00%
HP: +10.00%

Factory Output: +10.00%

Construction Speed:
+10.00%

Outpost Construction
Speed: +10.00%



