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ONE SHEET SUMMARY 
 

Game Title 
Conatus 

Genre 
Sci-fi RPG (FPS) 

 
High Concept 

When we agree to help an alien race fight a rebellion on their own planet, you 
lead an elite team to locate its roots, and quell it at gunpoint. 

 
Play Mechanic 

Conatus combines FPS gameplay and RPG interaction with NPCs, using lessons 
learned in the creation of recent online games to build a single-player CRPG that 
is more immersive and fluid than the previous generation of such games. 
 

Plot Summary 
An advanced alien race, the Lacerta, establishes contact with our leaders in the 
present day for help because of the warlike nature of the human race.  Their ultra 
peaceful society is built around a near-omnipotent AI that runs their politics and 
economy, and has no motivations other than caring for their population.  
However, they built in so many fail-safes to ensure that the AI could never turn 
on them that it has left them helpless against a sudden insurgency on their 
planet.  The AI’s programming will not allow it to fight against a rebellion, nor 
will it allow production facilities to make weapons of any sort to fuel civil war.  
So the Lacerta have come to us for help fighting the insurgency in exchange for 
advanced technologies that will allow us to live forever, end poverty and hunger, 
conduct interstellar exploration, etc. 
When you start fighting on their planet, the leaders of the insurgency remain a 
mystery since their combatants are weaponized Lacorta cyborgs.  At the climax 
you learn that humans, whom the Lacerta had abducted years ago to study, are 
actually running the insurgency.  They initially started fighting to escape the 
planet, but found their instant success as warlords too seductive to leave behind. 

 
Platforms 

PC/Mac, Console. 
 
Target Audience 

Conatus will appeal to 25-40 year olds who appreciate immersive storytelling 
much more than online social interaction.  As well as intelligent 15-25 year olds 
who would like to try something more cerebral than MMORPs are offering. 

 
Competition 

Conatus would compete with RPGs like Knights of the Old Republic and Mass 
Effect, but would appeal to older players that are dissatisfied with the migration 
of such titles away from engaging storytelling in exchange for online interaction.  
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ITEMS AND EQUIPMENT 
 
Key Item: Your Issue M-4 
 
Short Description: This is the rifle you start the game with, and has been at your side for 
years.  You could use a more powerful or more advanced weapon, but you prefer the 
comfort and versatility of your “old friend” when the fight gets intense.  
 
Function: The Issue M-4 can accept almost any of the weapon upgrades available in the 
game, and so it can be used throughout.  However, it is underpowered compared to many 
other weapons that compromise more on versatility. 
 
Appearance: The rifle is coated in various aging layers of subdued paint, and so worn at 
all the contact points that the pistol-grip is worn smooth and the fire selector engravings 
have been replaced with “no pew, pew, and pew-pew-pew,” written in Sharpie. 
 
Lore: Your M-4 was initially issued to you as an enlisted sailor on special orders to Iraq, 
but you managed to use your connections to get it reissued do you after completing OCS 
and BUD/S to become a SEAL Officer.  Having carried it for more than ten years, its 
worn in all the right spots so that it never misfires.  And on the off chance it does, you’re 
so familiar with it that the malfunction is corrected as soon as it occurred. 
Some would say that .223 is underpowered for Special Forces work, but you love its 
versatility.  You’re comfortable carrying it for the tightest urban combat where you’re 
likely to engage in Close Quarters Combat, to wide open tundra where you may have to 
take an 800 yard shot through wind and sand, and everything in between.  
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CHARACTER PROFILES 
 
Player Character Profile: Ellen 
 
Purpose: Ellen is one of the masterminds behind the rebellion on Kepler-69c against the 
indigenous Lacorta race, but her main motivation has been to find a way home to Earth.  
 
Lore: The same ship that abducted Jim in 1948 captured Ellen as well.  Although rare for 
women in her era, Ellen had earned a PhD in sociology before WWII broke out.  She 
suspects that fact may have been part of the Lacorta’s motivations for abducting her, 
since much of their studying of her that actually involved interaction with her had to do 
with human psychology and sociology. 
She knows that the Lacorta also experimented with her genetics, since she has not aged at 
all since a few years after arriving.  She can also tell that her intelligence has increased in 
a few noticeable ways, among other traits that normally are considered permanent.  She 
can even understand the complex Lacorta language just as clearly as her native one, 
despite no formal training with it. 
When she escaped their research facility with Jim, sometime in what was the 1950s on 
Earth, she had assumed their plan would remain looking for a way off the planet, and 
back home.  And even once she could tell that Jim’s goals had shifted because they were 
having such success building and employing his mechanical military against the 
seemingly naïve Lacorta and their peaceful technology, her hope that they would 
eventually make it home never died. 
 
Appearance: Since she has not aged since a few years after her abduction when her genes 
started being tinkered with, Ellen appears to be around 30.  Which makes her early 1950s 
mannerisms seem very out of place to modern-day humans who have only heard them 
from older women. 
She wears bulky powered armor built from cobbled together Lacorta technology: 
designed more for defense and coordination than offense.  But although she’s more 
hesitant than he to use it, Jim has still helped her fit the armor with impressive offensive 
capability that can be readily visually identified. 
 
Barks  

•   Tagline/Idle: What’s buzzin’, cousin? 
•   Alert:  Gee-willikers! 
•   Success: Pennies from heaven. 
•   Failure: What’s this gobbledygook? 
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Player Character Profile: James (Jim)  
 
Purpose: Jim is one of the masterminds behind the rebellion on Kepler-69c against the 
indigenous Lacorta race, and he has met so much success building his own little empire 
that he no longer really cares if he ever makes it back home to Earth. 
 
Lore: The same ship that abducted Ellen in 1948 captured Jim as well.  When he was 
abducted, Jim had just returned to his “real job” as a mechanical engineer after a brief 
stint flying fighters for the Navy toward the end of WWII.  He has the impression that his 
background might have been part of the Lacorta’s motivations for abducting him too, 
since much of their studying of him, that actually involved interaction, had to do with 
either military structure or human engineering and construction practices. 
He knows the Lacorta experimented on him the same way they did Ellen, because he has 
not aged since a few years after they arrived either.  His intelligence has also increased, 
but in notably different areas.  He is unsure whether that’s a root difference themselves, 
or a difference in what experiments were done on them.  But his advances in areas that 
seem genetically fixed were more in his own initial areas of expertise.  And now he can 
picture a complete multi-dimensional blueprint clearly enough in his mind that he can 
build machines more complex than have yet been discovered by humans back on Earth, 
completely on his own.  Not to mention instinctually execute incredibly gymnastic 
fighting tactics without any formal training in martial arts. 
When he and Ellen escaped the research facility, sometime in what was the 1950s on 
Earth, he had assumed their plan was just to find a way to get off the planet. But once he 
managed to build them a growing mechanical army, that the militarily helpless Lacorta 
and their pacifist AI ruler found unstoppable, he saw no reason to leave the opportunities 
that presented behind. 
 
Appearance: Jim appears to be in his early 30s still also, despite his 1950s mannerisms.  
He is in extremely athletic condition, both because of genetic modifications and self-
discipline. 
He wears meticulously designed streamlined armor that seems to fit almost as if it is an 
extension of his body.  Most of the weight that he does allow to slow him down is for 
offensive capability, having several weapons strapped in key positions for the quickest 
draw with the most firepower possible. 
 
Barks  

•   Tagline/Idle (female player): Hey sugar, you rationed? 
•   Tagline/Idle (male player): Eager beaver, right here. 
•   Alert: Killer-diller. 
•   Success: Now we’re cookin’ with gas! 
•   Failure: Don’t flip your wig, already.  
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LEVELS AND LOCATIONS 
 
Major Location 1: Istra research center, Russia 
 
Short Description: A Soviet-era research center with a Tesla generator and the “Allure” 
electromagnetic pulse (EMP) weapon, the latter of which was thought to be non-
functional until an EMP event that affected the whole globe. 
 
Appearance:  Istra is a small station about 40 kilometers East of Moscow, in a grassy 
clearing in the typical unpopulated cold, pine woods that cover most of Russia. The Tesla 
generators stand out starkly: a geometrically patterned tangle of “space-age” pipes and 
framework that appears almost alien in construction.  About few kilometers away the less 
obtrusive wreck that is the collapsed concrete dome of the “Allure” EMP weapon still 
leaves a large enough circular imprint to be seen from space. 
 
Contents: The opening scene in the Istra facility supports a straightforward checkpoint-
oriented level for the player to acclimate to a fairly typical present-day military FPS 
setting. 
After an invigorating HALO jump into the woods near the facility, it appears that Russian 
shock troops have gotten the drop on you and your small SEAL squad.  However, soon it 
becomes apparent that German and Chinese Special Forces have both penetrated the area 
as well, but the only enemies for certain are still the constantly arriving Russian soldiers. 
 
Lore: The Tesla reactors at Istra were originally constructed in the late 1970s for testing 
with massive bolts of man-made lightening.  For a brief moment, it can discharge more 
power than all the rest of the power stations in Russia combined can muster.  If an man-
made EMP blast were to be created without a nuclear reaction, this reactor would be the 
only one capable of powering it on Earth. 
With exactly that in mind, Russia built the “Allure” EMP research weapon in the early 
1980s.  But when the massive dome of the facility collapsed in 1985 it was never rebuilt.  
However, when a quick but clearly man-made EMP event briefly affects almost every 
electronic device in the world, suspicion arises that the EMP weapon wasn’t actually 
destroyed, but secretly moved underground.  And any country with that power in hand 
could take control of the world with the blink of an eye, especially a country with 
mounds of low-tech cold-war era weapons still stockpiled. 
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Major Location 2: Tssk Na forward operating base (FOB), abandoned apartment 
building. 
 
Short Description: An abandoned apartment building along the edge of the territory 
captured by the insurgency that is in the prime condition and position to use as a stepping 
off point for counter-offensive operations. 
 
Appearance: The building matches peaceful and futuristic feel of the rest of those in the 
Tssk Na suburbs, except a fair amount of marring and scoring from errant shots taken by 
insurgent drones guarding their territory from being encroached upon.  It stands a bit 
higher than its surrounding structures, with an expansive view from the top story of the 
much shorter captured buildings in front of it. 
 
Contents: The FOB is the home base where party characters that are not in active use will 
stay to “guard” it.  It includes the armory, the barracks, the watch lookout ballroom, mess 
hall, and the medical offices.  It has access both to Tssk Na City and the captured 
territories. 
 
Lore: The FOB was originally a luxury apartment building for the scientists working at 
the nearby research facilities.  Some of the scientists that are helping equip your team for 
the counter-insurgency efforts used to live there, but have since moved further into the 
city to remain safe from the violence that spread to the area. 
It’s an older building that predates Dux Lacorta, the planet’s central AI, coming online.  
So because of that it was an ideal building to detach from her control without losing basic 
power and hygiene services.  If they set up in a building that was still attached, the AI 
would interfere in an effort to cease the violence, which had been part of what had left the 
Lacorta so defenseless against the insurgents who just destroyed the connections to her 
without hesitation. 


