


Part | - Introduction

Imagine for a moment a world without politics. Imagine
a world without religions, where people's views no
longer mattered, where there was no longer any
distinction between old and young, rich and poor,
Atheist or Believer, liberal or conservative.Imagine
a world where every person was equal regardless of
skin color or ethnic background.

The United States and Russia have over

30,000 nuclear devices in their arsenals as of February 2001. It
would take 800 such devices to end most human life on this planet.
In the half-hour between the launch of the missiles

and the detonation of the last
bomb, it would not be difficult
to imagine a world where
racial, religious, class, and
national distinctions no longer
mattered. In the days and
weeks after the bombs, the
remaining  people  would
struggle to survive in a vastly
different environment. The Earth as well as humankind would bear
the scars of that wound for hundreds if not thousands of years.

Fallout is a post-nuclear RPG set sometime after a great
nuclear conflict in the year 2077. 99% of humanity and a good
deal of other life perished in the nuclear war. OF course, millions
still survived, although some were altered beyond  imagination.
One can play Fallout either as a campaign-oriented RPG,
with a series of smaller adventures in a larger story, or as a single-
story game with a minimum of involvement in the larger
workings of the world. It can be played on a single Saturday
night with two or three friends or in a group of 7 or 8 two or three
times a week for months on end. The only limits are scheduling
and the bounds of imagination.

Equipment fzr Gameplay

Each player needs a set of percentile-dice (two ten-sided dice,

with one die representing the
"ones" column and the other representing
the "tens" column of a two-digit

number). The Gamemaster needs a set of normal RPG dice as
well (d4, d6, d8, d10, di2, d20). The group might want to have
a pool of extra 10-sided dice for ease of play and rolling burst
attacks all at once, as well. Each player also needs a character

sheet (provided in a separate file), a pencil, and a bit of
imagination. The Gamemaster needs this book and a Little more
imagination. A single hex-sheet is helpful, although not
absolutely necessary.  Every character can provide their
own miniature figure to use on the hex sheet, and the
Gamemaster may want to think about getting a few generic
critter figures and some scenery (trees and ruined buildings, walls,
etc), although these are not necessary either.

You can pick up dice at any gaming store or comic book shop,
and hex-sheets are also usually available at these kinds of stores.
Other games like Warhammer HOK and Battletech use hex-
sheets, and you can sometimes order them from these
companies’ catalogues. Miniatures are a little more difficult: for
the budget- minded gamer, green plastic grocery- store army
men work very well, and fit perfectly on a hex sheet (you can
also use the vehicles and obstacles some sacks of these toys
come with). For the aesthetically-minded gamer, you can spend
literally hundreds of dollars on detailed miniatures from model
railroad stores for that immerse gaming experience.

Glussary of Terms in the Fallzut

Universe

Combat: A sequence of events that takes place on a hex-grid in
rounds of approximately 10 seconds each. Resolves with all
parties that intend each other harm either fleeing or dead.

Critter: A critter generally refers to a non-human NPC.

Death: Death occurs when a character's hit points drop below
0 and no medical treatment is readily available. Death is final
in the Fallout universe.

Experience (XP): A numerical measure of the character's
collective experiences in the Fallout universe.  When a
character has enough Experience points, she goes up a Level.

Fallout: A series of games from Interplay Productions, sequels
to their popular Wasteland RPG, set in a post- nuclear universe: the
same universe in which this open-ended RPG is set. Also, the
radioactive dust particles scattered after a nuclear device detonates.

Gamemaster (GM): The Gamemaster is sort of a storyteller and
judge rolled into one. The GM relates the story to the players,
telling them what their characters are experiencing. and they
have a chance to control their character's responses. The
GM does the majority of the dice rolls and controls all Non-Player
Characters.  The GM's word in any situation is final, and overfjdes



even this rulebook. After all, it is the Gamemaster's world.
Being Gamemaster requires a little imagination and a normal
set of dice (Id4, 1d6, 1d8, 2d10, 1d12, 1d20).

Karma: A measure of whether a character has done more good
than evil, more evil than good. or a healthy balance of the two.

Level: A measure of the Character's “rank" in the Fallout
universe. When a Character gains a Level, it represents that they
have gained enough Experience from their actions that they
have a better grasp of the world around them.

Non-Player Character (NPC): A Character in the Fallout universe
that is not controlled by a Player: these Characters are controlled
by the GM.

Perk: A Perk is a special reward a character gains every few levels.

Player: The Player is one of the human participants in the game,
more specifically a human in control of a character, called the
Player Character.

Player Character (PC): A Character inthe game universe
controlled by a Player. The Player's "Alter Ego" in the Fallout
universe.

Primary Statistics (Statistics, Stats): Primary statistics measure
a Character's basic abilities, and include Strength, Perception,
Endurance, Charisma, Intelligence, Agility, and Luck.

Rank: Not a position, but rather a measure of the "level" of
some Perks.

Rolls Against _: When you see this, an action requires a dice
roll against a specific Stat or Skill.  Rolls against Primary
Statistics use 1dI0 and must make equal to or less than
that particular Stat to succeed. If a character's Stat is higher
than 10, it doesn't effect the roll against that number - the action
will still succeed no matter what.  Some rolls against
Stats have penalties - this is where racial maximums will take
effect.  Rolls against Secondary Statistics and Skills use
percentile dice (2d10) to do the same thing. A roll of 2
when rolling against Endurance, when your EN is 4, means your
character managed to fight off the deadly plague. A roll
of 75 when rolling against a 40% Outdoorsman skill means your
character did not find the mutated cactus with the water that would
have saved her life. Some rolls are made by the GM
without the characters - or players - knowing the result.
Round: A round of combat is generally about 10 seconds long
and lasts until all critters in combat have their turn.

Secondary Statistics (Derived Statistics): These statistics
are derived from mathematical formulae using numbers from
various sources, such as Primary Statistics, Equipment, and so
forth.

Skills: A numerical measure of how good your Character is at
different skills in the Fallout universe. If you have the right skill,
you can do anything.

To Hit: After all the modifiers, To Hitis the number you need
to roll against in combat to have your weapon connect with
a critter and do harm to it.

Trait: Traits are bred-in abilities that make characters more
unique. Most are often double-edged swords, and cannot change
throughout the game.

Turn: A turn in combat consists of one critter or character
performing their actions. A turn lasts for 10 seconds of game

time: however, all turns happen "simultaneously" within the 10-
second combat round.

Gameplay begins with character creation. If everyone already
has a character, go ahead and skip this part.

Part Il -
Creatizn

Character

Character Creatizn  Part  Une:
Character Czncept

Think about what your character will be
like. Your character is your alter-ego in
the Fallout universe. Will your character
be a gun-happy sniper? A dune-buggy
racer? A sneaky thief? A fast talker
who can squeak past the armed guards
with a

good excuse? A boxing champ, strong but
slow? A beautiful seductress who takes what she wants after the
moment?  The possibilities are endless. It might be a good
time to familiarize yourself with the character sheets at this time,
and learn a few terms.




Throughout the character creation process and a good deal of
the game explanation, we will be following the examples of Jack
and Jane, our unassuming and politically correct friends.

Character Terminzlzgy
Primary Statistics

There are 7 Primary Statistics, or Stats that describe various
attributes of a character: Strength, Perception, Endurance, Charisma,
Intelligence, Agility. and Luck. These are the character's strengths
and weaknesses, and are the limits by which other aspects
of a character are determined. In general, Primary Statistics are
not altered after the game begins. For more information on what
specific Statistics mean to the game, see below, Character Creation
Part Four - Statistics.

Skills

There are 19 skills a character knows. These are the skills a
character learns as he or she travels the highways of life.
Not all of them are covered inthe Boy Scout Handbook.
either. They are: Small Guns, Big Guns, Energy Weapons,
Unarmed, Melee Weapons, Throwing, First Aid, Doctor, Pilot,
Sneak, Lockpick, Steal, Traps, Science, Repair, Speech, Barter,
Gambling, and Outdoorsman. Skills can go up all the time, and
can sometimes go down. For more information on what specific
Skills mean, see Character Creation Part Five- Skills below.

Traits

Traits are an optional part of a character. They are usually
double- edged swords, giving a bonus as well as a penalty,
making your character unique. See Character Creation Part
Three - Traits below for a list of Traits and their effects.

Perks

Perks are special abilities a character gains every few levels,
and sometimes just for doing something extra neat in the
game. Perks sometimes effect skills, or will make gameplay
more interesting. Perks never penalize the character, they
just do good things. For a list of perks, see Advancement:
Perks in Part Ill: The Game.

Karma

Just like in the real world, the post- nuclear world has a system
of morals. Performing certain actions can raise and lower a
person's karma. Rather than an abstract idea of morality,
punishment, and reward, karma in Fallout is a numerical value of
how many good or bad things a character has done. Karma also
connotes a person's reputation among the other inhabitants of the
wastes. Do enough good things, and word gets around. Do
enough bad things, people know about it. Really good people
tend not to associate with really bad people, and vice-versa. |f
a character is really good or really bad, or performs an
action that heavily affects their karma one way or another,
they can sometimes get a karmic perk. Most of the time,
these just describe a usually well-known aspect of a character,
but can sometimes give bonuses for being especially good (or
evil. Maybe there is something to this karma stuff after all. In
addition to normal karmic perks, there are special karmic
perks that a character can pick up along the way, and you can
bet that they will have some kind of major impact on the
character's life. A beginning player's karma is always zero.

Seczndary Statistics

This is a catchall category for many of the other parts of a
character that do not fall under any of the previous slots.
Many of these do not change all that often, except for those related
to armor.  Secondary Stats include Armor Class, Radiation
Resistance, Poison Resistance, Healing Rate, Unarmed Damage.
Action Points, Carry Weight, Damage Resistance, Sequence, and
Critical Chance. For more information on these statistics, see
Character Creation Part Four - Statistics.

Character Creatizn Part
Twg - Race

Before going any further, the player needs to choose a race.
AU are human, or were once human, but each have different
advantages and disadvantages. There may be more races out there.
The post-nuclear world is a big place. after all

Note that races have minimum and maximum statistic
numbers: this means that the statistics for any given race
cannot go below a minimum number or exceed a
maximum number. The player will want to make a note of
these numbers for later, when he or she assigns his or her
character statistics. In addition, each race gains perks at
a different rate: this can combine with various traits 3



that effect how fast a character gains perks (see Traits,
below). The player will want to note the rate at which his
or her character gains perks on the character sheet, in the
appropriate section by the experience points box.

Some races have innate Radiation and Poison Resistances
bonuses.  When calculating these secondary statistics (see
Secondary Statistics, below), add these numbers to the
character’s base resistances.

Your basic human. Two arms, two
legs, two eyes. You and me.
Humans gain onuses or penalties to

’f“.;
their basic statistics, except a 30% @

resistance to electricity, and gain a ‘ /
perk every 3 levels. Humans weigh \ '
anywhere from 110 to 280 pounds, @ é

and stand around 15 to 2.5 meters
tall

STR PE EN CH IN AG LK
Minimum 1 1 1 1 1 1 1
Maximum 10 10 10 10 10 10 10

Ghaul

When the bombs hit,
some people were
irrevocably changed (and
not just the ones who
were atomized at ground
zero, either). Ghouls are
humans who were alive
when the bomb went off,
and the radiation altered
them at a cellular level. Ghouls enjoy an extremely slow
cellular mitosis rate, rendering them essentially immune to the
effects of old age. The radiation also changed their outward
appearance, forever marking them as outsiders. ~ Their skin
hangs off their bones, sometimes in shreds, and sunken eyes
peer out from skulls twisted and burned by radiation, giving these
unfortunate people their name. Their skin can be anywhere
from pale white to dirt brown in color, with green and
yellow the most common. When they do have hair
remaining, it usually does not grow. Some ghouls were
inexplicably merged with plant species, and have shrubs and
moss growing out of various parts of their bodies. It might
have twisted their bodies, but the radiation did not affect their

minds, and they are forced to live as misshapen outcasts, fully
aware of the society they were once part of, but also aware
they can never rejoin it. For this reason, many ghouls have
formed settlements of their own, or live in settlements with
humans and mutants who do not mind their appearance.  Unlike
their mythic namesakes, ghouls do not eat human flesh.
They do, however, require asmall amount of radiation
to survive, and for this reason, one can often find a population
of ghouls around a leaky nuclear reactor or an impact crater
from the war.

Ghouls age very slowly, and their lifespan is a whopping 300
years past when they were exposed to the radiation. Their
unnaturally long lifespan does not mean that they can't be killed
by other means, however, and ghouls are just as vulnerable to
disease, falls, and bullets as everyone else.  Ghouls usually
weight anywhere from 80 to 160 pounds, and stand anywhere
from 15 to 2.5 meters tall. Whether or not ghouls can reproduce
is a subject open to scientific debate.  Ghouls have a natural
80% Radiation Resistance bonus along with a 30% Poison
Resistance bonus.  Ghouls gain a perk every Y levels. Luckily,
Ghouls can wear any kind of armor that normal humans
can wear.

STR PE EN CH IN AG LK
Minimum 1 4 1 1 2 1 5
Maximum 8 13 10 10 10 6 12

Super-Mutant

Super mutants (or just
mutants,  as they prefer
to call

themselves) are not the
product  of  “natural’
aftereffects from the war,

but a race

created by one person,
the insane overseer of a
particular ~ Vault  who
wanted to create a master
race. Using biological
research from a prewar military installation, he developed the
Forced Evolutionary Virus  (FEV) and began performing
experiments on people. Many died before he achieved the desired
results. After "dipping" the person in a vat containing the
FEV  virus, they would emerge and undergo an intense
physiological change. They grew much stronger and more
intelligent, as well as growing in height and stature. Armies
of Super-Mutants were once slaves to this Master and his dream
to "dip" every human on the planet, but the Master was
eventually killed and the mutants freed (although to héar




them tell it, the Master was more of a Messiah than a
madman). Like ghouls, mutants age very slowly, but not
as slowly as their cousins.

Mutants are generally huge, easily reaching 28 to 3 meters
in  height, weigh up to 350 pounds, and come either male or
female - although they become genderless through the FEV
process. Their skin is usually a greenish yellow color, and
various bunions and growths cover their bodies. They have hair in
all the usual places, but it usually grows slowly (a result of the
slowed cellular mitosis from the FEV virus).  Although sterile
for a long time after the "dipping," mutants can eventually have
children, among themselves or a half-mutant, half-human hybrid
(see Half-Mutant, below). Unfortunately, like ghouls, mutants are
largely outcast from human society. Many of them prefer it this
way, looking on human society as diseased or inferior because of
the prejudice and corruption that still exist. ~ Mutants were
once part of what they see as an attempt to finally unite humanity
and overcome humankind's weaknesses, and it is rumored that
vats of the FEV virus still exist, and a mutant society is at
work attempting to achieve this goal, even after the Master's death.

Mutants enjoy a 50% Radiation Resistance bonus and a 20% Poison
Resistance bonus, and gain a perk every Y levels. They gain
an additional 2 hit points per level. Mutants cannot easily
use small arms: when using a weapon that requires a roll on the
small guns skill, mutants make the roll as if their Perception
were two points lower. Mutants gain a 25% bonus to their
Damage Resistance for all types of attacks, too. Mutants can easily
live 200 years beyond when they were “dipped." Mutants cannot
wear armor  designed for humans: they just don't make it
their size. Someone in that vast wasteland might, however .

STR PE EN CH IN AG LK
Minimum 5 1 4 1 1 1 1
Maximum 13 11 11 7T 11 8 10

Character Creatizn Part
Three -Traits

Traits are an optional part of the character creation process. They
simply describe an aspect of the character's personality or physical
description, and permanently affect things like Skills, Primary
Statistics, and Secondary Statistics. Some traits are not
available to every race, and some traits are only available to robots
or animal races.

A character can pick two traits, one trait, or no traits at all. A
character can never have more than two traits.

Fast Metabzlism

Your metabolic rate is twice normal. This means that you
are much less resistant to radiation and poison, but your body
heals faster. You get a 2 point bonus to Healing Rate, but your
Radiation and Poison Resistance start at 0% (racial modifiers
are added later).

Bruiser

A little slower, but a Llittle bigger. You may not hit as often,
but they will feel it when you do! Your total action points are
lowered, but your Strength is increased. You get a 2 point bonus
to Strength, but loose 2 Action Points.

Small Frame

You are not quite as big as everyone else, but that never
slowed you down.You cant carry as much, but you are
more agile. You get a 1 point bonus to Agility, but your Carry

Weight is only
15 lbs X Strength.

Fine Hander

One of your hands is very dominant. You excel with single-
handed weapons, but two-handed weapons cause a problem.
You have a H0% penalty to hit with two- handed weapons,
but get a 20% bonus to hit with weapons that only require one
hand. Animals cannot choose this trait.

Finesse

Your attacks show a lot of finesse. You
don't do as much damage, but you cause
more critical hits. All of your attacks lose
30% of their damage (after reductions
are made for Damage Resistance, etc)
but you gain a 10% bonus to Critical Chance.

Kamikaze

By not paying attention to any threats, you can act a lot
faster in a turn. This lowers your Armor Class to just
what you are wearing, but you sequence much faster in a combat
turn. You have no natural Armor Class (Armor Class is

therefore O regardless of Agility). You must wear armor to get an
Armor Class. Your sequence gets a 5 point bonus.



Heavy Handed

You swing harder, not better. Your attacks are very brutal, but
lack finesse.  You rarely cause a good critical hit, but you
always do more melee damage. You get a Y point bonus to
Melee Damage. but your critical hits do 30% less damage, and
are 30% less likely to cripple a limb or cause unconsciousness.

Fast Shet

You dont have time for a targeted attack, because you attack
faster than normal people. It costs you one less action point to
use a weapon.  You cannot perform targeted shots, but all
weapons take one less action point to use. Note that the
Fast Shot trait has no effect on HtH or Melee attacks. Animals
cannot choose this trait.

Blzady Mess

By some strange twist of
fate, people around you die
violently.  You always see
the worst way a person
can die. This does not mean
you kill them any faster or

slower, but when they do
die, it will be dramatic.  Just how dramatic is up to the
Gamemaster.

Jinxed

The good thing is that everyone around you has  more
critical failures in combat. The bad thing is: so do you! If you, a
member of your party, or a non-player character have a failure in
combat, there is a greater Llikelihood the failure will be upgraded
(downgraded?) to a critical failure.  Critical failures are bad:
weapons explode, you may hit the wrong target, you could lose
part of your turn, or any number of bad things. Failures are 50%
more likely to become critical failures around the character or
anyone else in combat.

Grzd Natured

You studied less-combative skills as you were growing up. Your
combat skills start at a lower level, but First Aid, Doctor, Speech,
and Barter are substantially improved. Those skills get a 20%
bonus. You get a 10% penalty to starting combat skills (Small
Guns, Big Guns, Energy Weapons, Unarmed, and Melee Weapons).
This is a one-time bonus.

Chem Reliant

You are more easily addicted to chems.
Your chance to be addicted is twice
normal, but you recover in half the time
from their ill effects.  Robots cannot
choose this trait.

Chem Resistant

Chems only effect you half as long as normal, but your chance
to be addicted is only 50% the normal amount. Robots cannot
choose this trait.

Night Persan

As a night-time person, you are
more awake when the sun goes down.
Your Intelligence and Perception are
improved at night but are dulled during
the day. You get a 1 point penalty to these
Statistics from 0601 to 1800, and a 1 point
bonus to these Stats from 1801 to 0600.
Note that the bonus cannot take IN and
PE above the character's racial
maximum or below the character’s racial minimum.

Skilled

Since you spend more time improving your
skills than a normal person, you gain more
skill points. The tradeoff is that you do not
gain as many extra abilities. You will gain a perk
at one level higher than normal. For
example, if you normally gained a perk
every Y levels, you would now gain a perk
every S levels. You will get an additional

S skill points per new experience level, and a one-time bonus
of +10% to your skills when you begin the game. Animals and
robots cannot choose this trait.

Gifted

You have more innate abilities than most, so you have not
spent as much time honing your skills. Your statistics are better
than the average person, but your skills are lacking. All Stats get
a I- point bonus, but all skills get a 10% penalty and you receive
5 less Skill Points per level. Robots cannot choose this trait.



Sex Appeal

This trait increases your chances of
having a good reaction with
members of the opposite sex.
Unfortunately, this trait tends to
annoy members of your sex
Jealous twits. When interacting with
members of the opposite sex. you
gain a 1 point bonus to Charisma for
reactions only. When making Speech
and Barter rolls, you gain a 40%
bonus for each. When interacting with members of the same sex,
you have a 1 point penalty to Charisma for reactions only and
have a H0% penalty to both Speech and Barter rolls.  Only
humans can choose this trait.

Glowing fine

Extreme radiation exposure has left you glowing in the dark.
Your glow eliminates modifiers from light in combat for both
you and your enemies. In addition, you gain a +50% bonus to
Radiation Resistance, but everyone around you takes 10 rads
per hour (see Radiation under Damage and Death, below). Only
Ghouls can choose this trait.

Tech Wizard

You spent your formative years hunched over a bench learning all
about the way things work. The trouble is that you've ruined your
eyesl You get a +15% bonus to Science, Repair, and Lockpick
skills, but you lose 1 Perception.

Fear the Reaper

You have cheated death! You gain
perks as if you were a human, but you
are now on death’'s short list. This
means that once a month, you must roll
against Luck or else drop dead. Only
Ghouls can choose this trait.

Vat Skin
Other people find you hideous to behold and disqusting to smell

after your “dip” in the FEV vats. The good news is that you gain a
+10 bonus to your Armor Class thanks to your extra-tough skin.
The bad news is that everyone within ten hexes of your
location, friend and foe, suffers a 1-point penalty to Perception (you
are unaffected). Only Mutants can choose this trait.

Ham Fisted

Genetic engineering = or dumb luck - has
endowed you with huge hands. You get a
“free” tag skill in Unarmed, but you suffer a
-20% penalty to Small Guns, First Aid,
Doctor, Repair, Science, and Lockpick Skills
(these numbers cannot go below 0%). Only
Mutants can choose this trait.

Character Creatizn
Four - Statistics

Primary Statistics

After making a character concept, choosing a race, and picking
atrait or two, the player must decide on a character's
Primary Statistics. Primary Statistics influence the Secondary
Statistics (see below), and are sometimes rolled against to
determine different effects (Perception to notice a thief filching
your wallet, etc). All characters start life "average" -- that is,
they have 5 in every Primary Statistic. The player then has 5
“character points" to distribute as he or she sees fit among the
Statistics. In addition, Statistics may be subtracted from if the
player wants to add to another Statistic. This can be done so long
as points are not “lost" (ie. if a point is subtracted it must be
added somewhere else). Statistics can never go below racial
minimums and can never go above racial maximums. Sometimes,
this means that a Stat must be adjusted up or down, and the
numbers must be re-distributed to other Stats.

IF you chose a trait that effects a Statistic, keep this in mind as you
are distributing your points: traits cannot (usually) raise Stats above
racial maximums or lower Stats below racial minimums, either, so
there is no use in wasting a points! Remember to adjust Statistics
for Traits after assigning your points.

Primary Statistics: Descriptizns

A complete description of Primary Statistics, with their use, is
provided below.



STRENGTH (STR]

A measure of your character's
physical strength and muscle
power. Characters with a high
Strength probably spent a lot of
time in the gym in high school.
Characters with low Strength
probably got beat up by the
characters with high Strength. This
statistic is used in the secondary statistics Carry Weight, Melee
Damage, and Hit Points.  All weapons have a minimum
Strength requirement as well.  Rolls against Strength are used
when characters try to break doors down, bend the bars on their

prison cell, and do other feats that require sheer muscle power.

PERCEPTIEN [PE]

Perception is your character's
awareness and “street-smarts,’
sometimes called instinct or a
"sixth  sense. Perceptive
characters notice details
instantly, lke smells, sounds,
and sights that dont fit a
"normal” picture. Perceptive
characters tend to be able to read

another person's reactions, and can even tell when another person

is lying. Highly perceptive characters are private investigators.

Characters with low Perception walk about in their own little
world. This statistic is used in the Sequence secondary statistic,
and in several skills such as Lockpick, Traps, First Aid, and Doctor.
The primary use of this statistic is to determine the maximum

distance your character can shoot a ranged weapon effectively.

The better the score, the farther you can accurately shoot. A high
Perception is imperative for a sniper. Rolls against Perception are
used when there is a little detail the character has a chance
of noticing, such as the glisten off the scope of the sniper taking
an aim at his or her head.

ENDURANCE [EN)

Endurance measures the body's constitution and overall health.
Characters with a high Endurance have great immune systems,
good cardiovascular fitness, and can outrun and  outswim
others.  Characters with high Endurance can swim across
the English Channel. Characters with low Endurance can drown
in the kiddie pool. The Hit Point, Poison Resistance, Radiation

Resistance, and Healing Rate
secondary statistics are based on
Endurance, which also modifies a
character's Outdoorsman  skill.
Endurance is used to determine if
burst hits knock characters down,
or even unconscious  (see
Knockdowns in Combat Part I
Damage, below). Rolls against
Endurance determine things like
whether your character can hang on to that rope over a canyon,
or can resist the deadly cloud of bacteria that renegade
scientist just sprayed in his or her face.

CHARISMA (CH]

Charisma is how physically attractive your character is,
and how adept they are at knowing exactly what to say and
do in social situations. Beauty as well as grace and leadership
ability contribute to  Charisma. A
Charismatic character will be the leader
of the pack. and everyone will follow
his or her orders.  John F. Kennedy was
charismatic: Dan Quayle was not.  No
secondary statistics are based on Charisma.
It heavily influences Barter and  Speech
skills. ~ Rolls against Charisma are made
when a character is attempting to schmooze past some guards
or trying to pick someone up in a bar.

INTELLIGENCE [IN)

Intelligence is a character's higher
reasoning power. Characters with
high intelligence  have  better
memories and are better at
solving problems than people with
low intelligence. Albert Einstein,
Napoleon, and Alexander the
Great had high intelligence. General
Custer, Forrest Gump, and the guy
in "Sling  Blade" did not. No
secondary statistics are based on intelligence. Many of the

non-combat skills use it for their base values, however.
Intelligence also determines the  number of skill points your
character gains each level (see Advancement under Part IIl).
Rolls against intelligence are made when characters are
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attempting to guess a password or determine the sequence of
electric charges running through the pattern on the floor.

AGILITY [AG)

Aqility measures the speed of a
character's reactions.  More or
less, Agility describes how quickly
an impulse is received by the
brain, is encoded into the
appropriate message, travels
through the Central ~Nervous
System, and  reaches the
character's arm, which appropriately jerks out of the way right
before a bullet hits it.  Characters with high Agility are
jugglers and acrobats. Characters with low Agility dance with
two left feet.  This statistic is the basis for the Armor
Class and Action Point secondary statistics. It modifies the
greatest number of skills as well, especially combat skills. Rolls
against Agility are made when your character dodges a poison
dart trap or attempts to jerk his arm out of the sewer before
a mutated rat bites it off.

LUCK [LK]

Perhaps the most ambiguous
statistic, Luck is everything and
nothing. Characters with a high
amount of Luck just tend to
have things go their way, and
characters with a low amount of
Luck always seem to be standing
under the scaffolding just when
someone drops that brick.  Luck
directly affects the Critical Chance secondary statistic as well
as influences the Gambling skill. Rolls against Luck are made at
the GM's discretion: Luck rolls can determine if, when your character
is out of ammo and lying half-unconscious on the ground, he
happens to find that loaded shotgun lying concealed and
forgotten in the dust.

Seczndary Statistics

After the Primary Statistics are determined, the player needs
to determine the Secondary Statistics. Remember that racial and

trait bonuses and penalties need to be applied to Secondary
Statistics.  Formulae for determining initial levels of Secondary
Statistics are given with  the description of each stat.
Secondary Statistics are in different places on the character
sheet, usually grouped together - protective stats are all in

one place, and attacking stats are in
another.

HIT PZINTS [HP)

Perhaps the most important statistic in the game, as hit points
determine whether your character is alive and breathing or dead.
Dead characters cannot be played or revived, ever. Hit points can
be recovered with time, drugs, the correct skills, or an able doctor.
The base number of hit pointsis 15 + (STR + (2 X EN)). In
addition, a character gains more maximum hit points for every
level equal to 3 + % EN, rounded down (see Advancement
in Part Il. It should go without saying that hit points can
never be healed above the maximum.

Note

If hit points drop to zero, your character does not die instantly.
A character whose hit points are between 0 and -5 is knocked
unconscious: they slump to the ground and cannot move.
That character begins to recover hit points as if they were resting
(see Healing Rate, below). That means that an unconscious
character will eventually wake up, although it may take several
hours or even days. Until then, they must be carried or
protected until recovery. For more information, see Damage and
Death in Part Il below.

ARMZR CLASS [AC)

Maybe the second most important statistic in the game,
Armor Class reduces the amount of damage your character takes
from things that seek to harm her. Armor Class is measured as
a percentage. Your character's base Armor Class is equal to her
Agility. In addition, any armor she is wearing can make her Armor
Class even higher. For instance, if your character's Agility is

6 and she dons a leather jacket with an armor class of 5, her
AC is now T1(%). Armor class affects the chance to hit: in
the above example, if the mutant sniper was trying to

take a potshot at the girl in the spiffy leather coat, his chance
to hit would be reduced by 11%.

ACTIZN PEINTS [AP)

This is perhaps the third most important statistic in the game, as it
may mean the difference between reloading your gun and firing
that final shot, or staring at your empty sidearm as a rocket
explodes in your chest. APs are the number of actions your character
can take each turn in combat. Moving one hex (one meter) costs 1
AP. Reloading a weapon often takes 2 APs. Making a shot often taées
S AP. See the chart below for determining APs, based upon Agility:



Agility #APs
1 5
2-3 6
4= 7
6-7 8
8-9 9
10+ 10

CARRY WEIGHT

How much equipment your character can carry on his back, in his
pockets, or in his backpack and fanny pack. Every item in the
game weighs something. Carry Weight is 25 lbs + 25 X STR.
A character with 6 STR can carry 175 lbs of equipment. Now,
finding room for that much stuff may be a problem..

MELEE DAMAGE [MD]

This is how much damage your character does in unarmed combat
and combat with melee weapons. The more melee damage your
character does, the harder she or he hits. Strong characters
can hit very hard.  See the chart below for determining MD,
based upon Strength:

Strength Melee Damage
1-6
7
8
9
10
11
12
and so on..

PZISEN RESISTANCE

Even in the post-nuclear world, there are certain chemicals
that just don't mix well with human anatomy. Poison resistance
is equal to 5 X EN. A character with an endurance of 6 wil
have a 30% Poison Resistance. That means they have a
30% chance of antibodies eliminating the poison. See Paison
Damage in Combat: Damage and Death in Part |ll.

RADIATIZN RESISTANCE

In the post-nuclear world, radiation is always a concern. Some
places are naturally radioactive, like the blast centers where nukes
went off. Some are more radioactive than others: near the center
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of the blast, you are guaranteed to find more rads than 5 miles
away. Radiation Resistance is equal to 2 X EN. It can be increased
with chems (see Equipment: Chems) and with certain kinds of armor
(see Equipment: Armor). A character with an 8 EN has 16%
radiation resistance. This means that 16% of the rads that hit his

skin do not go in. If he was standing at the rim of a blast crater
and was taking 1000 rads every ten minutes (1), only 840 of
those rads would enter his body. That still means he's going to
glow like a lightbulb, but his skin won't fall off - right away.

GAS RESISTANCE

One of the nastier weapons in the wastes, gas attacks can
cause massive amounts of damage to a large number of people,
or cover a large area in a relatively small
amount of time.  Some gasses do not
damage a target, but are merely designed
to incapacitate it. Gas Resistance is based
entirely on armor, race, and equipment.
There are two kinds of gas attacks:
Inhaled and Contact gasses.  Inhaled
gasses must enter the lungs before causing
ill effects: Contact gasses are more like
clouds of acid vapor, damaging any biological substance they
come into contact with.  Gas resistance is given in a X/X

number, with the first variable representing Inhaled gasses and
the second variable representing Contact gasses. The beginning
Gas Resistance is always 0/0.

ELECTRICITY RESISTANCE

This measures how resistant a character is to electricity.
Whenever the character takes damage from electricity, the
amount of damage is reduced by their electricity resistance (a
percentage). Unless a character's race has built-in electrical
damage, this number always starts at 0.

DAMAGE RESISTANCE

Damage Resistance is determined entirely by armor. Unless the
character has some built in damage resistance because of
her race, this is 0%. Note that there are five different areas
under the "Armor" heading on the Character Sheet for four
different kinds of Damage Resistance. Each piece of armor has
its own Damage Resistance percentage that the character
should add to their own in the four different areas under the Armor
section. See Before Combat: Wearing Armor in Part lll, below.

DAMAGE THRESHYLD

Damage Threshold represents the actual amount of damage that
a piece of armor can stop. Note that on the character sheet,
there is no Damage Threshold under Secondary Statistics:
rather, itis under Armor. A character does not have any
actual Damage Threshold until he or she is wearing armor of

some kind. See Before Combat: Wearing Armor in Part Ill, below.
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SEQUENCE

Sequence determines who goes first in a combat round. OFf course,
if you are the one initiating the combat, you automatically get to go
first (you sneak up on a guard and clobber him in the head), but
all the combat turns after that get broken down by Sequence,
with highest Sequence going first, and so on down the line (see
Combat: Sequence in Part Il). Sequence is equal to 2 X PE.

HEALING RATE

Life possesses the remarkable ability to heal itself naturally. Your
character's Healing Rate is the number of hit points they heal
naturally in a day (24 hours) of activity, or in six hours of resting.
Use this table to determine healing rate, based upon Endurance.

Endurance Healing Rate
1-5 =
6-8 2
9-10 3
11+ 4

A character with 7 EN would have a healing rate of 2
and heal 2 hit points in a 24-hour period where they were
active (fighting, walking around, etc) and will heal 8 hit
points in any 24 hour period where they are resting (sleeping,
watching TV, etc)  See Healing under Combat: Damage and
Death in Part lll, below. Note that Robots do not naturally heal
themselves, and therefore automatically have a Healing Rate of
0"

CRITICAL CHANCE

This is the base chance to cause a critical hit in combat. High
weapons skills and weapons of high quality can modify this number
later. If a to-hit roll is successful and low enough that it fell
within the character’s Critical Chance, the hit becomes critical (see
Combat: Chance for Criticals in Partll). A base Critical
Chance is equal to a character's Luck. A character with 3 Luck
has a 3% base chance to critical hit.

Character Creatizn Part
Five - Skills

Tag Skills

Every character gets three tag skills to start out with.
These skills could best be described as the character's
"gifted" areas. Every character must take three tag skills,
and only three, no more, no less (unless the character gets an

extra tag skill because of a trait). Each tag skill gets an
immediate 20% bonus, and a tag skill grows twice as fast as a
normal skill. When you spend skill points on a tag skill, it grows
by 2% instead of 1%.

akill List

This is a complete description of skills, and how one finds the
base skill percentage. Base percentage

is figured before ANY other skill adjustments are made - from tag
skill adjustments, to traits, to addition of skill points. Skill points
are added only after a character goes up a level (see
Advancement in Part Ill. For the sake of our examples, an
"average" character has a 5 for each Statistic.

Small Guns

This skill covers the use of bows,
pistols, sub-machine guns, rifles,
and shotguns. The higher your
Small Guns skill, the easier it will
be for you to hit your target,
and the longer theeffective
range you will have in combat.
Initial level: Starting Small Guns skill is equal to 5% + (4 X
AG). Average starting characters will have a 25% Small Guns
skill.

Big Guns

This is the skill of flamethrowers,
miniguns, rocket launchers, heawy
machine guns, and other large support
weapons. If it's a large weapon,
you can count on Big Guns being the
skill rolled against. Like Small Guns,
the better your skill, the easier it will
be to hit your target, and the longer
the range of your shot. Initial level:
Starting Big Guns skill is equal to 0% + (2 X AG). Average starting
characters have a 10% Big Guns skill.

Energy Weaprns

The use of energy weapons is not a
very common skill in the post-
nuclear world. Energy weapons were
just coming into actual warfare when
the world blew up. Lasers and
plasma weapons are covered by the
Energy Weapons skill. Basically, if it
uses an energy cell or power pack, and not cartridge




ammunition, it falls under this skill  Initial level: Starting
Energy Weapons skill is equal to 0% + (2 X AG). Average
starting characters will have a 10% Energy Weapons skill.

Unarmed

This is the skill of beating people up with

your fists and feet. The better you are

at this skill, the more likely you are going

to hit them in combat. This skill also

covers the use of weapons that enhance

unarmed combat such as brass knuckles,

spiked knuckles, and the legendary Power

Fist. At higher skill levels, you will learn

new techniques of fighting. ~ Everyone starts with a good
Unarmed skill, since the basic concept is pretty simple. Initial
level: Starting Unarmed skill is equal to 30% + (2 X (AG + STR)).
Average starting characters will have a 50% in Unarmed Combat.

Special Unarmed Attacks

These attacks only become available to the true student of
the unarmed arts. The requirement for each attack is listed,
along with a description of the attack and the damage incurred.




Melee Weapzns

This covers the use of most melee
weapons.  Knives, spears, hammers,
and crowbars are all melee weapons.
Since using simple tools to beat things is
something fairly innate to human nature,
this is usually a pretty high skill. Initial
Level: 20% + (2 X (AG + STR)). Average
characters will have a H0% skill.

Threwing

Whenever a weapon is thrown, this skill
gets used.  Throwing knives, small
rocks, and grenades are throwing
weapons. If you miss, the object still
has to end up somewhere. [t is possible
to throw a weapon and have it end
up right at your feet. If it's a knife, no big deal. If it's a grenade,
that's a really big deal. The maximum distance you can throw a
weapon is based on your character's Strength, and the type of weapon
thrown.  Initial Level: 0% + (4 X AG). Average characters will

have a 20% skill.

First Aid

The skill of minor healing. You will
be able to heal minor wounds, cuts,
and bruises with this skill. You can
only use it three times a day, and it
takes a little while to work.You can
use it on yourself, or anyone you
are feeling particularly nice to at
the time. Initial Level: Starting First
Aid skill is equal to 0% + (2 X (PE + EN)). Average characters will
have a 20% skill. Each use of this skill takes 1d10 minutes and
heals 1d10 Hit Points. You can only use this skill 3 times a day. For
more information, see Healing in Combat: Damage and Death, below.

Decter

A more advanced form of healing. You
can heal serious damage and crippled
limbs but not poison or radiation damage.
Using this skill takes a while to perform.
Every crippled limb will add to the time
required to use the Doctor skill You can
play Doctor with yourself (except if you are

Blind). or any other person / critter you choose to be kind to. In
addition, a character can deal 2dl0 hit points in 1 hour by
successfully using the Doctor skill. You can only use the
Doctor skill twice a day. Initial Level: Starting Doctor skill is
equal to 5% + (PE + IN). Average characters will have
a 15% skill

Sneak

The skill of being able to move quietly or
out of sight. When you are sneaking, other
people will be less likely to notice you
- at a distance. If you get too close to a
dangerous creature, now matter how good
you are at sneaking, they will notice you.
Of course, whether someone notices you is
based on what direction they are facing, the amount of light
in the area, the amount of cover you have, and a hell of a lot
of luck. Such is the life of a thief. Successfully sneaking up
on a person means you get a bonus should you want to try to
steal from them. Your sneak skill is rolled when you start
sneaking, and once a minute while still sneaking. Initial Level:
Starting Sneak skill is equal to 5% + (3 X AG). Average characters
will have a 20% Sneak.

Lackpick

If you need to open locks without theproper

key, this is the skill for you. Use it to get

what you want, but other people don't want

you to have. Having an actual lockpick will

improve your chances, but it is not

necessary. There are two types of locks in

the Fallout world: normal and electronic. Lockpicks work against
normal locks, but to even attempt an electronic lock, you need an
electronic lockpick. Certain locks can be harder to pick than others,
and certain locks require that the picker has a lockpick. Initial Level:
Starting Lockpick skill is equal to 10% + (PE + AG). Average
characters will have a 20% skill

13



Steal

This is the art of removing
things from a person or an
object without being noticed.
Even If you succeed, there is a
chance that the critter might
notice yo u. Larger objects are
more difficult to steal than
smaller objects. The more objects you try to steal, the more
likely you are to get noticed. You cannot steal objects a person
is using (guns they are holding in their hands, armor they are
wearing on their body, etc).  If you try to steal from a
person, it might be a good idea to stand behind them so they
can't see you as well Initial Level: 0% + (3 X AG). The
average character will have a 15% Steal skill.

Traps

Not only does the Traps skill involve setting
and disarming devices that cause harm to
others, but it also covers setting, timing,
and handling explosives. The higher
your Traps skill, the less likely it is a bomb
will blow up in your face, a huge rock will
crush your party, and the more likely it is
that the timer you just set will go off when you want it to. Initial
Level: Starting Traps skill is equal to 10% + (PE + AG).
Average characters will start with a 20% Traps skill.

Science

Science is the skill of working with
electronic devices such as computers.
It also covers how intuitive a character is.
Characters with a high Science skill
will notice things that others might
miss, and characters who actively apply
their Science skill to tasks can intuit
answers to prablems. Science skills are used when rolling to use
(or break into) computers, determine what part a vehicle
might need to run properly again, or to notice a vein of silver
in an otherwise unremarkable rock. Science skill can also be
used like First Aid to repair robots. Initial Level: Starting Science
skill is equal to 0% + (4 X IN). Average characters will start with
a 20% Science skill.

Repair

Repair is the practical application of the Science skill.  As
things are constantly breaking in the wastes, and there aren't
customer service hotlines anymore, a person with a high

Repair skill is always good to have around.
Repair covers fixing all manner of
mechanical things, from guns lo
vehicles, and can also be wused to
intentionally sabotage or disable mechanical
things. The Repair skill can also be used
like Doctor to repair robots. Initial Level:
Starting Repair skill is equal to 0% + (3 X IN). Average
characters will start with a 15% Repair skill.

Pilet

The  skill of operating various kinds

of motor vehicles, from cars to tanks
to jeeps  to verti- birds, air planes,
and helicopters. Characters with high
pilot skills can take vehicles places that
other characters couldn't, and just might

avoid rolling that Highwayman when they
hit that pothole. Initial Level: Starting Pilot skill is equal to 0% +
2X (AG + PE). Average characters will start with a 20% skill.

Speech

This is the skill of dialogue. The
better your Speech skill, the more
likely you will be able to get your way
when talking to people. When there is
a chance that an NPC might take your
word, believe your lie, or just follow
your instructions, this is the skill that
is used. Initial Level: Starting Speech skill is equal to 0% +
(5 X CH). Average characters will have a 35% skill

Barter

The skill of trading. In the post-

nuclear world, currency is not

commonly used. Barter will allow £

l‘;'

you to get more for less when
trading  equipment, weapons, and ok
other items. A high Barter skill will

lower the prices you pay for items

you purchase, and increase the

money you get for selling excess equipment. A good Barter skill
isn't important if you're killing everyone, but it certainly is a
valuable skill for the non-berserkers out there. Initial Level:
Starting Barter skill is equal to 0% + (4 X CH). Average characters
will have a 20% skill.
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Gambling

The Gambling skill covers a knowledge of
and adeptness at games of chance.
Someone with a high Gambling skill tends
to win these games more often, or might
notice if the game is dirty or rigged. Initial @

Level: Starting Gambling skill is equal R

to 0% + (5 X LK). The average character will start with a 25%
Gambling skill.

Futdzzrsman

This is the skill of outdoor living and s
urvival  in hostile  environments.
Basically, what they teach in Boy Scouts
and Girl Scouts, modified for the post-
nuclear world. Outdoorsman has many
uses, from finding food and water in the

middle of a vast wasteland to avoiding
hostile creatures to knowledge about what plants and animals
will help you or kill you. It's always good to have someone in the
party who's an avid outdoorsman. Initial Level: 0% + (2 X (EN
+IN)). Average Characters will start with a 20% Outdoorsman skill.

Character Creatizn Part
Six: Karma and Finishing
Touches

A starting character's karma is always 0 (zero).  The
Gamemaster will inform characters when their actions have
resulted in a change of karma. Sample examples of Karma-
changing actions can be found in the Karma section of Life
in the Wastes, below.

Putting the finishing touches on a character might include
thinking of Little quirks that would round out that character - for
instance, a huge mutant might be deathly afraid of mice. The
possibilities are endless, and make for interesting - and fun -
roleplaying. OFf course, it might be more interesting to develop
those quirks as you roleplay.

That's alll It's time for the character to enter the wide world!

Part lll: The Game

“We shall not cease from exploration and the end of all our
exploring will be to arrive where we started and know the
place for the first time."
-T.S. Eliot, Four Quartets

Once the characters are made, it isup to the GM to
provide the adventure.  There is a sample adventure at
the end of this book, and there will probably be many
more if people decide to write them. Adventures and
campaigns (extended adventures that take many evenings to
play) are limited only by the bounds of imagination. This
section covers some of the more important aspects of the
game such as combat, damage, and advancement.

Befzre Combat: Equipping

Weapzns and Armar

Hzlding Weapens or #bjects

The character sheet has sections labeled “left hand" and “right
hand"  That is where a character can fill in the necessary
information regarding  their weapon(s). ~ No more than two
weapons can be equipped at the same time, one per
hand. Some weapons  require the use of both hands. Note
that you can still hold two weapons and use a two-handed weapon
in combat - that's what the straps are for. Characters usually start
with only the basic weapons, although it is up to the Gamemaster.

Objects to be used must be held in the hands as well. This means
that a character cannot inject a healing chem, shoot a two-handed
gun, and dig a hole all at the same time.

Remember that a character is not limited to carrying just the
two weapons intheir hands: they can carry whatever they
want in belts, holsters, backpacks, and so forth.

Of course, guns are only effective if they have they kind of
ammunition required to use them. Note that two kinds of
ammunition that would work for the same gun - Armor Piercing
and Jacketed Hollow Point (AP and JHP) for example - cannot
be used in the same clip. If you find that your JHP bullets are
ineffective, you must reload with AP rounds (see Reloading, below).
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Weapsn Conditizn

Below the weapon slots on the character sheet is a bar with boxes
in it, labeled "Condition."  This indicates the condition that the
weapon is in. The more boxes filled, the worse shape the weapon
is in.  Weapons gain one box after each fight (in which they are
used) or after a critical failure (see Attacks, below). Sometimes,
doing something inordinately stupid, like using your rifle as a
crowbar or accidentally dropping your gun down a sewer, will
cause boxes to become filled as well. When boxes fill up, it
represents normal wear and tear: however, when that last box is
filled, the weapon is either jammed or broken, and must be
repaired or thrown away. Often when characters find or buy
weapons, they are not in perfect shape and already have one
or more boxes filled. If 8 or more boxes are filled, the user suffers
a -10% penalty to their to-hit rolls with the weapon: the damage is
beginning to interfere with its effectiveness. ~ The GM may
determine other situations where the weapon suffers damage,
such as when the character accidentally drops his backpack
in a vat of acid.

Repairing Weap#ns

When a gun jams or an ax breaks, it
is a problem. I it happens in
combat and you have no backup,
it is a major problem. There is
nothing to do but wait until combat
is over and attempt to repair the item.
Using Repair skill on a gun takes |
hour and requires pa rts. If the roll
against Repair skill fails, the character
is allowed to make a roll against the
skill associated with that weapon - melee for the ax, small arms
for the gun - to take one box off (the weapon is not fixed,
but it is usable for the time being). Successful use of the repair
skill empties two boxes on the condition bar. Repairing weapons is
not necessarily limited to the time in which they break: a little
preventative maintenance never hurts. Parts required for routine
repair is as follows:

Small Guns - 1 Adhesives, 1 scrap Steel or Wood

Big Guns — 2 Adhesives, 2 scrap Steel, 1 0il

Energy Weapons - 1 Adhesives, 1 scrap Wood. 1 aluminium

Melee - | Adhesives, 1 scrap Steel or Wood

Vehicle Conditizn

Vehicles wear and tear just like weapons and armor, but do
not have condition boxes indicating how damaged they are.

Instead, the vehicle is broken down into five different sections,
each with individual hit points. Those hit points can be repaired.
but require a lot of time and effort (see Repairing Vehicles,
below). When a vehicle loses more than two-thirds of its hit
points in a section, that section breaks down. For example, if a
truck lost 2/3 of its hit points to the engine, the engine would
no longer work, and the vehicle would coast to a halt. For
more information on various vehicle sections and the effects
when those sections are damaged or destroyed. see Vehicle
Combat, below.

Repairing Vehicles

Repairing lost hit points on a vehicle can be a time-consuming
process. When attempting to repair a vehicle, the character needs
to determine which section of the vehicle he or she will focus on.
Then, 8 hours are spent making repairs: at the end of
those three hours, a roll against Repair is made. If the roll is
successful, 3d10 hit points of damage were repaired to that
particular section.  For more information on the different vehicle
sections, see Vehicle Condition, above, and Vehicle Combat, below.

Wearing Armzr

There is another section on the character sheet for armor. Note
the Damage Threshold (OT) and Damage Resistance (DR) for each
different type of damage, as well as the base AC (the character's
Agility plus any other bonuses or penalties) and the AC (with
the armor). Characters usually start with only the most basic
kinds of armor. It should be noted that some kinds of armor will
add penalties for using certain skills, like Sneak. Those penalties
are listed in the armor’s description.

Helmets are often parts of other larger suits of armor, or can
be worn alone (and taken off apart from a suit of armor). Helmets
usually only confer a small bonus to armor class, but will reduce
a chance of a targeted shot to the head resulting in a critical
hit by 15%.

Armgr Conditizn

Like weapons and vehicles, armor also loses its effectiveness over
time if not repaired. ~ For every five successful hits that
cause damage against a character wearing a set of armor, the
armor loses a condition box (the box is filled in). Armor eventually
begins to lose its ability to protect and distribute damage as it
wears thin and acquires more holes: these penalties are applied
specifically to the Damage Threshold and Damage Resistance (OT
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and DR) valves: a useless heap of power armor still affords
the user some AC protection.

To determine the modified values for DT and DR, first find the
percentage of the modification (Mod) on the following chart:

Armor Condition Modlifier chart

# Boxes Filled Modifier (Mod)
o none
none
none
none
5%
10%
20%
30%
40%
S0%
4] 60%

Howoom o] ks W pa

After the Modifier is determined, plug the original values and
the mod into the following equations:

DR - (DR X Mod)
DT - (DT X Mod)

Adjusted DR
Adjusted DT

Repairing Armar

Repairing condition boxes on armor works in much the same way
repairing condition boxes on weapons and vehicles does. The task
takes Y hours, and if a successful Repair skill roll is made, two
condition boxes are emptied. Parts required for routine repair is as
follows:

Leather Armour - 1 Leather, 1 Cloth

Metal Armour - 1 Steel, 1 Adhesive

Cloth Armour - 2 Cloth

Power Armour - 1 Nuclear Material, 2 Steel, 2 Adhesives

Mzrtal Combat

Like it or not, in the Fallout universe, sometimes all the
sneaking and dialogue break down.In these cases, conflicts
are resolved by combat: who has the stronger fists, the bigger
gun, and who can use them better. Combat is a series of 10-
second Rounds where every participant gets a Turn (an
opportunity to act) that resolves when all parties hostile
to each other are either incapacitated, dead, or have run away.

C»mbat Begins

Combat officially begins when one critter or Character
decides that enough is enough and  s/he/it attacks
someone or something else (sometimes, attacks can be
made on inanimate objects such as doors, and in this case the
entire combat procedure is not necessary, unless combat is going
on around the character attempting to break the door down).
The  critter  or character that initiated combat gets the
opportunity to use all of their Action Points  (AP)  before
Sequence is determined.

Combat Step Une: Determine Combat

Because the Sequence statistic does not change, this step needs
to be preformed only once in combat, at the beginning. Who (or
what)ever has the highest sequence gets to move first, with the
next highest sequence moving second, and so on until the round
is over. Ties in sequence should be determined by the tie-ers
rolling 1d10 against each other: the highest roll goes first. This
roll only needs to be done at the beginning of each combat, not
each round. Once sequence is determined, a character has
several choices about what to do with their Turn.

Combat Step Twe: Actinn

Any action in combat requires the use of Action Points. The
higher a character's agility, the more action points they
get (see Character Creation: Secondary Statistics). A
character's Turn is over when all AP are used, or they
declare that they are going to defend, and they forfeit
the rest of their AP (although not entirely, see Defending, below).
The possibilities for action are:

Mzvement

This includes moving closer to a target,
moving behind a tree or other cover, or
bravely running away. It costs 1
movement point to move | hex A hex is |
meter across (this becomes much more
important later, when determining range).
Characters cannot occupy the same hex as
another living character or critter, or large
inanimate objects. Any object larger than a
medium-sized shrub gets a hex all to itself.




Dead bodies (no matter how massivel) do not get their own
personal space: they are dead, it won't matter if you walk all
over them. Terrain can have an effect on movement. This table can
serve as a guide. The modifier is a number by which the character
multiplies his normal movement rate: 2X would require that the
character spend 2 times the normal AP amount to  move.
Characters who are prone or have broken limbs can take a
long time to crawl over certain kinds of terrain. For more
information on Swimming, see Swimming in Life in the Wastes,
below.

Effecte of Terrain on Movement Rate

Terrain Type Modifier
Open, Flat Ground 1X
Rough, Wet Ground 2X
Torn, Muddy Ground; 3X

Water (Swimming)

Using An Item

If your Character is holding an item in her hand, she can use it in
combat, provided it is an item that's use takes under 10 seconds
(GM" discretion). Healing chems, Geiger counters, and a police
whistle are all examples of items a player can use in combat.
Note that an item MUST be in hand to use it: see Before Combat,
above. Using an item takes 3 AP.

Equipping ltems

If you run out of ammo for a gun and need to draw another,
or if you want to grab that stimpak out of your pocket, you
are Equipping an ltem. Equipping ltems takes 4 AP for each
item equipped. Therefore, if you trade your hunting rifle in
for a SMG and want to grab that healing chem in the same round,
it will take 8 AP total. You can equip any item that is on your
person (your pockets, backpack, and fanny pack count as "on
your person").

Taking Items

You can take an item on the ground, in a container, or off the
bodies of your enemies. As with Equipping Items, this costs 4 AP
per item, and your character must be standing in the same hex
as the item (or on an adjacent hex if the itemis in an immaobile
container).  If you want to grab that Bozar and the ammo for it,
it will take 8 AP.

Relzading

Guns use up ammunition. When your gunis empty, partially
empty, or jammed, you can reload it by spending two Action
Points.  If you have enough ammo, this will completely fill the
clip. If not, you can place as many bullets as you have in
the clip. It's generally a good idea to head into combat
with  fully loaded guns, so you aren't prancing around trying
to get those rounds in while the baddies are shooting. Note
that a gun can only be loaded with the kind of ammunition it
is supposed to use, and that two different ammunition types -
AP and JHP - cannot be combined in one clip.  Note that
mortars, artillery pieces, and vehicle weapons other than machine
guns take one full round to reload, using all of a character's Action
Points for that turn.

Using Skills

Sometimes, it becomes
necessary to use certain skills
in combat.  Although the
battlefield isn't always the best
place to try to pick locks or repair
a broken computer, there are
times when using your talents are
necessary, especially if it means you can escape those crazed
cyborg  commandos. Some skills, like Doctor, just take too long
to use in c ombat. The GM should determine if the task that the
character wants to perform can be done in combat (cracking a
safe, for example, would be just a little too time consuming).
Then the GM should calculate how many APs, and how many
rounds (if necessary), the action will take. Characters using
skills gain no Armor Class bonuses from Agility or unused AP, so
their armor class is limited to what they are wearing when
they are using their skills.

Healing a Fallen Czmrade

A character can use his or her
First Aid or Doctor skill in
combat to heal a fallen
comrade (or foe, if they are so
inclined), but only if the
target  has been knocked
unconscious  (see  Combat:
Damage and Death, below).
This action requires that the

character be in an adjacent hex to the target, and takes 10

AP. If the action cannot be performed in one round, they can
give up all of their Armor Class benefits except for the arri(g
they are wearing and complete it in the next round.



When the action is complete, the healer makes a roll against
First Aid or Doctor, depending on the skill they are attempting
to use. If the roll succeeds, then they have healed the
target to 1 HP - enough for the target to regain consciousness.
The target does not get any AP until the round after
he/she/it was healed. Using the First Aid and Doctor skills in this
way counts towards the character's total uses of that skill for
the day (remember that First Aid can only be used 3 times in a
24-hour period, and Doctor can only be used twice).

If the fallen comrade is a robot, a player can use either
the Repair or Science skills to achieve the same results.

Getting Up

If you have been knocked down the previous combat round,
or for some reason are starting combat on the ground, it
takes 4 AP to clamber to your feet. Characters who are on the
ground receive no Armor Class bonus either from unused AP or
their Agility, making their AC without armor equal to zero.
Note that Getting Up is not the same as Changing Positions, below.

Laying Mines

Devious parties can use mines to their
advantage, having one or more members
circle behind the enemy while the rest
of the party engages them in
combat. The mine layers then set up
their cowardly weapons and clear out
while the others drive the enemy into the
explosives. It takes 6 AP and a
successful roll against Traps to lay a mine in Combat. For more
information on minelaying. see Mines in Life in the Wastes, below.

Setting Up Tripzds and Artillery

Some weapons gain bonuses if they are used with a tripod:
some weapons canonly be used with a tripod (and some
come with a tripod built in). In order to use these weapons in
combat, the character must spend time setting them up. When
setting a weapon on a tripod. roll against the Big Guns skill. If the
roll succeeds, the character set up the weapon on the tripod and
can use it normally next round. If not, the character did not get
the tripod set up. In order to set up the tripod. they must keep
rolling until they succeed, or give up. Even if the roll fails,
attempting to set up a tripod takes ALL action paints for
that round. Artillery pieces work the same way, except that they
are much larger than small mortars.

Changing Pasitizns - Crouching € Prone

Crouching and Going Prone are great ways to improve your
accuracy in combat, and to help you hide behind available cover,
making less of your body visible and available to an attacking
enemy. They are also great ways to make yourself a sitting duck,
allowing people to hit you easier. Changing positions takes 2 AP,
unless the character is going FROM Prone to Standing - that takes
Y AP, just like Getting Up (above). Note, however, that going from
standing to crouching, standing to prone, crouching to prone, prone
to crouching, or crouching to standing takes only 2 AP, and is NOT
the same as getting up.

When Crouching, the character gains +10% to Small Guns, Big Guns,
and Energy Weapons skills for purposes of To Hit: it takes the
character 2 AP to move 1hex and the character's Armor
Class from Agility (Base AC) is reduced to 3 (characters whose
Agility are below 3 are not effected)

Prone characters gain +25% to Small Guns, Big Guns, and
Energy Weapons skills for purposes of To Hit: it takes the character
4 AP to crawl one hex: and the character's Armor Class from
Agility (Base AC) is reduced to 1. Prone characters cannot make
unarmed or melee attacks.

Note: Crouching and Going Prone have no effect on To-Hit rolls for
mounted Big Guns. These include Howitzers, large artillery pieces,
and guns attached to vehicles, like tank-mounted cannons and
machineguns on Jeeps.  The GM can ultimately use common
sense to determine if it makes sense to give a crouching or prone
bonus for a specific weapon.

Defending

Sometimes, discretion is the better part of valor. If a character
has some (or all) AP left and doesn't want to do anything else,
they can defend. The leftover AP are then added to that
character's Armor Class.

Attacking
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The backbone of any combat is attack: doing to others before
they do unto you. Attacks take varying amounts of AP
depending on what kind of attack it is. Unarmed and melee
attacks must be made on a target in an adjacent hex (in some
rare cases, a melee attack with a 2-hex range may be made).
Ranged attacks, such as thrown weapons and guns, may be
made so long as the targetis in range and there is a
clear or semi-clear line of sight. You cannot attack someone
behind a wall or other complete cover. The GM (and common
sense) ultimately determine  what "complete cover" is.
Attacks may only be announced if the character has enough AP
to cover the action. Those AP are deducted immediately.

There are three kinds of attacks, besides the normal HtH and
Ranged: a Normal (Single) Attack, a Targeted Attack. and a
Burst Attack.  Some weapons, like Assault Rifles, SMGs, and
others can do all three. Single-shot and melee weapons can
only make a normal Single attack or a Targeted Attack.Some
weapons such as Rocket Launchers and Flamethrowers cannot
make Targeted attacks (they are just too bulky and unpredictable
to snipe with).  Some weapons, such as miniguns, can only fire
in Burst mode. The options for attack will be listed on the
weapon's description.

Burst Made

In the Fallout game, Burst Mode is interchangeable with the
military or police definition of a three-round burst (3 shots) AND
fully-automatic fire (holding the trigger down and spraying that
deranged nuke pooch for all you're worth).

Burst mode is assumed to be the number of shots a weapon
can fire in fully automatic mode in one round of combat: the
minimum number of shots in a burst is three (a quick
squeeze of the trigger), and the maximum number of shots
in a burst is given in the weapon descriptions.  This number
represents the maximum number of shots an automatic weapon
can fire per round, depending on its ROF (rate of fire). Some
weapons, like miniguns, can burn through a lot more ammo
than older assault rifles: thus, they can fire more shots.
Note that characters with lots of Action Points might be able
to squeeze off just a little bit more (in other words, a second
“burst”) than characters lacking that attribute. For information
about rolling attacks in Burst Mode, see Burst Mode and Cone of
Fire in Determining and Rolling Against To Hit, below.

Attack Step fine: Determining and
Relling Against Tz Hit

To Hit for attacks s
determined based on a
number of factors. A
formula will be presented
at the end to simplify the
process.

First of all, the target
must be open and in
range. The attacker must
be able to see their target, or at least know fairly specifically
where their targetit. In addition, each weapon has an individual
range, and a character's range is based on his Perception. If a
target is beyond the character's range, the penalties begin to
add up.  See below for range penalties based on perception.
Thrown weapons, such as throwing knifes, spears, and grenades,
are based on Strength as well as Perception: they can potentially
suffer penalties from both stats!

Base Chance

First, the base chance To Hit is the attacker's skill in the
particular weapon he is using - Unarmed for fists, feet, and
“unarmed weapons” like brass knuckles: Melee Weapons for things
like knives and sledgehammers: Small Guns for pistols, rifles, and
SMGs: Big Guns for rocket launchers, flamethrowers, and the like:
and Energy Weapons for lasers and other fun toys. Remember to
deduct 10% from the base chance if the weapon has 8 or more
condition boxes filled.

Range Mzdifiers

The first modifier to hit is Range. The table below lists effective
range for perception (substitute Strength on this table for throwing
weapons as well):

Range Table
PE Range in Hexes (Meters)
1 1

2 3

3 5

L T

5 5

6 11

T 13

8 15

] 17

10 19
And so on..

The range based on Perception, on the table above, is added
to the range of the weapon. For every hex beyond 2@



combined range between the attacker and the target, deduct 3%
from the to-hit roll.

Also, when attempting a double-shot with a shotgun, the weapon’s
effective range drops by 3 hexes. For more information, see
Double Shot Weapons, below.

Light Mzdifiers

The second modifier to to-hit is the light level. The table
below lists various lighting conditions and their effects:

Lighting Table

0%: A sunny cloudless day; a well-lit

building [office building or

supermarket}

-G%: Light Clouds

-10%: Medium Clouds

-15%: Heavy Clouds

-20%: A Medium-1lit building (well 1lit
basement, smoky bar)

-30%: Light Rain or Dust

-40%: Medium Rain or Dust

-G0%: Bad Light Indoors (Near a Cawve
Entrance, In a Dance Club)

-&0%: Heavy Rain or Dust

-80%: Downpour f Dust Storm; In a cave
with a flare or torch

-150%: Blizzard / Hurricane / Tornado

-200%: Total Cave Darkness (In a Cave
with no light at all)

For night, deduct a further:
-10%: Full Moon

-20%: Crescent Moon

-40%: New Moon

Armgr Class Madifier

The third modifier is for the target's Armor Class. Since Armor
Class is a percentage, deduct that as well.

Caver Mqdifiers

The fourth modifier is cover. Generally, this deduction is
based on how much of the person's/critter's body is concealed
by the cover. For instance, if there is a crate between Harry
and the scav he is trying to take out, and that crate conceals the
scav's legs up to the knees, about 15% of the scav's body is
concealed, so the attack will suffer a -15% penalty. Notice that
cover does not come into play in unarmed and melee attacks,
because there can be nothing between the attacker and the target
to make these attacks in the first place!

Weapzns Status Mzdifier

The fifth modifier is open for any bonuses or penalties the
character might receive for having a good weapon, or a modified
weapon. If a character's spear is extra-sharp, or if they have a
laser sight or scope. add those bonuses now. If the character's
STR is below the minimum required to fire that weapon, deduct that
now.

Targeted Shzts

The sixth modifier is only for targeted shots. ~ Shots may be
targeted in 8 different areas: The Head or a like area, the
eyes or a like area, The Torso (main body), The Groin or like area,
the arms, and the legs. A robot that doesn't have legs may
be targeted in the hover apparatus, and a scorpion with no visible
groin could be targeted in the taill.  Targeted shots have an
increased chance of dealing a critical hit to the area targeted, either
crippling in the case of limbs, causing blindness in the case of an
eye, or causing extra damage. See Attack Step Three: Roll for
Criticals below.

Targeted shot Penalties (Melee Attacks)

0%: Torso
-10%: Legs
-15%: Arms, Groin
-2Z0%: Head

-30%: The Eyes

Targeted shot Penalties (Ranged Attacks)

0% Torso
-20% Legs
-30% Arms, Groin
-40% Head
-60% Eyes

The Fgrmula

Once all the modifiers are determined, follow the formula:

Base minus Range minus Light minus Armor minus Cover minus
or plus Extra bonus' (or minus penalties) minus Targeted Shot
(if applicable).

Canceling the Shat and Relling

At this time, if the chance to hit is less than 0%, the
attacker has the option of canceling the shot. The shot is
just beyond the attacker's skill: there is no way to mad



it, ever. Period. Should the player decide to cancel the shot,
his or her character does not get the AP back they
spent lining up the attack, but neither do they lose ammo
from firing random shots in the dark.

If the attacker doesn't cancel the shot, now is the time to roll the
dice.

A Note ©Un Relling: Burst Made and Cone
of Fire

Guns fired in burst mode roll a to hit for each individual
bullet.  Bullets that do not strike the initial target have a
possibility of hitting any other targets in the cone of fire. The
cone of fire extends one hex immediately in the direction the
gun is being fired, and continves with the addition of one
hex on either side. For example, if Harry is "H" and he fires a
minigun, his cone of fire looks like this:

* kX kK X k* *x * *
H*********
* kX kK X k* *x * *

Note about aiming at targets in a cone of fire: the character can
ONLY fire in Burst Mode at the nearest object in any specific cone
of fire. That means that Harry cannot try to shoot a bandit
6 hexes away while Horath the Doctor is standing in the cone of
fire 3 hexes from Harry;: if Harry still felt the need to make the
shot, he needs to roll To- Hit against Horath, not the bandit, and
then the bandit will get any stray shots (assuming there is no
one ELSE in Harry's way).

Streamlined Burst Mzde

Instead of rolling To-Hit for
every single bullet fired, this
is a revised Burst rule.

Rolling To Hit in Burst Mode is
a little different than normal
To-Hit rolls. Instead of rolling
To Hit for every bullet, the
player rounds off the To-Hit
number to the nearest 10 (73% would become 70, 45%
would become 50) and then rolls as many 10-sided dice as are
necessary for the burst.

If the player is shooting a 5S-round- burst or less, they have
better control over the gun and can round up on the dice. If
they are firing more than 5 rounds in one burst, round the number
down. The exception to this rule is guns that only fire a

Example of Determining and Rolling To
Hit

Harry and Maverick are exploring a cave
that supposedly  houses s0me  prewar
technology. Unbeknownst to them, a pack
of 4 mutated rats lives in one of the
grottos of the cave.

Mutant Ratb: HP: 10710 SQ: 8 AP: 8 MD:
144+1 (Claw - Swing 4 AP) AC: 0 DT: 0O
DE: 10% Unarmed / Melee: 75% COC 2%

The rats do not like intruders and move
to attack when they get a whiff of the
two characters. one rat, because it
initiated combat (maybe it smelled them
first), gets to move before all the

others. It moves closer to Harry and
Maverick, who are standing side by side
near the mouth of the cave. Hext,
everyone determines seguence. Maverick

easlly wins with 12, and Harry is next
with 10. The rats all seguence at 8, =0
they will move separately. Maverick and
Harry both decide to stand their groumnd
and let the rats come to them. Their
armor class increases while defending by
8 in Harry's case and by 5 for Maverick,
due to their unused AP. The rats use
this opportunity to move in, two on the
wast side of Harry, two on Lhe east side
of Maverick. See diagram:

The round ends and since neither =side i=
dead, unconscious, or has run away, and
the next round begins. Maverick and

specific  burst, like miniguns and bozars. These weapons are
designed to spew as many bullets as possible per round, and
the player should round up instead of down, as the weapon itself
can compensate for automatic fire (in fact, it was designed for
it).

For ease of play, it is always helpful to have a few spare 10-
sided dice lying around. Al those dice rolling at once actually
sounds sort of Uke an automatic weapon, anyway.  See
Examples of Determining and Rolling To-Hit. below. Any roll
of “0" automatically means a failure of that shot, and player must
roll To-Hit again to see if the shot hit the next-nearest object
in the cone of fire. Other failed bullets must also roll to-hit against
other critters, players, or NPCs in the cone of fire, until either there
are no more targets or all bullets have hit something.

Dzuble-Shzt Weapzns

Some shotguns are double-shot weapons. This means that t
have two barrels, with two shells, and two triggers that can be



fired either simultaneously or independently.  If a shotgun s
discharged in a double-shot, only one to-hit roll needs to be
made: both shots are going the same place. However, two damage
rolls should be made. See Attack Step Two: Damage below.

When attempting to unload both barrels of a shotgun, the sheer

Harry seguence first. They both decide
that guns are the way to go.

Because they are fighting near the mouth
of the cave, there is a good deal of
light. Harry 1is armed with a Minigun
{D: 1d4+6/shot, R:35, Ammo 20/120, W 31
lb=, STR 7, &S:nfa, T:nfa, BE:&). in
addition, he has a grenade in his hand
just in case (D: 1d12+22, R:15, STR 3).
Maverick is armed with a Desert Eagle
.44 (D: 1d6+%, R:25, Ammo 2/8, W 5 lbs,
STR 4, S5:5%, T:6, B:nfa). Maverick has a
crowbar in his other hand in case things
get ugly (D: 1d12+3, R:1, Swing 4,
T/Swing 5). Harry takes aim at a rat
with his minigun. Harry's base Big Guns
skill is 3&%. The @M decides the light
level gives Harry a 10% penalty to hit.
The rat is not wearing armor and is not
wvery dexterocus, so there 1is no armor
class adjustment. The rat is not hiding
behind anything (in fact, it is standing
directly in front of an 8 foot mutant
wielding a minigumn!}. Harry gains no
bonuses or penalties, and a targeted
shot with a bullet-spewing nightmare
like a minigun is impossible, so his
chance to hit is 26%. HNot great, but
even if 1 out of 4 shots hit, he still
turns the rat intoc mincemeat. Since
Harry‘s chance to-hit is 26%, he rounds
that number up to 20, so he needs 3 on
each 10-sided dice to hit.

Maverick decides to try and shoot one of
the rats with his Desert Eagle. The
same penalties apply for Maverick: -10%
for light, but his =mall guns skill is
ocnly 25%. The rat again does not have
any armor class bonus, nor 1is it
concealed, and Maverick 1s not taking a
targeted shot, so his chance to hit is
cnly 15%. Both characters pull the
trigger..

force exerted by the blast will cause the weapon to become
much more unwieldy. Making a double-shot reduces the range
of the shotgun by 3 hexes. See Range Modifiers, above.

After the Rell

Once the chance to hit is determined, the player makes a roll
against that number.  Rolling that dice is the same as pulling
the trigger: if the character snuck up on an unsuspecting person,
they had up until that point to stop and suffer no
consequences. Once the roll is made, however, there is no turning
back.

If a character makes an attack with a weapon and gets a critical
failure, that weapon loses one box on its condition bar. If the box
is the last box, then the weapon has either jammed, busted, or
fallen apart. For more information, see Weapon Condition, above.

It is possible to screw up an attack so badly that something bad
happens to the attacker. This is called a critical failure and can
be slightly comedic, if not downright hilarious, in a weird sort of
way. The chance for a critical failure is always 3%. If an
attack fails by a roll of 97-100%. it is a Critical Failure, and the
GM rolls on the following table (1d10).

Critical Failure Table

1: LAmmo Probklem= - The magazine was
damaged ocr the ammo was bad. The
gun does not fire, and the rest of
the magazine must be discarded.

&3 Heapon  Jemmed - Should have
cleaned your gun out! The weapcn

will take 1 turn to unjam, and the
ammo inside must be discarded.

kH Loas of AP - D'oh! The attacker
loo=es gll remaining AP for that
round.

4: Dropped Weapon - something

3lipped, and the weapon flew out
ocf your hand=s and hit the ground.

= H Weapon Explodesa - Scmething nasty
that happens only wWith explosive
Or energy weapons. Deals 341047

Damage to anyone within 2 hexes of
the weapon. OUCH!

[H Hit Scmething Else - You didn't
hit what you were aiming for, but
you nailed the next closest

target. Hope it wasn't your
buddy. .

T: Damage Self - You cut yourself on
your knife, or shot yourself in
the foot. Half <the weapon's
normal demage i= dealt to YOO
instead.

a: You =lip and fall. All remaining

AP are gone, and next round, vou
Iust get up {3ee Getting Up,

above) . While down, vou loose sll
Armor Class from Agility.

22 Weapon breaks - the weapon breaks
beyond repair. Time for a new
cne. Oops.

10: Hothing - You are lucky, nothing

gbnormally bed happens teo you, apart
from missing.
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Damage Formula

(Initial Damage - Threshold) - ({(ID -
DT) X DR, round down) .

GMs are encouraged to make up other Critical Failures.  These
are just examples.

Knzckdzwn with Melee Weapszns and Burst
Attacks

Getting hit with melee weapons and a barrage of bullets from a
machine gunnot only hurts, but it also has the chance to
knock the target flat on his/her/its rear end. In the case of
melee weapons, the chance for a knockdown is three times
(3X) the weapon's weight. In the case of a burst attack, if more
than half the bullets in the burst actually hit the target, then the
target must roll against Endurance to remain on his/her/its
feet. If a character or NPC is knocked down, they must spend the
usual 4 AP to get up (see Getting Up, above). In addition, the
character or NPC does not receive any Armor Class from Agility
- their AC drops to what they are wearing.

Attack Step Twey: Damage

The best part about combat is
when your opponent actually
takes  some damage. Each
weapon has a certain amount of
damage that it does, usually
expressed like 2di2+ 8. The
exceptions are firearms, where the

type of ammo does a certain

amount of damage. The gun itself can add a bonus to that amount,
but  otherwise  damage is calculated from the type of
ammunition used. The damage done by energy weapons is not
based on ammunition type, but the method in which the weapon
concentrates the energy.  Remember that some shotguns, when
both barrels are fired, require that two damage rolls be made for
one successful hit. Damage is the one part of Fallout where dice
other than 10-sided dice come into play. However, just because
something got hit doesn't mean that it will take the maximum
amount of damage. Armor has two numbers that reduce damage:
Damage Threshold and Damage Resistance. Damage Threshold is
how much damage the armor actually absorbs from the attack. and
Damage Resistance is the armor's (or the thick, scaly hide of

some critters) ability to spread the damage out and reduce some
of the nasty effects. DT is a flat number: DR is a % of the total
attack. So when determining damage, the formula looks like this:

Damage Formula

The player rolls the damage necessary (one roll per bullet
in a burst attack) and then applies it to the formula above.
If that seems confusing, let's rejoin our friends in the cave.

Example: Calculating Damage

Harry's rolls were pretty unlucky; only
3 out of 20 =shots from his minigun
actually hit the rat. The dinitial
damage is 1d4+e (7-10 HP) per bullet.
Jack rolls for damage and gets a 1, a 2,
and another 2. One bullet deals 7 HP of
damage, and the other two deal 8 each.
That's a total of 232 damage, more than
encugh to turn the rat into hamburger.
However, the rat does get a chance to
repel some of tChat damage. Although it
does not have a damage threshold (they
don't make armor for rats, strangely
encugh), the rat has develcoped a natural
damage resistance to normal attacks due
to its thicker hide. The rat's damage
resistance is 10%. From Harry's inmitial
23 points of damage, nothing i=
subtracted for DT, but 2 HP (10%) is
subtracted for DR. That still isn°'t
enough to save the rat, however, and it
crumples in a heap on the floor.

Damage in Burst Mzde

To streamline play, the GM might consider multiplying the
initial damage from the first bullet that hit by however many
bullets actually hit the target. That way, only one damage roll
actually needs to be made.

Damage Frzm  Nen-Cznventiznal

Weapzns

There are several types of weapons in the Fallout universe
that are not the simple melee weapon or gun. These weapons
have slightly different rules for damage, mostly based upon
their effects.

Grenades - There are two different ways to lob a grenade at
your enemy: throw it or shoot it. Either way, the grenade dek



a certain amount of damage, depending on what type of
explosive itis. Most grenades have concussion damage, and
others have fragmentation damage.  These effects will be
noted with the grenade type in the Ammunition section, below.

Mortars - Mortars are small, personal artillery pieces. They shoot
a variety of different projectiles, and have a much longer
ranger than grenade launchers. Like grenades, different mortars
will have different damage effects, noted by with the mortar
type in the Ammunition section, below.

Rockets - Rockets are fired either from portable or semi-portable
rocket launchers, or from tanks. Rockets act much like grenades
and mortars, except that they are self-powered and have a longer
effective range. There are a variety of rocket types, and their
damage effects are noted in the Ammunition section.

Mines - Like grenades, mortars, and rockets, mines
cause explosions that have concussion effects as well as blast
damage.  Sometimes, mines spew pieces of shrapnel as well
The amount of damage that each mine does is listed next to
that mine in the Equipment section, below.

Gas - Gas weapons spread a damaging cloud of toxicity
over a large area, subjecting every biological thing in the cloud to
the potential for harm. Different gas weapons describe the size
of the cloud and the effects of the gas, and whether or not the gas
damages from inhalation or contact.

Electricity - Shocking! Any character hit with an electrical
shock must make a roll against Endurance (sometimes with
modifiers, if the source was strong enough). Failure means the
character is knocked unconscious for 1d10 rounds.

Flamethrowers - Although flamethrowers aren't the most widely
used weapons in the wastes, they can be one of the deadliest in the
right hands. When someone uses a flamethrower, it acts much like
a thrown knife or grenade - even if it doesn't hit, it has to end up
somewhere. The GM should decide, based on how close the to hit
roll was, just how close to the target the flame burst hit. The GM
should then draw a line between the user and the hex where the
flames hit: everything in the connecting hexes suffers the full
effects of the firestream. Note that flamethrowers, like other non-
conventional weapons, can be adapted to shoot things other than
fire. These things are generally very, very unpleasant.

Attack Step Three: Chance for
Criticals

Every successful attack means the attacker has a chance for
a critical hit. If the roll to hit is equal to or less than the
character’s or critter's critical chance, then the attack becomes
critical. Note that if a gun firing in burst mode hits a target more
than once, only one of those bullets is allowed a critical hit
(once per attack). Targeted shots get a bonus to critical chance
based on the body part targeted as per this table, and
have different effects for damage, discussed below.

Bonuses by Body Part for Targeted shots
Target Critical Chance EBonus

ATMS +10%

Legs, Groin +20%

Head +25%

Eyes +30%

If a hit becomes critical and is not a targeted shot, roll on this
table for effects (1d10):

Sample Critical Hits

1 - Crippled Arm

2 - Crippled Leg

3 - 300% (3 Times) damage

4 - 200% (2 Times) damage

5 - 150% (1.5 Times) damage

& - Unconsciousness for 1d4 turns

7 - Bypasses armor (DT and DR)

8 - Blindness (Perception lowered to 1}
9 - EKnockdown (the target must Get Up)
10 - Imstant Death (1)

Targeted attacks that make a critical hit generally cripple
the area hit. Shots to the eyes cause blindness, shots to the legs
or arms cause those areas to become crippled (see Damage:
Special Damage below for details on crippled limbs).
Targeted Shots to the torso that become critical instantly
deal two times the damage, and Targeted Shots to the head that
become critical deal three times the damage. Ouch. A Targeted
Shot to the groin that results in a critical hit deals twice the
damage and renders the target unconscious.

Attack Step Four: Continuing and
Ending Czmbat

As stated previously, combat ends when all opponents are either
incapacitated or dead. The process is simply repeated until only
one side remains standing. Afterwards, experience points are
awarded and characters may take what they want from the bodies

of their opponents.
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Vehicle Czmbat

Vehicle combat occurs much the same way that regular combat
occurs. Each individual character sequences as usual. Combat
while on a vehicle can be a particularly exciting aspect of
roleplaying, especially if combat occurs at the climax of a story -
you are rescuing the mayor's daughter from the clutches of evil
bikers and they are chasing you down, for example.

Vehicle Damage

Like everything else in the Fallout
universe, vehicles take damage.
Vehicles are divided into five
separate  “systems” or areas
that all have a certain number of

hit points and a damage
resistance (vehicles do not have
a damage threshold). In addition, each vehicle has an Armor
Class to help them avoid taking damage, and any to hit roll
against a vehicle suffers an automatic  -10% penalty
because the vehicle is in motion - it's simply harder to hit a
moving target.

The five “systems” on a vehicle are universal, although they may
be named different things on different vehicles. Obviously, they
will differ greatly in some cases and be indistinguishable in others.
The vehicle sheet included at the back of the book has a rough
diagram of a vehicle, broken down into the five systems with
room to display the different hit points and damage
resistance for each one.  The descriptions in the Vehicles
section of the book break each vehicle's system down in the
appropriate numbers.

The five vehicle systems are - generally - Structure, Engine,
Control System, Drive System, and Treads/Tires. Again, these
may differ for different kinds of vehicles, like aircraft and boats.
The necessary changes will be noted in the vehicle's description.
Note that the Treads/Tires category is split up into two, three, or
four separate “sub- systems,” one for each tread or tire, that all
take damage separately.

Targeting Vehicle Systems

Vehicles are large enough to allow combatants to target certain
areas without a penalty (except for the

usual -10% when a vehicle is in motion). Anti-tank weapons are
designed to come down on top of a vehicle, and therefore almost

always target the structure or engine. Alternately, mines are
designed to take out a vehicle's drive system and tires. When an
attack against a vehicle is made that is not a pre-determined
attack, like a TOW missile launcher, then the attacker must
announce what vehicle system he or she is aiming for.

Regardless of the vehicle system aimed for, other systems can
and do take damage normally - they are subject to blast,
shrapnel, and concussion damage from explosives.

EMP Attacks

One of the most devastating attacks made against vehicles are
EMP attacks, because many parts of a vehicle are electronically
controlled. It should be noted, however, that EMP attacks have
no effect on a vehicle system that is not electronic, like
the treads or the structure. An EMP mine can, however,
utterly  destroy  a vehicle's drive, control, and engine
systems in a split second. Such is the risk of driving in the wastes.

Damaging and Destrzying Systems

When a vehicle system has lost more than 66% of its total hit
points, the system becomes inoperative. When this happens,
the system simply shuts down. The following table should be
used as a guide to determine what happens when a system is
rendered inoperative:

Inoperative Systems Effects

System Effect

Structural WVehicle begins to fall apart

Engine Vehicle coasts to a halt

Controls The driver can no longer
gteer or control speed (1)

Drive Engine continues to run, but
vehicle begins to coast (no
more acceleraticm)

Vehicle immediately stops
{treat as a crash for
everyone inside)

Tires Driver must make an
immediate Pilot roll to
avolid crash, and top speed
is reduced to 25% normal

Treads

If a vehicle ever loses 100% of its hit points in any system, that
system s totally destroyed and must be replaced entirely. This
can be a major pain, as vehicles are incredibly rare in the wastes,
and working parts are sometimes even rarer.
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Sequence is determined as normal in vehicle combat.

Rzunds

Rounds in vehicle combat proceed just like regular combat
rounds, with characters deciding what to do based on sequence.
The difference s that the characters may be in vehicles, and
vehicles behave a little differently than the normal, solid ground.
For one thing, ranges are static, changing every round, and the
characters are all at the mercy of the driver. Passengers in the
vehicle can all attack as normal, but will receive a -10%
penalty to all to-hit rolls because they are in a moving car (or
truck, or whatever). There are some kinds of weapons that cannot
be used in all vehicles, mostly Big Guns and Energy Weapons that
are simply too bulky to fire inside of a small car or
buggy. The GM can ultimately use his or her discretion to allow
different types of weapons: if the party is on top of a train
or a semi-truck, then wusing a heavy machinegun wouldn't
be a problem. If they are stuck in the back of a tiny little sports
car, it would be a big problem.

During the driver’s turn in combat, she announces what actions
she intends to take that round: this is how the GM can determine
trajectory, speed, and so forth. The driver must announce at
what speed they intend to drive, and the approximate path they
wish to take. For more details on specific vehicle actions like
sharp turns, rapid braking, and rapid acceleration, see Vehicle
Movement and Speed, below. Driving does not take AP, and the
driver can attack, but suffers penalties to both the Pilot Roll
(see below) and his or her to-hit (see Driver Actions, below).

Pilzt Rall

At the end of each round of vehicle combat, the driver of each
vehicle must roll vs. his or her Pilot skill. A successful
roll means that the driver has kept her cool and combat can
proceed as normal. A failed roll means that the driver couldn't
maintain control of the vehicle, and the vehicle either crashes or
rolls over, and everyone inside is subject to crash damage
and other results of impact (see below).

There are many modifiers to the Pilot roll, based on what the
driver was doing in combat as well as terrain, light, and other
factors.  For a complete list of these modifiers, see Driving
Actions, below.

Driving Actizns

There are many different things a driver can do during combat.
For roleplaying purposes, it might be a good idea to remember
that if all the party members are shouting at the driver, the
driver might be more apt to make a mistake. Not unlike real life,
when everyone in the car is shouting at the driver and making lots
of noise.

Accelerate

Put the pedal to the metall If the vehicle isnt already going
at top speed, then the driver can make it go as fast as she wants
- up to the top speed, of course. The vehicle's acceleration lists
how long, in rounds (10 second increments), it takes to reach
maximum speed from a standstill. Use this as a rough guide: if the
vehicle’s maximum speed is 100 KPH, and the vehicle is traveling
at 40 KPH, and it takes 2rounds for the vehicle to
reach top speed from a stand still, then it would take about 1
round to reach maximum speed. Note that vehicles with sails
do not accelerate as normal.

Brake

Slow down, buddy, there are pedestrians herel  Braking is the
opposite of acceleration: slowing down.  Each vehicle's statistics
gives a braking rate in rounds: how much speed a vehicle can
loose in T round of combat, based mostly on size and mass. Braking
can be quite dangerous, however: see Pilot Roll Modifiers, below.
Note that vehicles with sails and aircraft cannot necessarily
come to a complete stop. See Sea Combat and Air Combat,
below.

Turn

Driving would be boring if it was always on a straight line.
Vehicle combat would be boring if there weren't wild turns around
sharp corners in bombed-out cities, too. Each vehicle's statistics
give a Turning Radius, which is how many meters (hexes) it takes
for the vehicle to make a 90-degree turn. Note that the Turning
Radius number is given in a straight line, but the turn actually
takes place in an arc, or % of a circle. See the (very rough) figure
below:

# & # # # # #*
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The first column of ‘hexes” represents the actual Turning
Radius number, which if you complete the circle in the 90- degree
turn represented in the second column would be the distance from
the center of the circle to the outside (the circle's radius). This
should be taken into  consideration ~when  figuring distance
traveled in one round. See Movement at the End of the Round,
below.

Note that turning, especially at high speeds, can be quite
dangerous to all but the most experienced drivers.

Attacking

The driver can also use weapons in combat, Uke normal.
She will suffer penalties to the Pilot Roll, however (see
the table below) and suffers a flat 25% penalty to her to-
hit rolls, no matter what type of weapon is used.It's
difficult to drive and shoot at the same time!

Nudging

Here's the fun part of driving a car - tapping the other guy so
he spins out and crashes. Unfortunately, you can guarantee
that he probably has the same idea. When two vehicles nudge
in combat, both drivers need to make a roll against Pilot (this is
a separate roll from the roll against Pilot at the end of the
combat round). For every 10 KPH the vehicle is traveling, the
driver gets a 5% penalty to the roll (nudging is based primarily
on speed). If either driver fails, the vehicle they were controlling
crashes.  See Crashing, below.

Running Szmesne or Szmething
Dzwn

One of the advantages of vehicle combat is that being inside of
a ton of moving metal and plastic affords the passengers a little
protection against people and critters who are not in a vehicle. It
also means that the driver has a handy weapon at her disposal:
a large, speeding missile that may not have a lot of grace, but
can break bones and crunch skulls better than any melee weapon.

Running someone or something down isn't as easy as it seems.
Unless there is some way the target is unaware of the vehicle
coming at him, the intended target gets to roll against Agility
to avoid being hit by diving out of the way.

Pilzt Rell Medifiers

Below are two tables of modifiers for the Pilot Roll. The first
is terrain, broken down for three kinds of vehicles: land, sea,
and air. The second table includes modifiers for different actions
in combat. Usually, terrain modifiers only have to be determined
once. If the sun is down, the Pilot Roll is made at a -10%
penalty (you just can't see as well at night).

Note that some vehicles and vehicle enhancements give specific
bonuses to certain situations, or simply to all Pilot Rolls.
Those bonuses should also be taken into account when rolling
against Pilot. Note also that terrain modifiers and action modifiers
can be combined. If the driver attempts to turn at more than
% the vehicle's top speed in the rain, for instance, these modifiers
would all be added together.

Taerrain Modifiers

Land
Situation Roll Modifier
Tmbroken Road +30%

(Intact highway,
new strests)
Eroken Road +15%
(Road with potholes,
heavily traveled dirt roads)

Bad road
(Heavily damaged road, +0%
unmaintained dirt trails)

Open field +0%

(grassland, desert, dry
area with few rocks)

Field with scrub, streets -5%
with debris, open hills
Fields with obstacles, wet -10%
streets, hills with =scrub
Light forest, wet open -20%
fields, hills with
obstacleas
Muddy ground -25%
Drenched ground, wet =and -30%
Sea
Situation Roll Modifier
Calm seas +20%
Gentle wawves +0%
Rolling waves -5k
Big waves -15%
Stormy waves -25%
Hurricane waves -S0%
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Situation Roll Modifier
Calm weather, no wind +0%
Gentle bresze -S%
custy winds -10%
Strong winds -20%
Stormy winds -40%

Addition Weather Modifiers

Rain -20%
Snow -30%
Ice -TO%

Action Modiflers

Traveling at a speed =« -0%
¥ vahicle's top speed
Traveling at a speed = -10%

¥ wehiclers top speed
More than doubling current -10%
speed by accelerating

More than halwing current -15%
spead by braking
Turning for every 10 EKPH -10%

Currently traveling
{50 KEPH = 50%)
Driver Attempting to Attack -20%

Crashing: Damage

If a driver fails a Pilot roll, then the vehicle has crashed. For
every 10 KPH the wvehicle was traveling. each character
inside must roll a 1d10 for damage, rounded down to the lowest
10 (39 would become 30, or 3dI0). If a vehicle hit a tree at
23 KPH, then everyone inside would have to roll 2d10 and take
damage. For an air crash, this could easily be a (ot of damage
(the GM should determine about how fast the aircraft dropped to
the ground like a rock). The vehicle is also subject to the
same damage roll as the passengers, losing that amount of hit
points, distributed throughout the five systems. Crashing should
probably be avoided, if possible.

Remember that sea vehicles do not crash, and are therefore not
subject to crash damage.  They will overturn, however, and
everyone will be forced to start swimming. For details on
swimming, see Swimming under Life in the Wastes, below.
The GM can determine if the craft will go to Davy Jones’
locker or float long enough for the characters to turn it over
and get back into the action. Remember that anything not
tied down and buoyant tends to sink in water - like guns, big
metal armors, and so forth.

Crashing: Brzken Limbs

In addition, everyone inside has a chance equal to the speed of
the vehicle of receiving a broken limb. If a vehicle was
chugging along at Y5 KPH, that's a UY5% chance of breaking
something in a crash. If the character is wearing a seat belt or
restraint of some kind, that character's chances of a broken limb
are reduced to half normal, rounded up - 45% becomes 23%.

Crashing: Head Wzunds

I the victim's roll for broken limbs was 5% or less, the
character has suffered a head wound and is unconscious:
his or her hit points are automatically reduced to 10, and he or
she will wake up in 15 full rounds, minus the character’s
Endurance. A character with an Endurance of 4 would wake up
in M full rounds.  The character must roll for broken
limbs again to see if anything else is hurt (without the seat belt
bonus, if applicable).

Crashing: After Damage is Dealt

After the crash, everyone inside the vehicle must spend at least 1
full round of combat climbing out of the wreckage, and it must be
the round of combat after the crash took place. If any limbs were
broken in the crash, that makes climbing out much harder: a
character must spend 3 full rounds climbing out, or another
character or NPC must help that person out of the wreckage.

Mzvement at the End 2f a Rgund

At the end of every round, assuming the driver hasn't crashed or
rolled the vehicle over, the vehicles move based upon their
current speeds and where the drivers were intending to take them.
Although speeds are given in KPH, a little simple math will give
actual distances in meters (hexes). It may help a GM to
adjust the scale of a hex- sheet for vehicle combat, especially
large-scale vehicle combat, perhaps making 1 hex = 5 meters,
or even | hex = 10 meters.

The GM can use the following function to determine how many
meters a vehicle can move in one round of combat, at a given
speed (KPH):

Meters moved = KPH X 2.78 (round down)
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When the GM has determined how far all vehicles have moved in
one round, he or she should make adjustments on the hex- sheet,
just like in moving critters in regular combat (the difference being,
of course, that the movement is all done at once at the end of the
round instead of during the round).

To simplify things, the GM might want to determine the difference
between what the various vehicles have moved and adjust
accordingly. It is far easier to close the distance by 5 hexes than
it is to run models over enormous 1000+ hex sheets.  Scenery
and buildings, of course, are another matter entirely.

Damage and Death

Life in the wastes inevitably results in hurt people. Most
damage is taken from combat situations with hostile
critters and people, but occasionally there are other forms of
damage that a character can take. Most of these are adventure-
specific (they fall into a deep ravine, for example) although a
few are universal.

Fire and Acid Damage

If a character is on fire (or covered in acid. or some other
nasty problem) they suffer 1d6 points of damage per
round.  Remember that a round is 10 seconds of real time. Fire
can be extinguished by spending one full combat round rolling on
the ground, provided the ground isn't on fire, too. The person or
critter's AC will be reduced to what they are wearing while
on the ground, and the must spend the usual 4 AP to get up
the next round. Note that the poor person still takes damage
during the turn in which they are extinguishing themselves.

Unfortunately, getting rid of acid is different.  Acid usually has
to be washed off with either water or chemicals, depending.
Some acids are aggravated by water, so the character will
want to consider the consequences carefully before he or she
jumps in a swimming pool to wash off.

Poiszn
Damage

Poison works a Llittle bit like fire. If a
character comes into contact with a
poisonous object, such as a poison
dart or a scorpion's tail, they make a
roll against poison resistance. If that
roll fails, they are poisoned.  Each
additional failure against a poison attack

results in  another level of poisoning. Different poisons do
different things. Most only cause 1-2 points of damage per hour, or
per round, although some result in death in a certain amount of
time and others will lower stats temporarily. For each level of
poisoning, the poison stays in the character's bloodstream for a
certain amount of time, indicated on the chart below. If a
scorpion stings a character three times, the character will be
poisoned for three days. There are, of course, poison antidotes. If
a character fights a poison off naturally (without the use of an
antidote or a doctor), the antibodies he or she builds up add a +2%
to their Poison Resistance.

Note that if a poison lowers statistics, racial minimums are not
taken into account: sickness can weaken even the strongest
mutant.

Puiszn Types and Effects

Tupe A - The most common kind of poison, type A is a mild
infection often carried in the bite of some kinds of animals. Causes
I HP of damage per hour (roll Endurance for no damage). and
stays in the system for 18 hours.

Tupe B - A distilled version of the Type A poison, this irritant
is used by tribals for hunting small game. In mass quantities, it
could make a person very sick. Causes 2 HP of damage per
hour (roll Endurance for no damage). and stays in the system
for 18 hours.

Tupe C- Type C poison causes severe abdominal cramps and
sickness, incapacitating the victim for 12 hours after contact,
effectively lowering Strength, Perception, Agility and Endurance to
2 for 12 hours.

Tupe D - This is a far nastier kind of poison. Most often
found in the sting of a radscorpion, it can easily kill the
unprepared adventurer. A refined version of this poison is
used to make Antidote. Causes 4 HP of damage per hour
(roll' Endurance for half damage). and stays in the system for
24 hours.

Tupe E - Distilled radscorpion venom. used for hunting
bigger game. Causes b

HP of damage per hour (roll Endurance for half), and
stays in you for 24 hours.

Tupe F- Very rarely will an animal have a poison this bad,
but it does happen. Certain spiders and snakes were known to have
a venom like this before the War, and it is likely that some

out there has it now, either naturally or chemically. Type F



poison causes the victim to go into shock about 1 hour
after contact, and they slip into a coma for 1d10 days.  For
each day the character spends in a coma and goes untreated
by a doctor or an antidote, that character must successfully
roll against Endurance or die.

Type G - The worst kind of poison. These are
generally only made in laboratories, although there may be some
species out there that carry them. Causes death 5 minutes
after exposure, unless Antidote is administered.

Radiatizn Damage

Radiation is one of the
most horrifying
realities of the post-
nuclear world. There
will always be a
certain  degree  of
background radiation
since the bombs went off, and a little bit of radiation encourages
mutations in animals, some of which happen to be useful, at
least evolutionarily speaking.  Humans, however, weren't really
designed to handle high amounts of radiation (ghouls and super-
mutants are exceptions, of course). Not every source of radiation
poisoning is immediately obvious: a character could just as
easily accumulate rads camping in a highly radiated area for a few
nights as they could walking through a blast crater.

Radiation levels are measured in "rads a standard unit that
measures how many radioactive particles enter the bloodstream.
Around 1000 rads isconsidered lethal. The problem with radiation
is that it doesn't leave the body for a long time - around 10 rads
in 24 hours - and radiation sources put out hundreds of rads per
day. A fewrads won't hurt you - in fact household smoke
detectors contain Americanium, a radioactive isotope. A person
can take about 6 or 7 rads a day without feeling the side effects.
Radiation is treatable only at qualified medical institutions and with
certain kinds of drugs.  Radiation resistance measures how
much radiation doesn't enter the bloodstream (in a percentage of
total rads). OFf course, a character doesn't necessarily know how
many rads he or she has accumulated, unless they own a
Geiger counter. That's up to the GM to keep track of.

This table is unpleasant, but so are the results of nuclear war. 24
hours after each level of radiation poisoning, the following effects
occur:

Rade Effects
50 : Character feels abnormally tired.

100 : Character begins to feel weak and
achy. Skin itches =lightly. A sunburn-
like rash appears.

400: cCharacter feels weaker. Muscles
and joints hurt. The =skin itches and
small, open =sores begin to develop.
Some hair begins to £fall out. Hormal
humans generally cannot reproduce (or
have wvery mutated children) at about
this lewel of radiation poisoning.

&00 : Character begins to wvomlt and
experience diarrhea. Joints and muscles
still hurt, but that's the least of
theilr problems at this point. open
sores cover the skinm, and hair falls out
in large clumps. They develop a nice
glow at night.

800: Character wvomits blocod, as well as
experiences bloody diarrhea. Hair 1is
gone at this point. The skin begins to
get soft, and hangs off in places.
Death will occur inm 72 hours after
experiencing this amount of radiation
poisoning, unless treated.

1000: Forget the 2Z4 hour time limit;
this lewvel of radiation poisoning causes
unconsciousness a few minutes after
exposure. A few mimutes after that, the

character's body begins to shut down.
One only experiences this lewvel of
radiation after long-untreated poisoning
and continmued adventuring, or 1f they
decide to prowl around ground-zero
without some protecticon.

Ever since its invention at the beginning of the First World
War, chemical warfare has become a standard - and
horrific - aspect of battle. A gas mask or certain kinds of
armor will lessen the effects of gas attacks, but if a
character is caught unaware, she will be subject to the gas’
terrible poisons. The effects vary from chemical to chemical,
and the radius of the gas cloud is given in the weapon’s
description. It is usually a good idea to run out of the
effects of the cloud immediately: the lasting effects of the
gas continue from the round in which the gas disperses, if the
character is still standing in the cloud. Some armors will
protect against gas attacks with built-

in respirators and filters.
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As previously noted, there are two kinds of gas: the kind you inhale
and the kind that hurts you just by skin contact The stats
for each kind of armor will explain what kind of resistance
each suit gives against the two kinds of gas. Sometimes an item,
such as a gas mask, will give the user a degree of resistance
against one kind of gas or another.

Crippled Limbs and Blindness

Occasionally, a good critical hit
or a really unlucky run-in with
a trap will result in a crippled
limb, or worse, blindness. A
crippled (broken or maimed)
leg reduces the character’s
movement by % - this means
that it takes two AP to move
one hex in combat. In addition,
that character's effective Agility goes down to half its normal level.
Two broken or crippled legs reduces movement to almost nil - a
character can only move one hex per round of combat, and his
or her effective Agility drops to 1. Crippled arms means that the
character can no longer use that arm to hold a weapon in combat:
it can still be used outside of combat, but takes much longer to
perform even the most basic functions. For each crippled arm, the
character loses 1 point of Agility. Characters with a crippled arm
cannot use two-handed weapons: characters with two crippled arms
cannot use any weapon at all.

Blindness is a little worse. In addition to gaining all the penalties
for being in total darkness (see Light Adjustments, above), the
character's Perception drops to 1. Both blindness and crippled limbs
can only be treated by a doctor (for a price) or by someone with
the Doctor skill (for information on the Doctor skill, see Healing
below). Note that a blind character cannot play doctor with
themselves: someone else must cure them (the blind can't cure
the blind in the Fallout universe). Successfully treated
limbs and eyes still take 48 hours to return to close to normal
status, with rest.

Chems. Addictizn, and Withdrawal

Drug and chem addiction still exists in the post-
nuclear world. ~ From the uranium min er
looking for a way to escape from a dead-end
life to the mercenary who buffs himself up
before battle, drugs are as commonplace as
radiation in the Fallout universe. Most drugs and
chemical substances have an addiction rate of

some kind. When the drug is taken, the character rolls the drug's
addiction rate (plus or minus any modifiers). If the roll "succeeds,"
the character has developed a chemical dependency for the drug.

Chemical dependencies are fine (in most cases) so long as the
character keeps getting more of the drug. The problem is that
many drugs are VERY expensive, and the distributors of drugs offer
a few doses at a low price to get a person hooked, and then begin
to jack that price up. When (not if) a character can no longer get a
supply of drugs, they begin to go into withdrawal. Generally, after
24 hours, a character loses one point of Perception and one point
of Agility. They also lose their ability to heal (see Healing, below).
After another 24 hours, they lose two points of Perception
and Agility (for a total of three points) and lose one point of Strength
and Endurance. After another 24 hours, the character lapses
into unconsciousness. They then must make an Endurance check
every hour (with their modified Endurance). If the character has
five successful checks in a row, they wake up and have shaken the
addiction, but suffer a permanent loss of one point of Endurance.
If the character fails five checks in a row, he or she dies.
Withdrawal can be an agonizing time for the character and the
party, especially in the middle of an adventure.

There are two ways to heal a character:
naturally, through time, and  quickly,
through the use of skills, chems, and
clinics.  Characters naturally heal a
certain amount of hit points per day
(see Healing Rate, above). When resting,
they heal hit points equal to their Healing
Rate every 6 hours. When active, they

heal hit points equal to their healing rate every 24 hours.

Some chems heal a character quickly. A character  should
beware, however, because some healing chems carry the
risk of addiction with them.  In addition, doctors can patch
up lost hit paints, but be prepared to pay.

The First Aid and Doctor skills offer alternatives to the slow rate
of healing and high prices charged at clinics. The First Aid skill
can only be used three times in a 24 hour period. successfully
or not. Each use of First Aid heals

1d10 hit points, if successful. Each use also takes 1d10 minutes
to perform.

Doctor skill works in much the same way. Doctor skill can heal
2d10 hit points if successful, but can only be used twice in %2



same day. In addition, a character can use the Doctor
skill to heal crippled limbs (See Crippled Limbs and Blindness,
above). Using the Doctor skill takes 1 hour.

If the First Aid or Doctor skills are used in combat to attempt
to revive a fallen comrade (see Combat, above), that use counts
towards the total daily uses of that skill.

Death

Ah  death, that unavoidable final

chapter to existence on Earth. ()=
Death comes in many forms: old age,
car wrecks, and that random passing
asteroid.  In the Fallout unive rse,
however, characters face the
possibility of death every day. That's
what makes it an exciting place,
right? Sometimes, no matter how well a character plans, he or she
ends up dead. Death is generally a one-way street: dead characters
cannot come back to life. When | included that "generally" |
intentionally left room open for a muriad of possibilities. After
all, the wastes are a big, strange place.

When a character dies, it is considered customary to write "DEAD"
in big, black letters across their character sheet. It may be prudent
to have a couple of level one characters ready to go in case
something like this happens. Meeting a new party member is only
a random encounter away.

Life in the Wastes

Trading and Barter

Much of the Fallout universe uses
a system of bartering due to the
lack of money backed by a bank.
Money is

used only in large cities and
casinos, and generally consists of
rudimentary gold coins for slot
machines and gambling.
Otherwise, bartering for goods is done on a value-per-value
system. Notice that the items at the end of this book have
different values. If a character wanted to buy a gun worth 1000,
and had a pistol worth 600 and some ammo worth 500,
the merchant would be glad to make the deal - the merchant
is getting the better part of the bargain. But the merchant

might just throw in that knife worth 100 to even out the deal,
or add 100 gold coins to make things right.

Sounds easy, right?  Not really. A character's Barter skill
influences what he or she can buy something for, or get for
something. Barter skill works like this: the character compares
his or her Barter skill to the merchant's. Whoever has the higher
Barter skill has the advantage. Take the higher skill number and
deduct the lower skill, and then add that percentage to the value
of all that person's goods. If the character has a Barter skill of
50%. and is dealing with a tribal leader whose Barter skill is
25%, the character's goods gain a 25% value. A knife worth 100
would then be worth 125.  OF course, the GM could roleplay this
situation without all these numbers for a more realistic game
experience.

Karma

As previously
mentioned, Karma in
Fallout is a numerical
measure of how “good”
or “evil" a person is.
Usuvally, the GM
determi  nes  what
actions will earn or
lose a  character
Karma points, although adventures may outline changes in Karma
points for performing specific actions or quests.  Some
examples of actions that might earn or lose a character Karma
points are:

Help a perscon in trouble: +10
Attack an innocent person: -10
Kill an innocent perscn: -30
Steal from an honest merchant: -10

Stezl from a crooked merchant: =5
Run over someone’s dog: -5

Kill a notoriouvs bandit: +50

Join a notorious bandit: -40

Disable a ticking nuclear bomb: +100
Detonate 3 muclear bomb: -500

And so on. GMs are encouraged to be as creative as they want
when doling out Karma points, but not to use them to corral
adventurers into  performing certain actions. Remember that
evil characters can have just as much fun as good characters.
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Reading Brrks

Despite what some people think, learning in the wastes is
not entirely dead. (Occasionally, a character will come across
a book. Assuming the character knows how to read, he or she
can gain some knowledge from reading the book. Books always
add a certain number of skill points towards a specific skill, both of
which are given in the book's description. For more details on how
many skill points it takes to raise a skill by 1 percentage

point, see Advancement, below.

Fpening and Breaking Dzwn Daors

Sometimes, a character will find him-or-herself in a situation
where he or she needs to get through a door but it is either jammed
or locked.

If picking the lock doesn't work (see below), the character can
attempt to break the door down.

Doors (and other items, Llke bookshelves, walls, etc) have a
certain amount of hit points. After beating on it enough, or rigging
it with enough explosives, the door’s hit points will be reduced to 0
and the door breaks open.

Nzticing,  Setting.
Setting Gff Traps

Disarming. and

Traps are a basic part of Life in the wastes.
Tribals use them to keep animals and
raiders at bay, evil genius' use them to
keep intrepid adventurers out of their
compounds, and clever people can use
them to get the drop on an enemu.

When walking into an area with traps, the "
GM should make a secret roll against each character’s Perception
statistic. Those who succeed, notice the traps. Those who don't are
going to run into some problems.

Remember that the characters can only see traps (or mines, see
below) that are within their line of sight. If a character has no
way of seeing a tripwire, the roll against Perception isn't going to
matter. However, if another part of the trap’s mechanism is visible,
they character could detect the trap from that. For more
information on detecting mines, see Mines, below.

After a character has seen a trap, he or she can attempt to disarm
it.  This requires another roll against the Traps skill. If the roll
fails, then the trap goes off in the character's face. It takes
approximately 1round of combat (10 seconds) to disarm a trap.

Wily characters can also use their Trap skill to set a trap or a
snare. |f they are attempting to set up a complicated mechanism,
such as a needle-gun that fires when someone walks across a
pressure plate, they need a Little bit of time. If it is a simple rope
animal trap. it shouldn't take more than a few minutes. When
setting a trap, the character must have the proper materials.
The GM can determine the amount of time required to set a trap.
At the end of that time, the GM makes a secret roll against Traps.
Success means that the character has set the trap correctly.
Failure means that the character messed up somehow, and the trap
will either misfire or not go off at all. The character will always
assume he or she set the trap correctly.

I a character does not notice a trap and walks into the area, he or
she is allowed to roll against Agility to avoid setting it off. The GM
should not tell the players why they are rolling, but a clever player
should catch on quickly that something is amiss. Unfortunately, if
a character fails the roll against Agility, it means the trap was
sprung that that character and anyone else in the trap's range is
subject to the trap's nasty effects, be that damage, poison, or
worse.

There are examples of some kinds of traps in the Equipment
section, below.

Setting and Disarming Explzsives

Explosives are a lot like traps, except that the use a timer and are
usually much more destructive. Setting explosives can be very
useful: you can open doors, destroy or heavily damage vehicles,
and even plant them on unsuspecting people.

Setting an explosive device takes 1 round (10 seconds). It
requires a roll against the Traps skill, made in secret by the GM.
Before the roll is made, the character should declare how he or she
is going to set the timer - in other words, when they want the bomb
to go off.  Should the roll fail, the explosives are still set, but
will not detonate when the character thinks they will detonate. It is
up to the GM to determine if the explosives are going to go off early,
late. or not at all. If the roll against Traps critically fails - a roll of
98. 99, or 100 that results in a failure - then the explosives go off
in the character’s face. Oops.
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Disarming explosives works the same way that disarming a trap
does. [t takes 10 seconds, but if the character fails, the explosive
doesn't necessarily go off right away. Like setting an explosive,
only a critical failure - 98, 99, or 100 - will make the bomb
explode. A disarmed explosive device can still be used, if the
character finds another timer for it.

Characters who are hit by an explosive device are going to take
damage: there is no roll against Agility to try to move out
of the way.

Detecting. Laying. and Disarming Mines

Mines are a cowardly way to fight a battle, but have become
quite common in the wastes both as a weapon of fear and a
practical way to defend an area when manpower is low. Detecting
mines works in exactly the same way as detecting a trap, except
that the character can only see mines in a hex-radius equal to their
Perception. Once the GM makes a secret roll against Perception,
and the character succeeds, they can only detect mines within their
range that are not obscured by anything. Perceptive characters had
better tell their friends about mines as quickly as

possible.

Laying mines counts as setting explosives, except that the
mine has no timer, and therefore will not go off improperly - it just
won't function correctly (or it will hurt the minelayer). The
same goes for disarming mines - but the character needs to know
if a mine is there in the first place. Unfortunately, unless a character
is looking for mines, that usually means someone will have to
walk over one first. A defused mine is useless and cannot be
reused.

When a mine detonates, it damages everything in a certain
radius, depending on the device (see the descriptions in the
Equipment section, below, for details). In addition, any other mine
within the blast radius has a

80% chance of detonating, and any mine within the concussion
radius has a H0% chance of detonating.  Intelligent raiders have
been known to rig elaborate

- and devastating - traps with mines.

Should a mine go off, anyone in the blast radius is affected: there
is no roll against Agility to avoid damage.

Energy. Gas [Petrzl). and Pzwer

Energy weapons and most vehicles run off of Energy Cells in the
Fallout universe. There are two kinds of cells: Small Energy

Cells, which look a little lke tiny batteries, and Micro Fusion
Cells, which look Like bigger batteries. Each cell holds a
certain amount of charges, and each weapon or vehicle takes a
certain amount of these charges to recharge completely.

Thankfully, there are certain areas in the wastes where characters
can recharge their Micro Fusion Cells (Small Energy Cells are like
alkaline batteries, and cannot recharge). ~ These recharging
machines are extremely rare and are often only found in old
military installations. The charger will only work if it has power
running to it, and takes approximately 1 hour to recharge a Micro
Fusion Cell completely. If the recharger happens to be in the hands
of a person or organization, be prepared to pay a lot for this service.

There are still a few rare vehicles and pieces of equipment that run
off of gasoline (or petrol, to my European readers). Gasoline is one
of the rarest substances in the wastes, and can be very difficult to
come by. There will be stores in large cities that sell it, but only
in exchange for something very valuable - like everything you own.
It all depends on how badly you need that go-juice.

Randzm Enczunters

Much of the world has fallen into a state of complete disrepair in
the years since the War, and safe travel is never
guaranteed in the wastes. ~ When traveling between
locations, there is a chance for random encounters. Random
encounters can break up the monotony of long travel, provide
combat and experience points (and, of course, loot), and even
serve as comic relief.

The specific adventure modules will instruct the GM on how often
to roll for an encounter, and what chance the party has to meet
one. In general, random encounters are usually terrain-specific:
a party isn't going to meet a bunch of desert lizards in the
middle of a jungle.

If the party does meet a random encounter, then they have a
chance to avoid the encounter. The “leader” of the party — the
character who is first in marching order, or at the front of the
party — must make a roll against Outdoorsman. If the roll
succeeds, the character has spotted whatever the party will
encounter and can decide whether or not to avoid it.

Parties that meet random encounters will start at a position of
5 hexes mulliplied by the “leader's” Perception from the middle
of the group the party is encountering. This means that if the
leader's perception is 6, the party starts 30 hexes fromgke



center of the encounter (the middle of a caravan, for example). If
the group the party encounters is big enough, this can still plant
them right in the middle of everything. Starting position in random
encounters doesn't matter as much when encountering peaceful
things, but it matters a lot if you wandered into a radscorpion nest.

Scme sample random encounters
2 merchant caravan selling basic items.

A group of slavers on the way back from
a successful run.

2 pack of wild wolwes (or lizards, or
whatevers]) .

2 crashed wehicle, with the pilots dead
behind the controls.

Some farmers trying to eke out a meager
life.

Enother wandering party of adventurers.

Cowboys on a Brahmin driwve.

A group of tribals out hunting.

The GM and the adventure writers are encouraged to create any
kind of encounter that will add the right flavor to the adventure.

Detecting Sneaking Characters

Sometimes, the party will have to worry about enemies and critters
sneaking up on them. Each character has a base chance equal
to 8 times his or her Perception to detect a sneaking enemuy.
Characters with 5 Perception have a 40% chance of detecting
someone trying to get the drop on them.

If the sneaker is concealed in partial or semi-darkness, that chance
drops to 5 times Perception. If the sneaker is in total darkness, the
chance to detect a sneaking enemy drops to 2 times Perception.

The GM should ask the characters to make this roll at once, and
only tell those who succeed what is going on. If no one succeeds,
then the characters may realize something fishy is going on, but
won't know what that something is exactly.

Swimming and Wading

It doesn’t happen very often, but every now and then the party
may find itself neck-deep in the wet-stuff - literally. Whether it's
because their boat capsized or they are forced to cross a large

river or lake without a floatation device, swimming is a fairly
simple concept. Water presents some problems, however. The
first is that most things in the post-nuclear universe aren't

really designed to float including weapons, armors, food, and
robots. The second is that these things can weigh a character
down or sink him in a matter of seconds.

A character can safely hold approximately 10 lbs. X STR
of weight and safely stay afloat. This includes shoes and clothes.
In addition, the character must have at least one hand free. I
the character is encumbered any more, he begins to sink
along with his precious gear.

Staying afloat requires Endurance checks every 10 minutes.
Swimming requires an Endurance check every minute.
Movement in the water is restricted to one hex for every 3
action points spent moving: this applies to any amount of
water knee-deep or above.

The Art of the Thief

Sneaking

Sneaking around takes a certain
amount of

concentration, planning, and luck.
When a character wants to sneak.
he or she should announce their
intentions. The Gamemaster

should then roll the character's

sneak skill, andre-roll every minute thereafter. The interesting
thing about sneaking is that the character always thinks he or
she is successful at it, whether or not they truly are successful
(more accurately, the character hopes that they are successful).
Only the GM knows for sure if the character is successfully
keeping to the shadows. Sometimes a character will be tipped
off to an unsuccessful sneak when an NPC gives them a
funny look and asks them what they are doing. Things like
amount of cover, light, and Perception of people or critters around
the sneaker effect the chances to sneak, at the Gamemaster's
discretion. Characters who are sneaking successfully get a +40%
bonus to their Steal skill while sneaking, and always get to attack
first in combat (and sometimes can avoid combat by getting
the drop on an enemy and killing him outright). Note that a
character cannot normally sneak and run at the same time.
Also note that some armors will greatly reduce a character's

chances of sneaking around.
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Stealing

In the Fallout universe, there are still many peaple keeping things
under lock and key. Therefore, it sometimes becomes
necessary to relieve them of their items. Characters can
attempt to steal from anyone or anything with goods, from
people to stores. Sneaking successfully can increase the
chances that a character successfully steals an object. If a
character fails a roll to steal, it isn't necessarily obvious. The
character still may get the item (GM's discretion) but the
target will notice. Whether or not the target rips the character's
throat out depends on what kind of person they are. If a
character fails the Steal roll, and their target wants to initiate
combat, their target automatically sequences first in the opening
round. Note than when the "target" is looking away (kind of a
"picking the pocket" sort of crime), the success rate may
increase .

Planting Items

At times, it becomes necessary for the thief to plant an
item on another person or critter, or in a bookshelf or cabinet.
Perhaps the thief is carrying some incriminating evidence and
needs to get rid of it fast Perhaps the thief has just
pulled the pin out of a grenade and wants to slipit in the
pocket of an uncooperative guard. Either way, planting an
item works in exactly the same way as stealing, except
something goes from the thief's possession to the target's
possession. When the thief fails her roll against Steal, it
means that the thief is caught: lke Stealing (see above),
the target might not want the thief to know that he or she is
aware of the plant.  The thief always assumes she has
succeeded, until the target gives

the reason to assume otherwise.

Picking Lzcks

Generally, locks exist to keep
people out of places (or in places,
in the case of a cage). Characters
can make rolls to break through
these defenses, from  simple
padlocks on lockers in  high
schools to top-notch safes in
corporate offices.

There are two types of locks: regular and electronic.
Electronic locks require either a key or an item called an

electronic lockpick.  Electronic lockpicks are generally only
available from a Thief's Guild or a very well- connected source.
Regular locks are picked by a screwdriver and a bobby pin. The
chances of cracking a safe can be increased with safe cracking
tools.

Lockpicking takes 1 minute to attempt and if a regular lock is
failed the bobby pin will break, Any other attempt that results in
95% or more will break the lock itself and can only be opened
with explosives, which might result in damaging whatever is on
the other side of the lock. See Opening and Breaking Down
Doors, above. Generally the lock will add a percentage of difficulty
based on its make and condition. Use this list as a reference:

Shoddy Lock: +5% difficulty
Beginner Lock: +15% difficulty
Intermediate Lock: +30% difficulty
Expert Lock: +50% difficulty

Hard Lock: +75% difficulty

Master Lock: +100% difficulty

Advancement

After killing enough critters and doing enough tasks, characters will
advance in levels. The table for advancement is shown below.

Level ¥XP Required
1 0

2 1,000

3 3,000

4 &, 000

5 10, 000
8 15, 000
7 21,000
] 28, 000
3 16, 000
10 45,000
11 55,000
12 &6, 000
13 78,000
14 91,000
15 105, 000
16 120,000
17 135,000
1% 153, 000
13 171,000
20 150,000
21 210,000
22+ 40,000 more XP per level

In addition, a character gets 3 + (/2 EN, rounded down) to
their maximum  HP total and 5 + (2 X IN) skill points to distrigute



among their skills.  Note that skills do not always increase
at the same rate. The cost in points to raise a particular skill
by one percentage point is listed on the table below. See also
Intelligence, above.

skill Progresslicn

current % cost to Increase (SP)

1-100
101-125
126-150
151-175
176-200
201+

Sl e L B

Advancement: Perks

Every few levels, characters gain a perk. Perks represent
knowledge they've acquired traveling through the wasteland. Perks
can affect stats, skills, secondary stats, and sometimes just do
strange things. Some will require a creative Gamemaster to
implement. Perks do have level and statistic requirements at
times. Some perks can be added more than once: they have
‘ranks." A perk with 2 ranks can only be chosen twice. A complete
list of perks is below. Occasionally, there are perks one can earn
that are not on this list. These are special perks, and should not
be treated lightly!

Actizn By [or Girl)

your character knows how to make the
most out of every moment. For each rank of
this perk, the character gets an additional
Action Point each combat turn.

Ranks: 2

Requirements: Agility 5, Level 12

Adrenaline Rush
You have a fear of death that allows you to fight harder when
you are wounded. When your character's HP drop below 50%

of their maximum, your character gains a
+] Strength bonus, but cannot go above

the racial maximum. Ranks: 1
Requirements: Strength 1-9, Level 6

Animal Friend

Your character spends a lot of time with
animals. A LOT of time. Animals will
not attac k one of their friends, unless the
animal is threatened or attacked first.

Ranks: |
Requirements: 5 Intelligence, 25%

Outdoorsman, Level 9

Awareness

You know exactly what is going on in combat.  This perk gives
you more information when you examine a critter. You can see
their exact number of hit points and the weapon they are

armed with, if any.
Ranks: 1

Requirements: Perception 5, Level 3

Bend the Rules

With this perk, the next time your character gets to choose a

perk, they can ignore all restrictions except for race. You rule!
Ranks: |

Requirements: Luck 6, Level 16

Better Criticals

Your shots somehow hurt more than
usual. The critical hits you cause in
combat are more devastating. When
you do a critical hit that does not
kill o utright, your hit does 150%
normal damage (in addition to any
damage bonuses already gained). In
addition, your chance to cause damage to a limb is increased by
S0%. If you critically hit for HO points of damage, for instance,
you would instead deal a whopping 60 points. OUCH!  Mutants

cannot choose this perk.

Ranks: 1
Requirements: Perception 6, Luck 6,
Agility Y, Level 9

Bluff Master

You are the king or queen of smooth talking. ~ Whenever you are
caught stealing, your character can automatically talk his or her
way out of the situation.

Ranks: |
Requirements: Charisma 3, Level 8



Bzne Head

You have a very thick skull, just like your mother always told you.

With the first rank of this perk, you get a 50% chance to avoid
being knocked unconscious. With the second rank, that chance
increases to /5%.

Ranks: 2
Requirements: Strength 7, Level 7

Bensai

Through careful nurturing, you have a small fruit
tree growing out of your head. Now you have
a steady supply of fruitl  Only Ghouls can

choose this perk.
Ranks: 1

Requirements: Outdoorsman 50%, Science
H0%. Level 12

Bznus HtH Attacks

Your character has watched Jackie Chanand Bruce Lee and
managed to learn athing or two. Your character can make more
hand-to-hand or melee style attacks per combat turn with this perk.

The AP cost to use a HtH or Melee attack is reduced by 1.
Ranks: 1
Requirements: Agility 6, Level 15

Bznus HtH Damage

You have learned a special technique to deal more damage with
your fists and melee weapons. Your character gains a +2
bonus to Melee Damage for each level of this perk.

Ranks: 3
Requirements: Agility 6, Strength 6,
Level 3

Benus Mave

You have learned to take longer s trides in combat.
For each level of this perk, your character can move
2 more hexes in combat. The first two hexes a
character moves do no cost any APs.

Ranks: 2
Requirements: Agility 5, Level b

Bznus Ranged Damage

You know just where to hit to make it hurt more.  Every
bullet that successfully hits the target does +2 damage for each
rank of this perk.

Ranks: 2
Requirements: Agility 6, Luck 6. Level &

Benus Rate of Fire
Your trigger finger is a little faster than normal. Each ranged

weapon attack costs one less AP to perform.
Ranks: 1

Requirements: Agility 7. Intelligence 6, Perception b, Level 15

Bracing

You know how to brace large
weapons while you are  standing.
When applicable. you get a bonus for using
a tripod just by holding a weapon in your
hands.  Deathclaws and Dogs cannot
choose this perk.

Ranks: 1
Requirements: Strength 7, Big Guns 80%,

Level Y.

Break the Rules
When you choose this perk, you may choose any perk next

time, regardless of requirements or race.
Ranks: 1
Requirements: Luck b, Level 20

Brzwn Neser

You've learned how to suck up to your superiors. You get +
Charisma for reaction roles when dealing with authority figures
for each rank of this perk.

Ranks: 2
Requirements: Charisma 5, Intelligence

b, Level 2

Cancerzus Growth

The radiation has mutated you so badly that you
thrive in the wastes. You gain a +2 bonus to your
healing rate, and can regenerate a crippled Limb

in 48 hours. Only Ghouls can choose this perk.
Ranks: 1

Requirements: Strength < 7, Level 6

Cautizus Nature

Your character has learned to be wary of the world around him.
His Perception is increased by +3 when determining where he
begins in random encounters.

Ranks: |
Requirements: Perception 6, Level 3

Czmprehensizn 2



Looks like all those study skills courses paid off. With this perk,

your character gains 50% to the number of skill points earned
when reading educational books. Books that normally give you 10
skill points now give you I5.

Ranks: |
Requirements: Intelligence 6, Level 3

Crazy Bomber

Your luck with explosives is legendary.
Characters with this perk who fail to set
an explosive properly will know immediately,
and that explosive will not go off or detonate
- it will be reset, so the Bomber can try
again.

Ranks: |

Requirements: Traps 60%. Intelligence b, Level 9.

Cult of Persznality

Everybody likes your character. EVERYBODY. Instead  of
getting a negative modifier for the "wrong" kind of karma,
you get a positive modifier. Bad people like good characters,
and good people like bad characters. Good still likes good and
bad still likes bad. Go figure.

Ranks: |
Requirements: Charisma 10, Level 12

Demalitizn Expert

Your character has learned how to handle explosives like a pro.
For characters that like to blow things up, there is nothing better
than this perk. Explosives set by this character do 50% more
damage and will always detonate on time. Deathclaws and Dogs
cannot choose this perk.

Ranks: |
Requirements: Agility Y, Traps 90%,
Level 9

Die Hard

You won't go down without a fight! When your
hit points drop below 20% of your maximum,
you get an additional 10% Damage
Resistance to all types of damage.

Ranks: |
Requirements: First Aid 40%, Endurance 6,
Level 2

Divine Faver
A higher power has taken a liking to you. Anytime a roll
fails, you have the option of re-rolling, but you must accept

the results of the re-roll (you cannot re-roll a re-roll). You can
only invoke your higher power once in a 24- hour period.

Ranks: |
Requirements: Charisma 8, Level 14

Dedger

Your character has developed into a slippery little rat. This perk
will lower your character's chances to be hitin combat. Armor
class increases by +5 for each rank.

Ranks: 2
Requirements: Agility 6, Level 9

Driving City Style
Your character has picked up some aggressive
dnvmg techmques She gets a onetime  30% bonus

behind the wheel get a +2 bonus.
Ranks: 1
Requirements: Perception 6, Agility 5, Level 9

Drunken Master
As a “child of the bottle,” you fight better when you are drunk.
You receive a 20% bonus to your Unarmed skill when under the

influence of alcohol.
Ranks: 1
Requirements: Unarmed 60%, Level 3

Earlier Sequence

Your character will be more likely to move before other
characters and critters in combat with this perk. Each rank of
this perk increases a character's Sequence by +2.

Ranks: 3
Requirements: Perception b6, Level 3

Educated
Every rank of this perk will add +2
skill points when your character gains a

level.
Ranks: 3

Requirements: Intelligence 6, Level b

Empathy

You get a better idea of what to say to an NPC with this perk.
The GM must warn you when dialogue will be interpreted the
wrong way.

Ranks: |
Requirements: Perception 7. Intelligence 5, Level 6



Explerer

This perk will make it mare lkely that your character will find
those strange and interesting encounters and items. It is up
to the GM to decide what those items and encounters are.

Ranks: |
Requirements: Level 9

Faster Healing

Characters with faster healing j ust
plain heal faster. For each rank of this
perk, your character gains a +2 to the
Healing Rate statistic.

Ranks: 3

Requirements: Endurance 6, Level 3

Flexible

Years of exercise have made you very supple. It only takes
you 1 AP to change your stance in combat.

Ranks: |
Requirements: Sneak 60%, Agility 6, Level Y

Flzwer Child
With this perk, you are much less likely to be addicted to chems

(50% less likely, actually) and suffer % the withdrawal time as a

normal person.
Ranks: 1

Requirements: 5 Endurance, Level 9

Fortune Finder
Random encounters yield more money.
Of course, you have to take it off
the cold, dead bodies of your
opponents. Add 10% to all bottle caps you
find (or up to the GM).

Ranks: |
Requirements: Luck 8, Level b

Gain Agility
Increases your  Agility by  +1 permanently.

Ranks: |
Requirements: Agility below racial max,

Level 12

Gain Charisma
Increases  your  Charisma by  +1 permanently.

Ranks: |
Requirements: Charisma below racial max,

Level 12

Gain Endurance
Increases  your Endurance by  +I
permanently.

Ranks: |
Requirements: Endurance below racial
max, Level 12

Gain Intelligence

Increases your Intelligence by +1 permanently.
Ranks: |

Requirements: Intelligence below racial max, Level 12

Gain Luck

Increases your Luck by +1 permanently. Ranks: |
Requirements: Luck below racial max
Level 12

Gain Perceptizn
Increases your Perception by +1 per

manently.
Ranks: |

Requirements: Perception below racial
max, Level 12

Gain Strength

Increases  your  Strength by  +1 permanently.
Ranks: |

Requirements: Strength below racial max, Level 12

Gambler
This perk adds a one-time +20% to the

Gambling skill. Ranks: 1
Requirements: Gambling 50, Level 6

Ghast
In areas of darkness, or at night, ch aracters
with this perk gain +20% to their Sneak skill.

Ranks: 1
Requirements: Sneak 60%, Level 6

Gunner
You have become an expert at firing from a moving vehicle. You
do not suffer the normal 10% penalty when firing from a vehicle in

motion.
Ranks: |
Requirements: Small Guns H0%, Agility 6,

Level 3



Gun Nut

Your character is crazy about guns, so much so that you dream
about them and think about all the moadification that you can make
to a variety of your weapons. You now are able to unlock certain
upgrades.

Ranks: 2

Requirements: Repair 50%. Level 6

Healer

Each rank of this perk will increase the
number of Hit Points healed by the use
of First Aid or Doctor skills by Y4-10

points (Id6 +4). The second rank adds
+8-20 (2 X (1d6 +4)).

Ranks: 2

Requirements: Perception 7, Agility 6,
Intelligence 5, First Aid H40%, Level 3

Heave Ho!
For purposes of determining the maximum range of thrown

weapons only, this perk will increase Strength by +2 for each rank.
Ranks: 3

Requirements: Level 6

Here and Now

With this perk, your character immediately gains enough
experience points to go up to the next level. If a character chose
this perk at level 9, they would gain enough experience points
to go to level 10, placing them at a total of 45,001 experience
points.

Ranks: 1
Requirements: Level 9

Hit the Deck!

You react very quickly to the sound of an
explosive coming your way. You only take %
damage from ranged explosive weapons by
increasing your Explosive DR by 50%. This
includes damage from concussion and

shrapnel.
Ranks: |
Requirements: Agility 6, Level 4

HtH Evade

IF your character is not carrying any weapons in either hand, at the
end of a combat turn, the character gains 3 points of AC
instead of the normal 1 for each unused Action Point.

Ranks: |
Requirements: Unarmed 75%, Level 12

Karma Beaczn
Your Karma ran over someone's Dogma. Karma is doubled
for the purposes of reaction.

Ranks: |
Requirements: Charisma 6, Level 9

Leadfrat

Your reflexes have developed to make yo u a
very fast driver. OF course, that doesn't
necessarily mean you are any safer.
Characters with this perk can make a vehicle
go 25% faster than the vehicle’'s maximum
speed.

Ranks: 1

Requirements: Pilot 60%, Perception b,
Agility 6, Level 3

Leader

You have some natural leadership abilities and have managed
to cultivate them. Any party member within 10 hexes of you
gains +1 to their Agility, up to their racial max, and +5 to their Armor
Class. You do not get these benefits - that's the price of being a

leader.
Ranks: 1

Requirements: Charisma 6, Level 4

Lifegiver

Every time your character gains a level, he or she gains an
additional 4 HP for each level of this perk.  With two ranks,
that's +8 HP per levell

Ranks: 2
Requirements: Endurance 4, Level 12

Light Step

Characters with this perk are much less likely
to set off traps. For purposes of triggering
a trap. they gain a +Y bonus to Agility.

Ranks: 1
Requirements: Agility 5, Luck 5, Level 9

Living Anatzmy
This perk confers a +10% bonus to Doctor. Since characters
with this perk have greater knowledge of anatomy, they also do +5

points of damage with every attack to living creatures.
Ranks: 1

Requirements: Doctor 60%, Level 12



Lener

You always were a little different, but now you've learned how to
use those differences to your advantage. Characters with this
perk gain +10% to all skill rolls when at least 10 hexes away

from all of the other members of the party.
Ranks: |

Requirements: Outdoorsman 50%, Charisma
<5, Level 4

Master Thief

This perk gives a one-time bonus of 15 points to
both the Lockpick and Steal skills.  Deathclaws
and Dogs cannot choose this perk.

Ranks: 1

Requirements: Lockpick 50%, Steal 50%. Level
12

Master Trader

This perk confers a one-time 30% bonus to your Barter skill
Ranks: |
Requirements: Charisma 7, Barter 60%. Level 9

Medic

This perk gives a one-time bonus of 10%
to First Aid and Doctor.

Ranks: |
Requirements: First Aid OR Doctor 40%,

Level 12

Mental Bizck

Mental Block is the ability to tune out
any outside mental interference.
You must have lea rned this talent
from a passing guru, or from a
really late night at the bar. For
purposes of determining range in combat AND finding traps ONLY,
your character's Perception is raised by 1, up to the racial

maximum.
Ranks: 1

Requirements: Level 15

Mzre Criticals

Characters with this perk cause more critical hits in
combat. Each rank adds

+5% to the Critical Chance statistic. Mutants cannot choose
this perk.

Ranks: 3
Requirements: Luck 6, Level b

Mr. [zr Ms.) Fixit
This perk gives a one-time bonus of 10% to both the Repair and

Science skills.
Ranks: 1
Requirements: Repair 40% OR Science 40%,

Level 12

Mutate!

Picking this perk will also make you sele ct
one of your current Traits to remove. You
then get a chance to pick another Trait. Weird,
eh?

Ranks: 1
Requirements: Level 9

Mysterizus Stranger
When you select this perk, there is a chance (30% + (2 X LK)) that
your character will gain a temporary ally, but only in random

encounters. The GM will choose that ally.
Ranks: 1

Requirements: Luck 4, Level 9

Negztiator
This perk gives a one-time bonus of 10% to Speech and Barter.

Deathclaws and Dogs cannot choose this perk.
Ranks: |
Requirements: Barter 50%, Speech 50%,

Level &

Night Visizn
Your character can see b etter in
darkness when you select this perk.
Negative modifiers for dark conditions
are reduced by 50%. Must be all the

carrots you ate..
Ranks: |
Requirements: Perception 6, Level 3

Pack Rat

Each rank of this Perk adds +10 lbs. to your character's Carry
Weight statistic. Ranks: 2
Requirements: Level 6

Pathfinder

This perk reduces travel time by 25%. You just have a knack

for finding those old trails and roads.
Ranks: 1

Requirements: Endurance 6, Outdoorsman
60%. Level b



Pickpzcket

Characters with this perk gain a 25%
bonus to their Steal skill for the purposes  of
stealing  from  other characters or NPCs.

Ranks: |
Requirements: Agility 8, Steal 80%.

Level 15

Presence
You gain a *1 bonus to your Charisma for reaction rolls for each

rank of this perk.
Ranks: 3
Requirements: Charisma 6, Level b

Psychetic

Your body has adapted to the use of the stimulant Psycho.
Positive effects of Psycho are doubled, and the addiction
rate for this drug is halved. Only mutants and half-mutants can

choose this perk.
Ranks: 1
Requirements: Endurance 5, Level 8

Pyrzmaniac

This perk will make your character do horrible
things with fire - to other people. He or she
does +5 points of damage with fire-based
weapons such as flamethrowers,  molotov

cocktails, napalm, and so forth.
Ranks: |
Requirements: Big Guns 75%, Level 9

Quick Pzckets

It only takes two action points instead of four to swap
equipment in combat. Ranks: |

Requirements: Agility 5, Level 3

Quick Reczvery
It only costs you one AP to stand up after being knocked
down.

Ranks: |
Requirements: Agility 5, Level b

Rad Child

You do not take damage from radiation -
in fact, it heals you. You gain an
extra +5 to your Healing Rate when in a
source of radiation that gives out 10 or more
rads an hour. Only Ghouls can choose this perk.

Ranks: |
Requirements: Endurance 6, Level 3

Rad Resistance
Each rank of this perk increases the Radiation Resistance of
your character by 15%.

Ranks: 2
Requirements: Endurance 6, Intelligence
Y, Level b

Ranger
This perk adds +15% to Outdoorsman. It also makes finding

those  special encounters and items a little easier. Ranks: |
Requirements: Perception 6, Level 6

Re:ad Warricr

Mad Max doesnt have a thing on you.
You have learned how to drive and shoot
at the same time. You do not suffer any
penalties when driving vehicles and making
attacks at the same time.

Ranks: 1
Requirements: Pilot 60%, Intelligence 6,

Level 12

Salesman

Your character becomes a better salesman with this perk. +20%
to the Barter skill.

Ranks: 1

Requirements: Barter 50%,

Level &

Scout

Your character can see further in the wilderness. Maps are easier
to read. It is up to the GM to determine exactly how this works.
Special encounters and items are a little easier to find with this skill

as well.
Ranks: 1

Requirements: Perception 7, Level 3

Sclence!

You are adept at fixing and making
anything  particularly grueling and
difficult scientifically, You can now
unlock even more weapon upgrades!

Ranks: 2
Requirements: Science 50%, Level 6




Sharpshzater
With each rank of this perk, Perception increases by +2 for the
purposes of determining the modifiers for range in combat.

Ranks: |
Requirements: Perception 7. Intelligence 6, Level 9

Silent Death

While sneaking successfully, characters with this perk do
double damage using HtH or melee attacks if they can

hit their opponent in the back (backstabl) Ranks: 1
Requirements: Agility 10, Sneak 80%.

Unarmed 80%, Level 18

Silent Running
This perk allows characters to run and
sneak at the same time.

Ranks: |
Requirements: Agility 6. Sneak 50%,
Level 6

Slayer
The slayer walks the earthl In HtH or melee combat, characters

with this Perk do a critical hit with a successful roll against Luck!
Ranks: 1

Requirements: Agility 8, Strength 8, Unarmed 80%, Level 24

smeoth Talker
Each rank of this perk will increase your Intelligence by
+1 for rolls against that Stat when attempting to smooth-talk

NPCs.
Ranks: 3

Requirements: Intelligence 4, Level 3

Snakeater
This perk adds +25% to Poison Resistance.

Ranks: |
Requirements: Endurance 3, Level b

Sniper
When using a ranged weapon, your character will do a critical

hit with successful roll against Luck and this perk.
Ranks: 1

Requirements: Agility 8, Perception 8, Small Guns 80%. Level
2y

Speaker
This perk gives a one-time bonus of 20% to the Speech skill.

Ranks: |
Requirements: Speech 50%, Level 9

Stat!

You can heal people must faster than the
us val wasteland doctor in combat. When
attempting to help a fallen comrade, it only

takes 5 APs to use your skill.
Ranks: 1
Requirements: First Aid 75%, Doctor 50%, Agility 6. Level 3

Steady Arm
Due to your massive size, burst attacks cost 1 less AP. Only

mutants can choose this perk.
Ranks: 1

Requirements: Strength 6, Level 4

Stznewall
If your character is about to be knocked down in combat, he can

roll a percentile dice and has a 50% chance to avoid that fate.
Ranks: 1

Requirements: Strength 6, Level 3

Strzng Back
Each Rank of this perk increases Carry Weight
by 50 lbs.

Ranks: 2
Requirements: Strength 6, Endurance 6, Level
3

Stunt Devil

You know how to bounce when you hit the ground! You take 25%
less damage from falling and from vehicle wrecks. In addition,
you get a 10% bonus to your Pilot skill. Alas, there are no stunt

dogs in the Fallout universe.
Ranks: 2

Requirements: Strength 6, Endurance 6, Agility b, Level 6

Survivalist

Gain a +25% bonus to the Outdoorsman skill with this perk.
Ranks: 3
Requirements: Endurance 6, Intelligence 6. Outdoorsman 40%.
Level 3

Swift Learner

Each rank of this perk adds an ad
ditional 5% (round up) to your character's
experience points when he earns them.
For example, Jack's character Garfield

kills a Rad Rat (50 XP). He would earn 53 XP instead of the

normal 50 at the first rank of this perk.
Ranks: 3

Reguirements: Intelligence Y, Level 3




Tag!
Pick an additional Tag Skill.

Ranks: |
Requirements: Level 12

Team Player
You have learned the basic skills of teamwork and sharing. Good
for youl Whenever all members of the party are within 10 hexes

of your character, he or she gains +10% to all skills.
Ranks: |
Requirements: Charisma Y, Level 12

Thief

This perk confers a one-time bonus of +10%
to Sneak, Lockpick, Steal, and Traps.
Ranks: 1

Requirements: Level 3

Tzugh Hide

Exposure to radiation and the harsh wastes has hardened you
against the elements. You gain +15 to your Armor Class and
a +0% bonus to all resistances. Only mutants can choose

this perk.
Ranks: 2

Requirements: Endurance < 8, Level 12

Tzughness

This perk confers a +10% to Damage
Resistance to all types of damage.

Ranks: |
Requirements: Endurance b, Luck 6, Level

Tunnel Rat
You crawl like a baby. Well, you crawl like a
very fast baby. You can move at your normal

rate (I AP per hex) while crouching or prone.
Ranks: |

Requirements: Sneak 60%. Agility 6.
Level H

Way of the Fruit

You have learned about the mystical healing effects of eating fruit.
For 24 hours after eating a piece of fruit, your character
gains +1 to Perception and Agility.

Ranks: |
Requirements: Charisma b6, Level b

Weapzn Handling
This perk adds +3 Strength for the purposes of strength
requirements for handling and firing weapons.

Ranks: |
Requirements: Agility 5, Level 12

Part IV: A
Bestiary

These are samples of some of the creatures you might
find prowling around the wastes.  GMs are encouraged to
make up their own unusual creatures: after all, radiation allows
creativity - and DNA - to run wild. All the vital statistics for

Fallzut

combat are listed after the critter descriptions.
Abbreviations: HP = Hit

Points
SQ = Sequence

AC = Armor Class
DR = Damage Resistance

DT = Damage Threshold
AP = Action Points
XP = Experience Value

CC = Critical Chance
PR = Poison Resist

RR = Radiation Resist
GR = Gas Resist

Attacks: Type (% to hit, AP, Range, cost, damage, special
notes)

Rats

By far the most common creatures in the wastes (and I'm not
just referring to the New York City subway system), rats and
their relatives have done very well for themselves since the bombs
dropped. There are plenty of the nasty, black variety around, but
radiation  changed some of these disease-ridden vermin into
fearsome creatures.

Giant Rat
This is basically a larger version of a rat.  Giant rats range in
size from about a foot - the size of a cat - to almost a yard
(meter) in length. They are covered with brown or black fur, and
have black, glassy, beady eyes. Rats are readily identifiable
by their tail,



as it looks like a worm sticking out of their rear end. They are
not openly hostile towards humans unless they are hungry, but
packs have been known to attack when they smell blood.
Giant rats can be found pretty much anywhere.

Giant Rat
XP: 50

HP:10 SQ:6 AP:6 CC:3% AC:5

DT DR
Normal: 0 0
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: 0 0O
PR: 50% RR: 20% GR: 0/0

Attacks: Claw (75%, 3 AP, D:1d4, none):
Bite (70%, 3 AP, D:d4, Poison Type A).

Rad Rat
XP: 15

Rats can survive large doses of radioactivity, and in certain
areas, have even adapted such that they require the radiation to
live. These rats are about 30 centimeters long, are brown or
black in color, and will glow slightly in the dark. The main
thing to fear in encountering Rad Rats is that they are slightly
radioactive, and their little claws can transfer some of that to YOU.
Rad Rats are usually found around sources of radioactivity.

HP:10 S0:6 AP:6 CC:3% AC:5

oT DR
Normal: 0 0
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: 0 0

PR: 60% RR: 100% GR: 0/50

Attacks: Claw (75%. 3 AP, D:1d4, successful HIT +10 rads):
Bite (0%, 3 AP, D:1d4, successful HIT +10 rads)

Mzlerats

Molerats are a mix between moles and rats. No one is sure
whether these creatures are the result of a creative union between
similar species, or an even stranger union with a little radiation
to help things along the way. Molerats range in size anywhere from
30 centimeters to a meter and a half: the largest stand almost a
meter at the shoulder. They have mole-Llike faces and are nearly
blind in normal light: for this reason, they are almost exclusively
found in caves. Lesser molerats are the smaller version, Greater
molerats are the huge, ugly ones.

Lesser Mzlerat
XP: 100

HP:15  SQ:7  AP:7  CC:3% AC:9

0T DR
Normal: 1 5%
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: I 5%
PR: 50% RR: 25% GR: 0/0

Attacks: Claw (80%. 3 AP, D:1d8, none):
Bite (75%. 3 AP, D:1d8, Poison Type A)
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Greater Mzlerat
XP: 400

HP:-30 SQ:9 AP:9  CC:5% AC: 12

oT DR
Normal: Y 20%
Laser: 1 5%
Fire: 0 0
Plasma: 0 0
Explosion: 4 20%
PR: 60% RR: 25% GR: 0/25

Attacks: Claw (90%. 3 AP, D:1d10, none):
Bite (30%. 3 AP, D:1d10, Poison Type B)

Pigrats

Pigrats are part-pig, part rat hybrids. Like their cousins the molerats,
it probably took some creative genetic manipulation to make these
critters. Pigrats are large, ranging anywhere from 70 cm to almost
2 meters in length, and incorporate the best (worst?) of the two
species. Their legs are overly large, although short, and they are
exceptionally meaty around the midsection. In fact, pigrats would
make exceptional livestock, if they weren't so dangerous. They are
amazingly resilient, and can be found almost anywhere. They travel
in packs of ten or more and generally attack only to protect their
young or defend their territory. If they are hungry, however, they
become very aggressive.

Lesser Pigrat
XP: 200

HP:20 SQ:7  AP:7 CC:4% AC:10

oT DR
Normal: 1 5%
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: I 5%
PR: 50% RR: 30% GR: 0/10

Attacks: Claw (75%, 3 AP, D:2dH, none):
Bite (75%, 3 AP, D:2d4, Poison Type A)

Insects

Radrzaches

One of the most numerous and adaptive of all species that evolution
spit upon this planet, cockroaches existed on every continent before
the War. After the bombs flew, they still managed to hold on to
their niche, especially in ruins of cities with lots of dark, dirty areas
for them to crawl through. Radroaches range anywhere from an
inch in length to 60 cm, but only the “giant” variety is dangerous.
They can be encountered alone, but the most common - and
deadly - species travels in clusters of 10-20 individuals. They do
not make a habit of attacking humans, but will defend their garbage
heaps, and large swarms of these creatures can easily overwhelm
a person or a small group. Usually, cockroaches will call off the
attack if their target flees.

Radrrsaches
XP: 50

HP:15  SQ:6  AP:6  CC:4% AC: S

OT DR
Normal: 3 30
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: 0 0
PR: 100% RR: 95% GR: 80/100

Attacks: Mandible (60%. 3 AP, D:1d10, Poison Type B, successful
HIT +10 rads)
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Giant Ants

Giant Ants, or GiAnts, are simply overgrown insects. Somewhere
along the way, fate saw fit to dump some radioactive material near
and anthill and create this large, mutant creature. GiAnts are black
ants about 70 centimeters in length. Huge colonies of these
creatures exist under the earth, and scouts are often found in caves.
GiAnts usually travel in parties of 5 to 10 insects. They will attack
humans on sight, and enjoy eating corpses of the dead.

Giant Ant
XP: 30

HP:15  SQ:6  AP:6  CC:3% AC:2

DR oT
Normal: 0 0
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: 0 0
PR: 100% RR: 60% GR: 60/90

Attacks: Mandibles (60%, 3 AP, D:1d6, Poison Type A)

Mantis

These giant, mutant insects come from the praying mantis, a
creature nearly extinct before the War. They have since become a
popular sight in the post-War Americas, and are known to devour
crops and cattle. On rare occasions, a pack 68 of mantis will attack
humans. Mantis travel in swarms of 15 or 20, and will generally not
attack unless provoked.

Mantis
XP: 50

HP:10 SQ:7 AP.7 CC:2% AC:5

DR OT
Normal: 0 0
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: 0 0
PR: 75% RR: 80% GR: 60/90

Attacks: Mandible (70%, 3 AP, D: 1d6, Poison Type B):
Claw (75%, Y AP, D: 1d8, none)

Brahmin

After the War, most kinds of life from pre-War America were
changed into almost unrecognizable forms. Cows managed to
escape that fate, for the most part, except that only a very hardy
breed survived (or a cross between several hardier breeds).
Brahmin are the main source of beef and leather in the wastes, and
they can be found almost everywhere, although they are usually in
enclosures. Some areas have vast Brahmin ranches, rivaling the
huge Texas ranches of pre-War times. Brahmin are also used as
pack animals, hauling wagons for caravans. They are hardy animals
and can survive on very little food. They are tolerant of extreme
environmental conditions, weathering the scathing heat of a
summer's day as well as the bitter cold of the desert winter nights.
Brahmin are easily distinguishable by their two heads, although
rumors of herds of one-headed Brahmin far in the east occasionally
make their rounds. Most people don't subscribe to that hogwash,
however. Brahmin are almost always docile unless attacked

directly: then, the herd will attempt to defend themselves.
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Brahmin
XP: 50

HP-40 SQ:6  AP:6 CC:2% AC:5
DR OT

Normal: 10%

Laser:

Fire:

Plasma:

Explosion:

n o o o

10%

PR: 20% RR: 30% GR: 0/10

Attacks: Horn (75%. 3 AP, D:2d8. none)

Centaurs

Centaurs are an entirely different animal. There are rumors that
someone with access to an old government breeding lab made
these twisted creatures by mixing human and "alien"

ONA together. Centaurs are light orange with brown patches, and
resemble a human torso laying face- down. They propel themselves
on their six legs, each of which resembles a human arm with stunted
fingers. Where the shoulders would normally be, the torso extends
upwards almost the full length of another torso, ending in a head
that was obviously once human. Centaurs are usually bald, and one
look at their face indicates that the only thing they share with
humans is the same basic appearance. Their eyes are dull and
glazed, and mouths often hang open drooling. They attack either by
spitting, biting or beating the target with their front two legs. Centaurs
are very rare, and can usually be found in packs of five or six deep
inside caves or other underground places. They don't always attack,
and will sometimes observe adventurers. If they perceive

something as a threat, however, they will singlemindedly attack it
until it dies.

Centaur

XP: 130

HP: 60 SQ:9  AP:10 CC:8% AC: 25
DR DT

Normal: 10 95%

Laser: ] 10%

Fire: 5 40%

Plasma: ] 10%

Explosion: 10 90%

PR: 50% RR: 80% GR: 4o/70

Attacks: Swing (30%. 3 AP, D:1d20. none)
Spit (¢5%. 5 AP, RG: 8, D:2d8, Poison Type B, successful
HIT +50 rads)

Radscerpizns

Another common denizen of the western desert was the scorpion.
This species got a second lease on life when radiation from the
War allowed it to grow to gargantuan proportions. Radscorpions
range in size from 50 cm to 2 meters in length, and range in color
from pale white to brown and black. Their wicked tails contain sacs
of venom, and are tipped with a stinger almost 15 cm long.
Radscorpion tails are considered valuable, since the powerful
Antidote is made from a distilled version of the venom inside the
sacs. Radscorpions can be encountered in groups of up to %-élr



alone. They prefer shady areas, and can often be found in canyons
or caves. Radscorpions are rarely encountered in the open desert,
or in areas of high vegetation.

Lesser Radsczrpizn

XP: 200
HP: 25 SQ:8 AP:8 CC:4% AC:7
OR 0T
Normal: ] 5%
Laser: 0 0
Fire: Y 20%
Plasma: 0 0
Explosion: I 5%
PR: 100% RR: 25% GR: 30/100

Attacks: Tail (70%. 4 AP, D:1d10, Paison Type D)

Greater Radsczrpinn

XP: 400
HP: 35 SQ:8 AP:8 CC:5% AC:10
OR 0T
Normal: ] 5%
Laser: 0 0
Fire: Y 20%
Plasma: 0 0
Explosion: I 5%
PR: 100% RR: 50% GR: 50/100

Attacks: Tail (80%, 4 AP, D:1d12, Poison Type D)

Wzlves

Suprisingly, wolves managed to survive the War, and even thrive in
the postnuclear environment. In addition to the normal "Canis lupis"
variety of Grey Wolf, huge dire wolves have returned to North
America. Domesticated dogs, which are more resistant to radiation
than your average human, "turned feral" after 71 the bombs hit, and
packs of them now roam the wastes. In addition, there are a few
domesticated pooches still out there, and coyotes still make trouble
for domesticated animals like chickens. Wolves (Grey Wolves) Grey
wolves can be either white, gray, black, or any mix between these.
They sand about 120 to 160 cm tall at the shoulder, and have a
distinctive call. They are highly social animals, and the pack is
based around a lead male, called the "alpha." The entire pack,
except for pregnant and nursing females, hunts, often using highly
refined tactics to take down prey. Wolf packs are territorial, and
normally do not stray into each other's territory. When they feel
that their turf is threatened by anything - wolves, other animals, or
humans - they will attack. Contrary to popular belief, wolves avoid
humans and their livestock, and will only attack when there is no
other source of food. There can be anywhere from five to twenty-
five wolves in a pack.

Walf

XP: 100

HP:20 SQ:6 AP:6 CC:5% AC:5
OR DT

Normal: 0 0

Laser: 0 0

Fire: 0 0

Plasma: 0 0

Explosion: 0 0

PR: 25% RR: 15% GR: 0/0

Attacks: Bite (80%. 3 AP, D:2d6, none)
Claw (70%. 4 AP, D:1d8, none)
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Mutant Hzund

These are dogs that have undergone major mutation from being
exposed to the Forced Evolutionary Virus. Usually they are
accompanying super mutants. Mutant Hound are a huge member of
the wolf family, Mutant Hound packs are some of the most feared
creatures in the wastes. Although they are extremely rare, they have
been known to take down entire caravans, armed guards, and
although they avoid large human settlements, they can and will
attack smaller, undefended towns, carrying off children or small
adults. Mutant Hounds stand almost 2 meters at the shoulder. They
run in packs of 5 to 25 individuals.

Mutant Heund

XP: 100

HP: 60 S0:9 AP:9 CC:7% AC:9
OR DT

Normal: 5 40%

Laser: 0 0

Fire: 0 0

Plasma: 0 0

Explosion: 0 0

PR: 0% RR: 20% GR: 0/0

Attacks: Bite (30%. 3 AP, D:3d6, none)
Claw (80%. Y AP, D:2d8, roll against EN to avoid
knockdown).

Coystes

Smaller than wolves, with a higher howl, coyotes are loners rather
than social animals, scavengers rather than hunters. Coyotes aren't
nearly as common as they used to be, partially because they ran
out of food when livestock herds drastically diminished, partially
because wolf packs found that coyotes made good meals. Coyotes
barely stand 1 meter at the shoulder, and are often yellow, tan, or
brown in color. They are mostly found in deserts and mountains, or
any area where they have some kind of cover, such as trees. Unless
mating. coyotes are almost always alone, and won't attack humans
unless cornered and provoked. They will, however, attempt to take
down livestock, if they think it is an easy catch.

Coystes

XP: 100

HP:20 SQ:6 AP:6 CC:5% AC:3
OR DT

Normal: 0 0

Laser: 0 0

Fire: 0 0

Plasma: 0 0

Explosion: 0 0

PR: 20% RR: 10% GR: 0/0

Attacks: Bite (70%. 3 AP, D:1d8, none)

Dugs

Man's best friend was blessed with a resistance to radiation that his
master did not have. When billions were dropping dead from fallout,
millions of canines were wondering where their next can of dog food
was going to come from. Inevitably, some escaped their houses and
backyards, forming groups not unlike wolf packs. Today, these
bands of dogs have become feral, interbreeding with each other and
living without the humans that supplied them with chow and loved
them for eons. A feral dog pack operates much like a wolf pack,
with a single "alpha” male leader and anywhere from 5 to 25
members. Feral dogs tend to be smaller than wolves, and come in
almost any color and shape that normal mutts do. They live
anywhere, and although they avoid humans for the most part, feral
dogs can usually be found closer to cities and towns than wolves
and coyotes. Feral dogs will not attack humans unless starving or
provoked.

Feral Dug

XP:100

HP:20 SQ:6 AP:6 CC:4% AC:3
DR DT

Normal: 0 0

Laser: 0 0

Fire: 0 0

Plasma: 0 0

Explosion: 0 0

PR: 20% RR: 10% GR: 0/0

Attacks: Bite (70%. 3 AP, D:1d8. none)
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Dag

Who wouldn't want a large, slobbering, smelly beast as a
companion? They are intensely loyal and love you unconditionally,
and can do many useful things like fetching items from radioactive
areas and leading blind people around. Dogs can be found anywhere
there are humans. They come in all sizes and colors, and will not
attack anyone unless they perceive that person as a threat to their
house, territory, or master.

Deg
XP: 100

HP:20 SQ:6  AP:6 CC:3% AC:5
DR 0T

Normal: 0

Laser: 0

Fire: 0

Plasma: 0

Explosion: 0

o o o o o

PR: 18% RR: 8% GR: 0/0

Attacks: Bite (80%, 3 AP, D:2d6. roll against dex. to avoid
knockdown)

Deathclaws

Originally thought to be mindless monsters, deathclaws are actually
an intelligent, upright walking, mutated lizard. They stand almost
275 cm tall, and have large arms that end in wickedly sharp claws
that give the creatures their name. Their skin is reptilian and ranges
in color from light brown to almost black. There doesn't seem to
be any large structure to the deathclaw world, and they prefer to
live in small tribes of 20 to 200. Deathclaws almost always travel
in groups of 10 or more, unless they are scouts, and then they
always travel in pairs. Deathclaws will immediately attack humans,

Deathclaws

XP: 1500

HP: 150 SQ:10  AP-20 CC:9% AC:25
DR 0T

Normal: Y 40%

Laser: 0 0

Fire: 4 H0%

Plasma: 0 0

Explosion: Y H0%

PR: 80% RR: 60% GR: 0/H0

Attacks: Claw (90%, 3 AP, D:3d8, none)




Spitting Plant Geckz

Not exactly Seymour, but this species of plant is certainly a nasty XP: 150

customer. It grows almost anywhere, but is usually found among

other plants so it can blend in and ambush its prey. It stands about HP:30 SQ:7 AP:7 CC:2% AC:S
2 meters tall and has a "flower" like a Venus flytrap, a plant which DR 0T

it probably mutated from. When it senses movement and heat, it will Normal: ] 10%

"shoot” a sharp thorn from its "flower." When it senses that the Laser: 0 0

creature it shot at is no longer moving, it will then proceed to "eat" Fire: 0 0

the unlucky creature with its flower. Although this sounds humorous, Plasma: 0 0

meeting five or six of these plants is no laughing matter. They Explosion: 0 0

usually grow together, as several are always more dangerous than

one, and at least one of them is guaranteed a meal. Spitting plants PR: 80% RR: 75% GR: 0/10
attack anything that is warm and moves. Note that spitting plants

cannot move - they are, literally, planted. Their spikes do 1d6 points Attacks: Claw (75%. 3 AP, D:1d8, none)

of damage and have an effective range of 8 meters. Bite (/0%. 4 AP, D:2d6. none)

Spitting Plant

XP:100
HP: 50 SQ:8 AP-8 CC:2% AC:5
OR 0T
Normal: 0 0
Laser: 0 0
Fire: 0 0
Plasma: 0 0
Explosion: 0 0
PR: 100% RR: 95% GR: 100/100

Attacks: Thorn (75%. 4 AP, D:1d6, none)

Fire Geck?

Geckns XP:300

A mutation of the smaller pre-War lizard, Geckos are large desert-

dwelling reptiles that walk on their hind legs and attack with their HP:-40 SQ:9 AP:9 CC:4% AC:8
front, which have developed sharp claws for tearing. Highly prized DR 0T

for their strong pelts, Geckos are routinely hunted in some places, Normal: 3 30%

although a pack of them can easily kill one or two inexperienced Laser: 0 0

hunters. Geckos stand about 150 cm tall, and the larger, more Fire: 3 30%
dangerous Golden Gecko is about 180 cm tall. They travel in packs Plasma: 0 0

of anywhere from 4 to 20 animals. Explosion: 2 10%

PR: 80% RR: 80% GR: 0/20

Attacks: Claw (75%, 3 AP, D:1d8, none)
Bite (80%. Y AP, D:2d6, Poison Type B)



Gozlden Geck?

XP: 400

HP: 50 S0:9 AP-9 CC:5% AC:10
OR 0T

Normal: 5 50%

Laser: 0 0

Fire: 5 50%

Plasma: 0 0

Explosion: 2 10%

PR: 100% RR: 100% GR: 0/50

Attacks: Claw (90%, 3 AP, D:1d12, none)
Bite (85%. 4 AP. D:1d20. none)

Flying Insects

Blzatfly
The bloatfly is a giant mutated blowfly. Bloatflies attack at long
range by peppering their prey with spine-bedecked larva launched
from its abdomen. Players can find bloatflies wandering in the
wastelands.

Blzatfly
XP:100

HP-20 SQ:6 AP:6 CC:2% AC:5
DR oT

Normal:

Laser:

Fire:

Plasma:

Explosion:

o o o o Ww
o o o o

PR: % RR: 95% GR: 80/100

Attacks: Larva Spray (60%, 3 AP, RG: 8, D:1d8, Poison Type B,

successful HIT +10 rads)

Blzzdbug

Bloodbugs appear to be roughly two feet in length from the head
to the tip of the abdomen. Bloodbugs possess muddy brown
coloration which allows them to camouflage effectively into the
environment of the Commonwealth. Like their pre-War ancestors,
bloodbugs possess six long double-jointed limbs, one pair of finely-
veined wings and a long, pointed proboscis that extends from
between two compound eyes. The proboscis is the bloodbug's
primary means of assault, sinking it into prey not unlike a syringe,
and inflicting minor-to-intermediate radiation poisoning on the
victim.

Blzzdbug
XP:100

HP:15 SQ:5 AP:6 CC:3% AC:8
DR oT

Normal: 15%

Laser:

Fire:

Plasma:

Explosion:

o O o o w
o o o o

PR: 100% RR: 95% GR: 80/100

Attacks: Bite (60%. 3 AP, D:1d10, successful HIT +10 rads)
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Yap Guai

Although generally found alone, yao guai exhibit a gentle, familial
bond toward one another when found together, provided they do not
feel threatened by the observer's presence. Yao guai will attack
nearly any other animal or person they encounter,
including deathclaws. However, yao guai have been known to be
occasionally friendly towards bloatflies. There are tamed yao guai
which can be seen following and protecting their masters in the
Capital Wasteland. Yao guai are very dangerous, fast and attack

quickly.

Yaz Guai

XP: 100

HP:100 S0:9 AP-9 CC:7% AC:20
OR 0T

Normal: 5 40%

Laser: 0 0

Fire: 0 0

Plasma: 0 0

Explosion: 6} 20%

PR: 50% RR: 50% GR: 0/0

Attacks: Bite (90%, 3 AP, D:3d8, none)
Claw (80%. 4 AP, D:2dI0, roll against EN to avoid
knockdown).

Mirelurks

Mirelurks are an unknown species, mutated from various sea
creatures who seemingly interbred and created this monstrosity. All
mirelurks are protected by a thick shell which is difficult to
penetrate, even with powerful ballistic weapons. The face is
unarmored but a small target, and when charging a mirelurk will
often lower its head to protect this area. However, the face will
inevitably be exposed once the creature commences close combat.
Extremities are also more vulnerable than the rest of the body,
though not as much as the face.

Mirelurk
XP: 400
HP:30 SQ:6  AP-7 CC:3% AC:25
DR DT
Normal: 8 85%
Laser: 8 85%
Fire: 8 85%
Plasma: 8 85%
Explosion: 8 85%
PR: 100% RR: 50% GR: 50/100

Attacks: Charge (75%, 4 AP, D:ddi2 roll against EN to avoid
knockdown).
Claw (60%. 3 AP, D:1d8, none).

NOTE: Any attack targeting Mirelurk's head/eyes will ignore all
DR/DT

Mirelurk Razzrclaw

XP: 1000
HP:50 SQ:6 AP-7 CC:3% AC:25
OR 0T
Normal: 8 85%
Laser: 8 85%
Fire: 8 85%
Plasma: 8 85%
Explosion: 8 85%
PR: 100% RR: 50% GR: 50/100
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Attacks: Charge (80%. Y AP, D:2d8 roll against EN to avoid
knockdown).
Claw (70%. 3 AP, D:2d6, none).

NOTE: Any attack targeting Mirelurk Razorclaw's head/eyes will
ignore all DR/DT

Feral Ghouls

Ghouls are former humans who have become horribly irradiated by
the radioactive fallout covering the wasteland from the Great War.
Many ghouls are pre-War humans who survived the initial nuclear
bombardment during the Great War. Becoming permanently
irradiated, they were horribly disfigured and their lifespans were
increased virtually indefinitely. In most case's exposure to radiation
and the FEV in the post-War Commonwealth wastes degenerated
their brains, causing them to lose their higher cognitive functions,
turning them into mindless, radiation-resistant cannibals.

Feral Ghzul

XP: 100

HP:20 SQ:6 AP:6 CC:4% AC:5
OR oT

Normal: 3 20%

Laser: 0 0

Fire: 3 20%

Plasma: 0 0

Explosion: 3 20%

PR: 20% RR: 95% GR: 0/0

Attacks: Claw (70%. 3 AP, D:1d8+3, successful HIT +10 rads)

Glowing #ne

A highly irradiated version of a feral ghoul, they glow with green
light emitting from within, and just being near them causes radiation
damage. They can perform an area of effect radiation attack
indicated by the raising of their arms which releases radiation
around them. This radiation also heals nearby feral ghouls, and
glowing ones can even sometimes revive recently killed allies.

Glswing Fne

XP: 1000

HP:50 SQ:6 AP:7? CC:4% AC:10
OR DT

Normal: 5 40%

Laser: 0 0

Fire: 5 20%

Plasma: 0 0

Explosion: S 20%

PR: 50% RR: 100% GR: 0/0

Attacks: Claw (70%, 3 AP, D:2d6+3, successful HIT +20 rads)
Radiation Spike (4 AP, Anyone within 2 hexes of the
explosion is subject to 1d6 points of Normal damage and
+50 rads - any ghouls instead are healed for % the
amount, roll against AG to avaid).
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Part Vi: Weapzns.,
Ammunitizn, Armgr, and
Equipment. Chems and
Vehicles

The trade value of each item is given, along with all appropriate
information for weapons, ammunition, and armor. The
weapons are broken down by skill required, and then by type of
weapon. Note that guns do damage based on the type of
ammunition being used, and the gun itself may give

a bonus to that damage.

Weapons

Abbreviations:
Dmg = Damage (note that damage for guns is determined by
the type of ammunition used, and any bonuses the gun adds)
S = Single
T = Targeted
B = Burst (see the rules under
Attacking: Burst Mode in Combat: Attacking for details)
Rng = Range in meters. In standard combat, one hex is 1 meter
in diameter. Numbers in () indicate range with a tripod where
applicable.
W = Weight
MD = Melee Damage

Unarmed Skill Weapzns

This skill covers the good old- fashioned method of beating people
up with your bare fists, and weapons that compliment this
method.

Fists and Feet

Value: N/A

Unless your character is missing a limb or two, they have these
weapons with them at all times. The most basic of weapons.

Min. ST: 1 W: N/A Dmg: 1d4 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Brass Knuckles
Yalue: 40

A device that fits around the knuckles of a fighter, making punches
hurt a lot more. It distributes the force of the blow evenly over
the puncher's hand, allowing them to avoid breaking their fingers.
Min. ST: 1 W: 1b Dmg: 1d10 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Sapper
Value: 80

Essentially a normal glove with weights attached, the sapper is
designed to help you hit harder. Like a melee sap (see below), the
primary use of this weapon is to knock an opponent unconscious
from a sneaky blow to the head. Head shots with this glove have
a /5% chance of knocking the target unconscious for 1d10 rounds.
Min. ST: 3 W: Y lbs. Dmg: 1d6 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Shredders
Yalue: 90

Shredders are gloves that have small, sharp claws attached to
the fingers, allowing the user to scratch an opponent. Not
very useful as a melee weapon, but coated with the right kind of
poison, shredders can be extremely dangerous.

Min. ST: 1 W: 2 lbs. Dmg: 1d4 + MD Rng: T AP S: 3 T: 4 B: N/A

Laceratzrs
Yalue: 100

This nasty little glove represents some of the finest innovations
raiders and tribals have made since the war. Gloves covered with
razor blades, lacerators will rip flesh into fine pieces with a simple
swipe of the hand.

Min. ST: 1 W: 2 Lbs. Dmg: (1d8+2) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Mace Glzve
Yalue: 1530

The mace glove is a large, weighted, spiked metal ball attached to
a glove, so the user can beat unsuspecting critters or raiders with
more effectiveness. Certainly not an elegant weapon, but an
efficient one.

Min. ST: 3 W: 5 lbs. Omg: 1d12 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Spiked Knuckles
Value: 230

An improved version of the classic brass knuckles, the spiked
knuckles do more damage, tearing into the flesh of your opponent
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in unarmed combat.  Like the brass knuckles, they distribute
damage evenly across the puncher’s fingers.
Min ST: 1 W: 1 b Dmg: (1d10+4) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Bzxing Glzves

Value: 230

One can still find practitioners of "the

sweet science” in the wastes. I your character is thinking of
becoming the next Balboa, these are essential. Boxing gloves are
gloves with some kind of pad

over and around the fist, so that the wearer does not damage his

or her hand, and the person getting punched doesn't get cut.
Min ST: 1 W: 5 lbs Dmg: 1d4 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Plated Bzxing Glrves
Value: 300

Where one finds practitioners of "the sweet science," one finds
cheaters as well. Someone “accidentally’ put metal plates
into these boxing gloves.

Min ST: 1 W: 10 lbs Dmg: (Id4+5) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Punch Dagger
Value: 300

The punch dagger certainly isn't a subtle weapon: it is a large,
serrated combat knife attached to a glove, combining the force of
a punch with the tearing action of a toothed blade. Expect to
get kicked out of the boxing ring for using this unorthodox piece of
equipment.

Min. ST: 1 W: Y lbs. Dmg: (1d10+2) + MD Rng: 1 AP S: 3 T:4 B: N/A

Punch Gun
Yalue: 600

This unusual weapon is a glove with a trigger in the thumb, allowing
the user to fire a single shotgun shell at the same time a punch is
thrown. The damage from the shotgun ammo is added to the
effects of the punch and melee damage. Although they are
somewhat awkward, as the must be reloaded after every use, an
enterprising individual could do quite well with one of these tools
during a surprise attack. The punch gun holds 1 shotgun shell. Note
that the incredibly short barrel on the gun renders this weapon
ineffective at all but the closest ranges.

Min. ST: 2 W: 7 lbs. Dmg: (Id4 + Ammo) + MD) Rng: TAP S: 4 T: 5
B: N/A

Impact Glzve
Value: 900

A Brotherhood of Steel invention, the impact glove uses a unique
piston device similar to ones used by the much more powerful Big
Frigger line of power fists. The difference is that the impact
glove uses a smaller energy cell that does not need to be
recharged, and is significantly less powerful. It is still a decent
weapon, and can enhance anyone's hand-to-hand  fighting
experience.

Min. ST: 1 w: 9 lbs. Dmg: (1d10+8) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Adamantine Claws
Yalue: 1000

Named not because they are made from a mystical alloy, but
because they resemble the claws of a 20th Century comic-book
character, these gloves feature  extendible blades that are
designed to slash and disembowel even the strongest critters.
The wuser can control the claws' action through a trigger in
the glove.

Min. ST: 2 W: 3 lbs Dmg: (1d10+5) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Puwer Fist
Value: 1800

The "Big Frigger" Power Fist from BeatCo. Considered by many
to be the ultimate weapon to use in unarmed combat. A Power
Fist is a metal glove that fits over the hand and uses small motors
to enhance the power of a punch. It holds 25 charges, and uses
Small Energy Cells torecharge. The glove will “sense” when
the user throws a punch and automatically adjusts for
greater damage, using energy even if the punch doesn’t connect.

Min. ST: 1 W: 10 lbs. Dmg: (2d8+10) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Mega Power Fist
Value: 2200

A more powerful version of the "Big Frigger." This one has upgraded
power servos for increased strength. The Mega Power Fist holds
25 charges of Small Energy Cells. Like the smaller version, it uses
a charge every time a punch is thrown, even if it doesn't connect.

Min. ST: 1 W: 10 lbs. Dmg: (3d10+20) + MD Rng: 1 AP S: 4 T: 5 B: N/A
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Melee Skill Weapzns

These weapons are held in the hand and make contact with
whatever their user is trying to damage.

Ruck
Value: N/A

Your basic, run of the mill rock. There are only several trillion of
them lying around the wastes. See also Throwing Weapons.
Min. ST: 1 W: 1b. Dmg: 1d4 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Sap

Value: 1

A sap is a simple weapon designed to knock someone unconscious.
It is usually just a rock or some packed sand inside of an old tube
of cloth, like a sock. Saps do not actually damage a target, and
are only effective when targeting someone’s head (treat this as a
targeted shot to the eyes). A successful hit causes the target to
lose consciousness for 1d10 rounds.

Min ST: 5 W: 1lb. Dmg: None Rng: 1 AP S: N/A T: 5 B: N/A

Shiv

Value: 2

A homemade knife that resembles an ice
pick. A shivis undetectable if your character
is holding it ho wever, it does not get a
bonus for melee damage. Shivs can be
constructed from the simplest of materials,
are often used as basic assassination weapons, as they can be
jabbed into an ear of an unsuspecting target to cause nearly instant
death.

Min. ST: 1 W: 11b Dmg: 1d4 Rng: 1 AP S: 3 T: 4 B: N/A

Brzken Bottle

Value: 2

The weapon of choice for barfights, broken bottles will do in a
pinch when the bouncer took your guns and you just took some
large raider’s girlfriend. Contrary to popular belief, smashing a bottle
on the bar to break it won't give you a handy weapon. Instead, it'll
tear holes in your hand. You'll just have to pick one of these up off

the floor.
Min. ST: T W: 1 b. Dmg: 1d6 + MD AP S: 3 T: 4 B: N/A

Pazl Que
Value: 3

A long wooden pool que left over from before the Great War. Usually
wielded by the poorest of raiders.
Min. ST: 3 W: 3 lbs. Dmg: (Id4+1) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Metal Pipe
Value: 10

Either iron or lead, this old sectio n of
plumbing makes a fine tool for breaking
bones and beating heads. Although heawy
and somewhat awkward, a piece of pipe hurts
just as badly as a club. Colonel Mustard

agrees.
Min. ST: 5 W: 10 lbs. Dmg: 1d10 + MD Rng: 1 AP S: 5 T: 5 B: N/A

Wozden Plank
Yalue: 10

Humans have used these tools to kill prey and bash each other
since we came down from the trees. It is nothing more than a
plank of wood with some sharp points on it, or maybe a rusty nail
or two driven through it to cause more pain and suffering to anyone
unlucky enough to get hit with it. The handle is usually duct
taped to avoid splinters. Probably one of the most common weapon
found in the wasteland.

Min. ST: 3 W: 5 lbs. Dmg: 1d8 + MD Rng:

1APS: 3 T:4B:N/A

Pzlice Batzn
VYalue: 30

A police-issue club used for subduing
criminals, or making sure they never
commit a crime again.  This weapon
is about 70 cm long and made out of
a rod o f metal, with a handle
perpendicular to the shaft, allowing the
vibrations from contact to diffuse
before they travel up the user's arm. A relatively easy weapon
to make from pieces of scrap metal.

Min. ST: 3 W: 3 lbs. Dmg: 1d10 + MD Rng:

1APS: 3T:4B:N/A

Shovel

Value: 30
Can you dig this, daddy-o0?
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Min. ST: 5 W: 15 lbs. Dmg: 1d12 + MD Rng: 2 AP S: 4 T: 5 B: N/A

Knife

Value: 40

A basic knife for cutting things. Or critt
ers. Or people. See also Throwing
Weapons. Knives are about 15-25 c¢cm
long. The best are made from metal
alloys: the most primitive are carved
from pieces of rock such as flint.

Min. ST: 2 W: 1lb. Dmg 1d10 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Claw Hammer
Value: 40

Either way you use this tool, it's bound to cause some pain and
damage. Also useful for non-combative purposes.
Min. ST: 2 W: Y lbs. Dmg: 1d10 + MD Rng: T AP S: 3 T: 4 B: N/A

Ax

Value: 43

This is a basic hatchet. Good for b
reaking down wooden doors, or sinking
into that nuke pooch. Another common
weapon that can be constructed from a
piece of wood and any hunk of sharp
metal or rock, axes are anywhere from
30 cm to 90 cm in length.

Min. ST: 3 W: 2 lbs. Dmg: 1d8+MD Rng: 1 AP S: 3 T: 4 B: N/A

Switchblade

Value: 30
The blade of this small knife is held by a spring. When a button

on the handle is pressed. the blade shoots out with a satisfying
"Sssshk” sound.  Constructing one of these takes some skill with
both metalworking and machinery, and they are usually found in
the possession of gangs in larger cities.

Min. ST: 1 W: 1b. Omg: 1d6 + MD Rng: 1 AP S: 3 T: 4 B: N/A

Wrench
Value: 63

This is probably far more useful for repairing things, unless you are

Col. Mustard and happen to be standing in the Dining Room.
Wrenches are pieces of solid metal that can double as clubs.

The wrenches that are effective in combat are anywhere from 40
to 80 cm in length. See also Equipment.

Min. ST: 3 W: Y lbs. Dmg: (1d6+2) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Crowbar

Value: 63

A very solid and heavy piece of metal

specially designed to exert leverage - N
or pound heads. Crowbars are
fashioned from a piece of solid metal, twisted so that the user can
exert force on an object and pry it upwards. They are usually about

35 cm in length.
Min. ST: 5 W: 5 lbs. Dmg: (1d12+3) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Spear
Value: 80

Your basic polearm. A wooden pole with a sharpened piece of
metal on the end. See also Throwing Weapons.  Spears are simple
weapons to construct, being a long (2 meter) wooden pole with
some kind of metal or stone head tied to one end.

Min. ST: 4 W: Y lbs. Dmg: (1d12+3) + MD Rng: 2 AP S: 4 T: 5 B: N/A

Machete
Yalue: 100

Hack your way through all manner of flora
and fauna with this handy gardening
implement. The weapon of choice for the
intrepid jungle explorer, or the novice
backyard weed- whacker.

Min. ST: 4 W: 1lb. Dmg: (1d10+7) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Butcher’s Cleaver
Yalue: 110

This kitchen implement was specifically designed and balanced
to ease the task of cutting meat off of living or dead creatures.
Made of a rust-resistant graphite compound, this weapon stays
sharp longer and hacks harder than the common knife.

Min. ST: 4 W: 1 lbs. Dmg: (1d8+10) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Sledgehammer
Value: 120

A pole with a heavy metal chunk on the end,

designed  to crumble bones and damage

vital organs. Sledgehammers are about 70

cm long, and re quire two hands to use

properly..

Min. ST: 6 W: 12 bs. Dmg: 3d4 + MD Rng: 2 AP S: 4 T: 5 B: N/A
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Scalpel
Value: 140

The standard instrument for performing surgeries, this surgical-
stainless steel knife is small but incredibly sharp. Not the best
tool for a melee fight, but it will do in a pinch. See also Equipment.
Min. ST: 1 W: 1 lb. Dmg: (1d8+3) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Czmbat Knife
Value: 165

A military-issued knife designed
for melee combat. The serrated
edges tend to tear instead of cut, and
wounds from this blade are a lot
more  painful than normal knife
wounds.  See also Throwing Weapons. ~ Combat knives were
constructed from a carbon-based compound instead of a metal,
making them more durable, less prone to dulling, and lighter than
a normal knife. They are usually 15 to 25 cm long.

Min. ST: 2 W: 2 lbs. Dmg: (Id12+3) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Wakizashi Blade

Value: 200

A futuristic RPG would not be
complete without the Yakuza
(Japanese mafia) and the Fallout
universe is no exception. In fact, the

only way a non-Yakuza member will get one of these swords is to
take it off the body of a Yakuza. The Wakizashi looks like a smaller
Katana. Because these blades are so difficult to make, it is highly
doubtful that anyone makes these weapons in the wastes, and they
are most likely tourist-store ripoffs from pre-War times. Of
course, there are always exceptions. The Wakizashi is about 60
cm long, and slightly curved.

Min ST: 2 W: 2 lbs. Dmg: (Id12+4) + MD Rng: 1 AP S: 3 T: 4 B: N/A

Lzuisville Slugger

Yalue: 300

This all-American, hardwood baseball bat will
knock anything right out of the park. A true

classic. Don't settle for aluminum ripoffs.

Min. ST: 4 W: Y lbs. Dmg: 2d10+ MD Rng: 1 AP S: 3 T: 4 B: N/A

Micrz Sledgehammer

Value: 500

A Brotherhood of Steel specialty, the Micro Sledgehammer is the
dream of any child who ever wanted to misuse a croquet
mallet. Originally designed to make construction more efficient, the
Brotherhood's piston technology means this small sledge hits
with maximum effect.

Min. ST: 4 W: 8 lbs. Dmg: (1d12+8) + MDRng: 1 AP: S: 3 T: 4 B: N/A

Cattle Prad
Yalue: 600

Since this weapon is designed to knock a
cow unconscious, imagine what it can do
to a human.  The cattle p rod looks a
litle lke an overgrown tuning fork,
except that an arc of electricity passes
between the prongs on the end  whenever
the user presses the button. Any biological critter hit with a
cattle prod has a 50% chance of being knocked unconscious.
Each time an attack is made, successful or not, the Prod uses one
charge. The Cattle Prod holds 25 charges of Small Energy Cell.

Min. ST: 4 W: 5 lbs. Dmg: (2d6+10) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Ripper

Value: 1000

Basically a knife-sized
chainsaw, without the noisy motor.
Rippers were common  among
gangs and thugs before the war,
and are common among criminals
and lowlifes after the war. It's called a ripper for a reason: it tears

flesh and organs to pieces. Every time an attack is made,
successful or not, the Ripper uses one charge. The Ripper holds
25 charges of Small Energy Cell.

Min. ST: 4 W: 5 lbs. Dmg: (1d10+15) + MD Rng: 1S: 4 T: 5 B: N/A

Super Cattle Preod

Value: 1800
An upgraded cattle prod. Any biological critter hit with this tool has

a 75% chance of being knocked unconscious. The Super Cattle
Prod requires two hands to use. Every time an attack is made,
regardless of the attack’s success, the Super Prod uses one charge.
This weapon holds 25 charges of Small Energy Cell.

Min. ST: 4 W: 5 lbs Dmg: (2d8+20) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Decz-Filament
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Value: 2000

The deco-filament is an unusual weapon favored by assassins and
Yakuza. It is a razor-sharp, super thin, extra-strong wire strung
between two handles. The user can then whip the wire at a target,
lopping off flesh and limbs. It can be used as a garrote to cleanly
lop a head from a neck.

Min. ST: 1 W: 1 lb. Dmg: (4d10) + MD Rng: 2 AP S: 3 T: 4 B: N/A

Chainsaw

Value: 3000
A leftover from the pre-War ﬁ
days. a chai nsaw is probably

the ultimate melee weapon.  Although it runs on gasoline, surely

there must be a tank or two of ethanol left in the wastes somewhere.
A character could graft one of these to an arm for some added fun.
Min. ST: 4 W: 10 bs. Dmg (3d10+20) + MD Rng: 1 AP S: 5 T: N/A B:
N/A

Protzn Ax
Value: 3500

The proton ax is a nasty Little tool. A
double- bladed ax, much like what
Gimli the Dwarf would be wielding,
covered with depleted Uranium,
allowing it to pass through almost
anything. Proton Axes are

made exclusively by the Guardians,
and are very rare. They are about 150 ¢cm from handle to tip and
the axhead is 50 cm long and almost 80 cm across.

Min. ST: 5 W: 15 lbs. Dmg: (3d10+10) + MD Rng: 1 AP S: 4 T: 5 B: N/A

Super Sledgehammer

Value: 3730

The Super Sledgehammer is ma
nufactured  exclusively by the
Brotherhood of Steel using the finest

weapons technology available. At first
glance, this nifty little tool is indistinguishable from a regular
sledgehammer, except for the small bundle of machinery at the
base of the head. It includes a kinetic energy storage device to
increase knock back. The Super Sledge is a two-handed weapon.

Min. ST: 5 W: 12 lbs Dmg: (3d10+15) + MD Rng: 2 AP S: 4 T: 5 B: N/A

Small Guns Skill Weapzns

Primitive Missile Weapzns

One of the oldest “firearms” is the bow. Traces of these weapons
have been found among excavations of the most primitive
settlements, and Neanderthals used them over 30,000 years ago.
The bow family of weapons is suddenly very popular in a world
where they are easy to make and are better than a knife or
sharpened stick. Bows all require two hands to use.

Other kinds of primitive missile weapons are popular among tribals
again as well, as they are far easier to construct and maintain than
100-year-old firearms.

Sling

Value: 20

Not a bow, but a similar ancient weapon, slings have been around
almost as long. A leather pouch attached to some long leather
cords, slings are designed to hurl rocks farther and more accurately
than one can do by hand. The user spins the sling around in the air,
gathering momentum, and then flicks his or her wrist to release the
rock at the target. Note that slings do not require two hands to use.
Single shot only. Slings hold one rock.

Min. ST: 5 W: 2 lbs. Dmg: 1d10 Rng: 10 S: 5 T: 6 B: N/A

Blzwgun

Value: 30

A blowgun is a hollow tube that the user blows a strong burst of
air through, launching a small, feathered dart at an enemy. They
can be made from anything hollow, including old metal pipes, reeds,
and drinking straws. The darts that a blowgun fires dont do an
extraordinary amount of damage, but many are coated with poisons.
A favorite weapon of assassins, since it makes very little noise. A
blowgun holds 1 blowgun dart.

Min. ST: 1 W: 1 lb. Dmg: +0 Rng: 20 AP A: 3 T: 4 B: N/A

Wozden Bow
Yalue: 50

Made from a cut piece of wood, bent into a “C” shape, with a length
of string or animal sinew stretched between the ends to provide
tension, bows are some of the simplest ranged weapons to
construct. They can be unwieldy, however, and can hurt the
inexperienced user. Single shot only. Bows hold one arrow.

Min. ST: 5 W: 2 lbs. DMG: +3 Rng: 40 AP S: 5 T: 6 B: N/A
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Wooden Crosshow
Value: 300

Crossbows were part of every army on earth from their invention in
the late middle ages until the First World War. After that, they
became popular hunting weapons. Crossbows are wooden bows laid
across a plank or flat surface, or even the stock of a rifle. They
have a wheel that winds the string tight, and a trigger mechanism
that releases tension on the string, shooting the bolt at high velocity.
Because the tension on the string is no longer limited by human
strength, crossbows can shoot projectiles much farther, and with a
far greater degree of accuracy, than a bow. Single shot only.

Crossbows hold one bolt.
Min. ST: 4 W: 10 lbs. DMG: +4 Rng: 50 AP S: 4 T: 5 B: N/A

Pistrls

The smallest of the Small Arms weapons, pistols are generally
hand-held, low damage weapons.

10mm Pistzl
Value: 230

An outloading pistol, each pull
of the trigger will automatically
reload the firearm until the
magazine is semiautomatics

available. Single shot only.

The clip holds 12 shots of 10mm ammunition.
Min. ST: 3 W: Y lbs. Omg: +6 Rng: 19 AP S: 5 T: 6 B: N/A

Pipe Pistzl

Value: 200

The Pipe Pistol is a single-shot,
handmad e pistol. Crafted from
spare parts, Pipe Pistols are rather
unreliable. They have a very
small range, and are prone to
jamming and breaking easily. The magazine holds 8 shot of .38mm
ammunition.

Min. ST: 3 W: 5 lbs. Dmg: +4 Rng: 15 AP S: 5 T: 6 B: N/A

Note: Pipe Pistols have a maximum of 4 condition boxes.

.22 Pistzl
Value: 300

Produced in the 20th Century as an inexpensive solution to
gun ownership, the tiny .22 pistol fires the relatively small 22

caliber slug. These guns simply don't have the stopping power of
larger pistols, and a shot from one is more likely to upset the target
than cause massive amounts of damage. Single shot only. The
clip holds 10 rounds of .22 caliber ammunition.

Min. ST: 3 W: 4 lbs. Dmg: +4 Rng: 12 AP S: 5 T: 6 B: N/A

.38 Special Snubnzse Revelver
Value: 315

The .38 Special was the longtime favorite of police forces
until the advent of newer automatic weapons. [t has existed in one
form or another since the early 20" century, and  although
different companies manufactured it, the .38 Special is one
of the most universal guns available. The short barrel length makes
it ineffective except for very close range combat. Single shot only.
The revolver chamber holds six shots of .38 caliber ammunition.
Min. ST: 3 W: Y lbs. Dmg: +7 Rng: 10 AP S: 4 T: 5 B: N/A

VP91Z [M3-FS]) 9mm Beretta Pistzl
Yalue: 400

A good semiautomatic pistol for hunting rabbits and other things.
The VP91Z was a standard-issue military sidearm, and is one of the
two guns issued to Desert Rangers.  Single shot only. The clip
holds 18 shots of 9mm ammunition.

Min. ST: 3 W: Y lbs. Dmg: +6 Rng: 17 AP S: 5 T: 6 B: N/A

Czit .45 MI9NIAI Pistel

Value: 425

The MI9TIAl was a popular
military sidearm  before the
War. Not a unique pistol, but a
powerful one. The MI9NAT is the
other  standard-issue  Desert
Ranger weapon. Single shot only,
The clip holds 7 shots of 45 caliber ammunition.

Min. ST: 3 W: Y lbs. Dmg: +7 Rng: 17 AP S: 5 T: 6 B: N/A

397 Magnum Revziver
Value: 430

Although not as powerful as its
big brother, the .357 sports a
longer barrel and is therefore
more accurate at longer ranges.
One of the oldest revolvers,
Smith and Wesson made the first .357 Magnums in the late 1800s,
although the name “Magnum” (Latin for “Big") was around for at
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least 10 years before.  Single shot only. The revolver chamber
holds 6 shots of .357 caliber Magnum ammunition.
Min. ST: 5 W: 6 lbs Dmg: +8 Rng: 19 AP S: Y T: 5 B: N/A

Casull Revzlver
Value: 500

This variation on the Y4 magnum packs a little less punch, but is
also a little more affordable. These

guns were fairly rare before the War.  Single shot only. The
revolver chamber holds 6 shots of

HY magnum ammunition.

Min. ST: 5 W: 6 lbs. Dmg: +7 Rng: 6 AP S: 4 T: 5 B: N/A

A4 Magnum Revziver

Value: 600
Being that this is the most

powerful handgun in the world,
you've got to ask yourself one
question: Do | feel lucky? Well,
do 'ya, punk? Single shot only.
The revolver chamber holds 6 shots of H4 Magnum ammunition.
Min. ST: 5 W: 6 lbs. Dmg: +11 Rng: 6 AP S: 4 T: 5 B: N/A

Brzwning HP Pistel

Value: 700

The Belgian-made Browning high-powered

pistol became a popular handgun in North America in the early part
of the 2lst century.  Single shot only.  The Browning HP uses
H5 ammunition, and the clip holds 12 rounds.

Min. ST: 4 W: 6 lbs. Dmg: +9 Rng: 20 AP S: 4 T: 5 B: N/A

Desert Eagle 44
Value: 800

The Israeli-made Desert E
agle pistol became popular
near the end of the 20th
Century, due largely to its
portrayal in movies of the
time. Plus, it looks really
cool when your character plugs someone with it gangsta' style.
Single shot only.  The clip holds 8 shots of 44 Magnum
ammunition.

Min. ST: 4 W: 5 lbs. Dmg: +10 Rng: 19 AP S: 5 T: 6 B: N/A

Calics M-930
Yalue: 900

Although not a powerful weapon, the Calico’s unique helical feed
system allows it to carry an amazing amount of ammunition.
Single shot only. The Calico M-950 uses 9mm ammunition, and
the massive clip holds 4O rounds.

Min. ST: 4 W: 10 lbs. Dmg: +6 Rng: 15 AP S: 5 T: 6 B: N/A

Sig-Sauer P220 9mm

Value: 1000

The 9mm Sig-Saver P220 was
developed by the Swiss in the late 20th
Century. It fires the smaller 9mm
bullet and does less damage than a
normal semi-automatic, but it is
smaller and lighter, making it a little easier to conceal. The
magazine holds 9 shots of 9mm ammunition.

Min. ST: 3 W: Y lbs. Omg: +6 Rng: 24 S: 5 T: 6 B: N/A

Sig-Sauer 14mm Pistzl
Value: 1100

The Sig-Sauer Ymm automatic pistol fires the large TYmm slug.
These pistols are known for their  excellent craftsmanship,
although ammo is fairly scarce. Single shot only. The magazine
holds 6 shots of THmm ammunition.

Min. ST: 4 W: 5 lbs. Dmg: +12 Rng: 18 AP S: 5 T: 6 B: N/A

9mm Mauser
Yalue: 1500

The Mauser is an oldie but goodie, the favorite handgun of outlaws
and gangster bosses. This weapon does not use the traditional
9mm ammunition, but instead fires nasty 9mm balls. Single shot
only. The magazine holds 8 shots of 9mm Ball ammunition.

Min. ST: 3 W: 5 lbs Dmg: +4 Rng: 17 AP S: 5 T: 6 B: N/A

Needler Pistzl
Value: 2200

One of the most interesting pieces of prewar
tech, the Needler pistol actually fires small
hypodermic ne edles into the target,
which inject a serum that causes a severe reaction in the

surrounding skin.  OF course, there may very well be slugs that
inject all sorts of other nasty things out there. Single shot only.
The chamber holds 8 shots of HN Needler ammunition.

Min. ST: 3 W: 5 lbs. Dmg: +0 Rng: 24 AP S: 4 T: 5 B: N/A



Walther PPK
Yalue: 3000

The weapon of a true spy. The
Wa lther PPK  (Polizei  Pistolen
Kriminal) was originally made for
plainclothes and  undercover
police officers. It since became
the favorite weapon of spies. The

PPKis most effective with a silencer. Single shot only. The

magazine holds 8 shots of 7.65mm ammunition.
Min. ST: 2 W: Y lbs. Dmg: +8 Rng: 20 AP S: 3 T: 4 B: N/A

Flamer Pistzl
Value: 3000

The Flambe 450 was an interesting but slightly misconceived
weapon. Attempting to make a portable flamethrower, the
designer of this unique piece of equipment failed to take into
account that flamers need the propelling power that larger models
provide. Single shot only. The Flambe 450 has a small
chamber that holds 3 “shots™ of flamethrower fuel. The Flamer
Pistol cannot be targeted.

Min. ST: 4 W: 10 Lbs. Dmg: Varies Rng: 3

AP S: 4 T: N/A B: N/A

Scarpiz VZ61 Machine Pistzl

Value: 3300

Although relatively ineffectual as a sub machinegun, the Scorpio
VZ61 nonetheless enjoys a place among assassins and gangsters
who find that its small size and concealability makes up for
its lack of power, range, and magazine. Fires single shot or a 3-

round burst. The magazine holds 20 shots of 9mm ammunition.
Min. ST: Y W: 6 lbs. Dmg: +5Rng: 15 AP S: 5 T: 5 B: 6

223 Pistzl

Value: 3300
This pistol began its days as a .223

rifle and has since been modified.

These are rather unique, and are
made with love and skill Single
shot only. The magazine holds 5 shots of 223 caliber ammunition.
Min. ST: 5 W: 7 lbs. Dmg: +20 Rng: 30 AP S: 5 T: 6 B: N/A

M-18 Grenade Launcher
Yalue: 5000

A heavily modified flare gun, the grenade pistol the only small
skill weapon can lob explosive. range isn't all hands of a cyborg,
it could certainly blow open a few doors. The chamber holds 1
HOmm grenade.

Min. ST: 6 W: 8 lbs. Dmg: Varies Rng: 12 AP S: 5 T: N/A B: N/A

PPK-12 Gauss Pistel
Yalue: 3230

Praised for its range and
stopping pow er, the PPK-12
Gauss Pistol is of German

design. This "Lil" Railgun”
uses an electromagnetic
field to propel slugs at
tremendous  speed and
power through a target, any armor, and just about everything else.
The PPK-12 looks like a normal automatic pistol, except for the
unusual electromagnetic fins along the barrel. When fired, the
Gauss Pistol leaves an unmistakable spiral trail of ionized particles
through the air. Single shot only. The magazine holds 12 shots of
emm EC.

Min. ST: 4 W: 5 Dmg: +22 Rng: 30 AP S: 4 T: 5 B: N/A

Shatguns

Shotguns use 12-guage ammunition and usually fire buckshot as
opposed to a single bullet. They hurt a lot.

They look a bit like rifles, and often take two hands to fire
correctly. Shotguns fire either buckshot or slugs: buckshot is a shell
full of little metal balls that isnt as accurate as a bullet,
because the balls will begin to come apart in flight, and shells are
large slugs. designed for hitting things as longer ranges and hurting
them more than a pistol does. Although shotguns can be fired with
one hand, they are usually two-handed weapons. Note that using
slug ammunition in a shotgun increases the range by 5 hexes, and
firing a double shot (both barrels) decreases range by 3 hexes.
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Winchester I2-Guage Shztgun
Value: 800

The  Winchester "Widow

maker" double- barreled ﬂ
shotgun.  Has a short

barrel with a mahogany

grip. Considering these were mass-produced and sold at
discount stores all over the United States before the war, they are
quite common. Single or double shot. The chamber holds 2 rounds
of 12-gauge ammunition.

Min ST: 4 W: 5 Dmg: +12 Rng: 4 AP S: 5

T: 6 B: N/A

Winchester Sawed-#ff Shatgun
Value: 800

A sawed off version of the
"Widowmaker." Not
exactly designed  for
sniping, but will turn

someone to ground round
at short range. Single or double shot. The chamber holds 2 rounds

of 12-guage ammunition.
Min. ST: 4 W: 5 Dmg: +14 Rng: 7 AP S: 5 T: 6 B: N/A

Pump-Actizn Shztgun

shotguns  that  were

Value: 800
'gﬁﬁ

common the world over

One of dozens of

before the war, a pump-action shotgun is a single-shot,
semiautomatic weapon where the next shell is loaded into the
chamber by pumping a mechanism along the bottom of the barrel.
Many makes and models exist, but they are all almost the same.
Single shot only. The pump-action holds Y rounds of 12-guage
ammunition.

Min. ST:4 W: 4 Dmg: +12 Rng: 15 AP S: 5 T: N/A B: N/A

Winchester Czmbat Shetgun
Value: 2730

The  Winchester 12-
guage Combat Shotgun N
with a bullpup variant.

Combat shotguns are

all-meta | weapons designed to deliver the stopping power of a
shotgun without the inconvenience of having to reload every two
shots. These include the Desert Warfare environmental sealant
modification for extra durability. Combat shotguns were common

in almost every army and police force before the war. Thanks to
their pump-action mechanism, Combat Shotguns fire single shots
and a 3-shot burst. The magazine holds 12 rounds of 12-guage
shotgun shells.

Min. ST: 5 W: 11 lbs. Dmg: +15 Bng: 22 AP S: 5 T: 6 B: 6

HEK CAWS

Value: 4730

The CAWS, short for Close Assault Weapons System., is a useful
tool for short-range combat.  An improvement over the
Winchester Combat Shotgun, the CAWS' bullpup layout gives the
weapon a short, easily handleable length while still retaining enough
barrel length for its high velocity shells. Fires single shots and a
S-shot burst. The magazine holds 10 12-guage shotgun shells.
Min. ST: 6 W: 6 lbs. Dmg: +15 Bng: 30 AP S: 6 T: 6 B: 6

Pancyr “Jackhammer”
Yalue: 5500

The Jackhammer, despite
its name, is an easy to
control shotgun, even when
fired on full automatic. The
popular bullpup design, which places the magazine behind the
trigger, makes the weapon well balanced and easy to control. Fires
single shots or up to a 5-shot burst. The magazine holds 10 12-
guage shotgun shells.

Min. ST: 5 W: 12 lbs. Dmg: +19 Rng: 35 AP S:5T: 6 B: 6

Submachine Guns

SMGs can fire single shots as well as bursts of bullets. Submachine
guns were designed to put the stopping and suppressive power
of early machine guns like the Gatling gun into the hands of infantry
soldiers. Used as early as late World War |, submachine guns soon
changed the face or warfare in the 20th century.  Happily, most
submachine guns are small enough to use as one-handed weapons.

HEK MP-9 10mm SMG
Yalue: 1000

A medium-sized submachine gun.  An inexpensive variant on
the classic MP-5, the MP-9 uses the slightly larger 10mm
ammunition and has a slightly smaller range. This weapon can
fire a single shot as well as up to a 10 shot burst. The clip holds
30 rounds of 10mm ammunition.

Min ST: 4 W: 7 lbs. Dmg: +6 Rng: 25 AP S: 5 T: 6 B: 6
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MAC 17 SMG [M-17)
Value: 1050

An advanced version of the MAC-
10, and a popular weapon in films
if not real life, the MAC 17 is a sma
WL submachine gun used primarily
by terrorist  organizations in fast
assaults. This weapon can fire single shots as well as up to a
10 shot burst. The clip holds 30 rounds of HS5 caliber
ammunition.

Min. ST: 4 W: 6 lbs. Dmg: +/ Rng: 25 AP S: 5 T: 6 B: 6

HEK MP-5
Yalue: 1100

An unusual design for a
submachine gun, the MP-5 fires
from a closed bolt and can
have one m ore round than
the magazine capacity in the
chamber. It is more accurate at
single shots, tending to overheat in fully automatic fire. This gun
can fire a single shot or a up to a 5 shot burst. The magazine
holds 30 shots of 9mm ammunition.

Min. ST: 3 W: 5 lbs. Dmg: +7 Rng: 30 AP S: 4 T: 5 B: 5

Uzi Mark 27 SMG
Value: 1200

Originally designed for the Israeli armies, Uzis found their way into
the hands of many terrorist orga nizations. The Uzi has a larger
magazine than other submachine guns, and therefore makes a
good weapon for the ammo- conscious.  The Uzi fires single
shots or up to a 10 shot burst. The clip holds 4O rounds of 9mm
ammunition.

Min. ST: Y W: 7 lbs. Dmg: +5Rng: 20 AP S: 5T: 6 B: 6

Thempszn MI928 SMG

Value: 1200
The "Tommy Gun"
submachine gun is a

sinister looking
weapon.  When your
character hold s this gun, he or she experiences a strange

sensation to wear a fedora hat and crack his or her knuckles.
Originally designed by General John Thompson after the first World
War, the Tommy Gun became the staple of law enforcement
officers as well as organized crime and the IRA. Instead of a clip,

the Thompson loads its unusual 45 caliber ammunition from a
drum under the barrel. Note that the Thompson must be used as
a two-handed weapon. The Tommy Gun fires single shots or up
to a 10-shot burst. The ammunition drum holds 50 shots of 45
caliber ammunition.

Min. ST: 6 W: 12 lbs Dmg: +2 Bng: 32 AP S: 5 T: 6 B: 6

Ruger ACS36F
Value: 1400

The Ruger ACSS6F is a different
version of the popular Mini 14 assault
rifle. Used mostly by police forces,

the ACSS56F was also popular in
the open market a mong survivalists and homeowners. [t can fire
single shots or up to a 10-shot burst. The magazine holds 32
shots of 5.56mm ammunition.

Min. ST: 6 W: 15 lbs. Dmg: +7 Rng: 20 AP S: S T: 6 B: 6

Sten Gun
Value: 1300

Developed by the British during World War Il as a cheaper
alternative to the Thompson, the Sten Gun continued to be a popular
weapon throughout the 20th Century due to its versatility and
reliability. ~ The Sten Gun's hardy craftsmanship allows it to
operate well under adverse weather conditions, and it generally
requires fewer repairs than other weapons. The Sten Gun fires a
single shot or a 3-shot burst. The magazine holds 30 rounds of
9mm ammunition.

Min. ST: 6 W: 15 lbs. Dmg: +9 Rng: 24 AP S: 5 T: 6 B: 6

MP-38
Value: 1600

The Schmeisser MP-38 was an early variant of the standard
MP-40  submachine gun used by Nazi forces in World War l.
Many of them are in poor shape and are often prone to jamming.
Valued more as a collectors item than an effective weapon. Fires
either a single shot or a 3-shot burst. The magazine holds 30
rounds of Smm ammunition.

Min. ST: 6 W: 25 lbs. Dmg: +7 Rng: 18 AP S: 5 T: 6 B: 6

M3A1 “Grease Gun” SMG
Yalue: 1750

The "Grease Gun" filled National Guard armories after the Army
replaced it with newer weapons.  An old submahine gun, one of
the variants on the MAC-10, “Grease Guns” got their name from
the large amount of oil it took to maintain them. They are not
uncommon in the post-War world, largely because there were



armories full of them all over the United States, and most weapons
storage facilities that housed more modern weapons also
happened to be at ground zero or closeby. The “Grease Gun” fires
a single shot or up to a 10- shot burst. The clip holds 30 shots of
45 caliber ammunition.

Min. ST: 4 W: 10 tbs Dmg: +10 Rng: 20 AP S: 4 T: 5 B: 5

Walther MPL
Yalue: 1800

The Walther MPL is a medium submachine gun, popular among
police and guard forces before the war. Private investigators,
bodyguards, and police all used this reliable weapon. The MPL
fires a single shot or a 10-shot burst. The clip holds 30 shots of
9mm ammuntition.

Min. ST: 4 W: 8 lbs. Dmg: +8 Rng: 40 AP S: 5 T: 6 B: N/A

Super Suaker
Value: 1900

This brightly-colored squirt gun hides the  fact that some
enterprising individual  coated the tank  with ceramic, allowing
it to fire squirts of acid. ~ And you thought peeing into a squirt gun
was devious. Single shot only. The tank holds 15 squirts of acid.
The Super Soaker cannot be targeted.

Min. ST: 2 W: 15 lbs. Dmg: Varies Bng: 10 AP S: 5 T: N/A B: N/A

Calicz Liberty 100
Value: 2000

A truly remarkable piece of
equipment , the Calico Liberty %
100 has a reasonable rate of

fire and holds a ludicrous

amount of ammunition. A version of the popular Calico line.
Fires either a single shot or up to a 5- round burst.  The
enormous magazine

holds 100 rounds of 9mm ammunition.

Min. ST: 6 W: 22 lbs. Dmg: +8 Bng: 20 AP S: 5 T: 6 B: 6

Steyr AUG
Value: 2300

The Austrian-made AUG (Army Universal  Gun) was one of the
most widely used submachine guns before the War. The bullpup
design, large clip. and lightweight and portable design made it
extremely popular among armies, police, and criminals alike.
The AUG fires a single shot or a 10 shot burst, and the clip holds
4O shots of 5.56 ammao.

Min. ST: 5 W: 7 lbs. Dmg: +8 Rng: 28 AP S: 5 T: 6 B: N/A

HEK PI0c

Value: 2300

The Heckler and Koch P90c
was just coming into use at the
time of the War. The weapon's b
ullpup layout and compact design
make it easy to control.  The
durable P90c is prized for its
reliability and high firepower in a
ruggedly compact package.

Fires single shots or up to a 12-shot burst. The clip holds 24 shots
of 10mm ammunition.

Min. ST: Y W: 9 lbs Dmg: +12 Rng: 30 AP S: Y T: 5B: 5

Rifles

Rifles are two-handed weapons designed to hit targets at long
distances. A long barrel is connected to a metal or wooden

stock, allowing for a greater degree of accuracy over longer
distances. Rifles are usually fired from the shoulder, with the
shooter looking down the barrel

to aim.

BB Gun

Value: 130

A basic air-powered gun that

shoots  little round balls #_-
called BBs. Not exactly
known for dealing astronomical amounts of damage, but good for
scaring off the neighbor’s cat. Single shot only. The chamber holds

100 BBs.
Min ST: 1 W: 15 lbs Dmg: +0 Rng: 25 AP S: 5 T: 6 B: N/A

Pipe Rife

Value: 200

A handmade rifle, crafted from a heavily modified 10mm pistol and
a long piece of pipe. These simply weapons are common among
tribals with some technical skills. Single shot only. The chamber

only holds one 10mm bullet, unfortunately.
Min. ST: 5 W: 11 lbs Dmg: +6 Rng: 20 AP S: 5 T: 6 B: N/A
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.22 Caliber Hunting Rifle
Value: 300

Used for squirrel and bunny hunting before the war, .22 rifles
are common guns because they were so inexpensive and prevalent.
Every Boy Scout used one of these bolt-action weapons at summer
camp. Single shot only. The chamber holds 1.22 caliber bullet.
Min. ST: 3 W: 8 lbs. Dmg: +4 Rng: 30 AP S: 5 T: 6 B: N/A

M1 Garand Rifle
Value: 400

There are certainly
better  guns  out W—.
there, but the M

Garand is one of the

most common carbines in existence. The bolt-action M1 can trace
its roots back to Winch esters used in the American Civil War,
and was the standard-issue weapon for doughboys after World
War | Later, it became very popular among civilians due to its low
price and decent range. Single shot only. The clip holds 8 7.62

mm bullets.
Min. ST: 4 W: 6 lbs. Dmg: +7 Rng: 30 AP S: 5 T: 6 B: N/A

MI7-A Carbine
Value: 500

The M-I7A is not
related to the popula r W‘
M-16 assault rifle, but

rather the M1 carbine. The shorter barrel means less range  and
damage capabilities, but much greater  portability - and
concealability. Used for home defense befare the war. Single shot
only. The magazine holds 10 shots of 7.62mm ammunition.
Min. ST: 4 W: 7 lbs. Dmg: +9 Rng: 20 AP S: 5 T: 6 B: N/A

Czlt Hunting Rifle

Value: 1000

A Colt "Rangemaster”

semi-automatic rifle in w-—
various calibers.
Designed for hunting cows and cute, furry bunnies. Single  shot
only. The magazine holds 10 shots of 223 caliber or 762mm

ammunition.
Min. ST: 5 W: 11 lbs Dmg: +9 Rng: 40 AP S: 5 T: 6 B: N/A

M19 Rifle
Yalue: 1100

The MI9 is an improved version of the

MI7-A, sacrificing concealability and portability for range

and accuracy. Single shot only.  The magazine holds 8 shots
of 7.62mm ammunition.

Min. ST: 5 W: 11 lbs. Dmg: +8 Rng: 35 AP

S:5T:6B:N/A

Spear Gun
Value: 1400

Before the war, these

strange guns were
used to hunt for fish
and other  game.

Because the mechani
sm relies only on tension to operate, and the special spears
fired from these weapons are relatively easy to make, they are
very popular in lower-technology areas. Single shot only. The
spear gun holds 1 spear bolt.

Min. ST: 4 W: 10 Lbs. Dmg: None Rng: 30 AP S: 5 T: 6 B: N/A

DKS-301 Sniper Rifle
Value: 2200

An  excellent long-
range project tile

weapon, and one of the

first all-metal sniper rifles. Originally ~ a .308, these guns
were rechambered to accommodate the more common .223.
The DKS-501 comes equipped with a Scope (see Weapon
Enhancements, below). Single shot only. The magazine holds 6
shots of 223 caliber ammunition.

Min. ST: 5 W: 10 tbs Dmg: +14 Rng: 50 AP S: 6 T: 7 B: N/A

SYD-4000

Value: 2400
The SVD-4000 was the precursor to the PSG1, and is a fine weapon
in its own right. Unfortunately, a design flaw rendered a great deal
of these guns inoperable, so  a working version can
usually only be found in the hands of a serious collector.
Because of the flaw, these guns were never widely issued to armed
forces in the developed world. Single shot only. The magazine
holds 10 shots of 7.62mm ammunition.
Min. ST: 5 W: 15 Lbs. Dmg: +14 Rng: 75 AP S: 5 T: 6 B: N/A
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PSGI Sniper Rifle

Value: 2300
The PSGI is perhaps
the ultimate single
shot sniper’s
weapon. The semiautomatic mechanism means more shots off
per minute, and the range is nearly unequaled. The PSGI comes
with a built-in Scope  (see  Weapon Enhancements, below).
Single shot only. The magazine holds 20 shots of 7.62mm
ammunition.

Min. ST: 5 W: 15 lbs. Dmg: +4 Rng: 120

AP S:Y4T:5B: N/A

G3 Battle Rifle
Value: 2600

American  soldiers
trained on these in

basic for nearly half

a century. The G3 is

a perfe ct mixture

between rifle and assault rifle, capable of firing a short burst without
sacrificing accuracy. Fires single shots or up to a S shot
burstcentury.  The G3 is a perfect mixture between rifle  and
assault rifle, capable of firing a short burst without sacrificing
accuracy.  Fires single shots or up to a 5 shot burst. The clip
holds 20 shots of 7.62mm ammunition.

Min. ST: 6 W: 13 lbs. Dmg: 2d10+5 Rng: 45 AP S: S T: 6 B: 6

Red Ryder LE BB Gun
Value: 3300

The ultimate name in BB guns, there are only a few Red Ryders
left in existence. Rumor has it that Red Ryder himself protects
children armed with this gun. OF course, that could just be a myth.
Single shot only. The chamber holds 100 little stinging BBs.
Min. ST: 5 W: 15 lbs Dmg: +25 Rng: 32 AP S: 5 T: 6 B: N/A

M12 Gauss Rifle

Value: 8230
The final product of

endless research in
railgun technology. the
M72 Gauss Rifle comes

- —

from th e laboratories of old Germany. It uses an electromagnetic
field to propel rounds at tremendous speed. A shot can go
through just about any material, including flesh. Stone, concrete,
rock and thick metal are just about the only things that can stop a
shot from this gun. There is a telltale spiral trail of ionized particles
visible for a couple seconds after this gun is fired. Single shot only.
The magazine holds 20 shots of 2mm EC ammunition.

Min ST: 6 W: 10 bs Dmg: +33 Rng: 50 AP S: 5 T: 6 B: N/A

Assault Rifles

Assault rifles are smaller machine guns designed to put the
portability of a submachine gun and the range of a rifle into one
neat package. Assault rifles are all two- handed weapons.

M3
Yalue: 1000

The first assault rifle issued to the United States Armed Forces
before the Second World War, the M4 was the predecessor to the
legendary MIb. Featuring a smaller magazine and slower rate of
fire, the M4 was still popular among collectors and homeowners
before the War because of its wide availability and low price. Fires
a single shot or a 6-round burst. The magazine holds 20 rounds
of 7.62mm ammunition.

Min. ST: 6 W: 16 lbs. Dmg: +5 Bng: 35 AP S: 6 T: 7 B: 7

Brzwning Autzmatic Rifle
Value: 1000

Bulky and sporting a rather

small clip, the Browning Auto W—
Rifle was originally designed
as a squad-level support weapon. The .308 caliber ammo is

uses can be h ard to come by in the wastes. Fires a single shot or
a 10 shot burst. The clip holds 20 rounds of .308 ammo.
Min. ST: 6 W: 25 lbs. Dmg: +6 Rng: 40 AP S: 6 T: 7 B: N/A

AK-41 Assault Rifle

Value: 1000

The older rifle in the AK line, |2 —=

the AK-47 is possible the most % ' % q
famous, most reliable, and
best-built assault rifle ever. Originally used by the Soviets and
their Warsaw Pact allies, the AK-47 was copied by manufacturers
in almost every country on earth.  These duplicates were

often of inferior quality, however, and it is recommended that the
discriminating shooter only use a Soviet model. The AK-4?7 gris




single shots or a 5 shot burst. The magazine holds 30 rounds of
762mm ammunition.
Min. ST: 5 W: 10 lbs. Dmg: +7 Rng: HO AP S: 5 T: 6 B: N/A

AK-T12 Assault Rifle

Value: 1300

An old military model, out

of use around the time of WL__
the war. Fires single shots
or up to a 12 shot burst. The magazine holds 20 shots of Smm

ammunition.
Min. ST: 5 W: 8 lbs. Dmg: +8 Bng: Y5 AP S: 5 T: 6 B: 6

FN FAL
Value: 1500

The FN FAL has been more widely used by armed forces than any
other rifle in history. It's a reliable weapon for any terrain or
situation,  and its fine construction of only the best
materials ensures a working weapon every time. Fires a single
shot or up to a 10 shot burst. The magazine holds 20 shots of
762mm ammunition.

Min. ST: 5 W: 11 lbs. Dmg: +8 Rng: 35 AP S: 5 T: 6 B: 6

AK-14
Value: 1600

A tweak on the Soviet- era AK series, the AK- 74 is also known as
the “terrorist’'s hot dog” because every terrorist organization in the
late 20th Century and early 21st Century seemed to own a version
of these guns, regardless of where they came from and what the
gun was made of. Fires a single shot or up to a 5 shot burst. The
clip holds 30 shots of SHSmm ammunition.

Min. ST: 5 W: 4 lbs. Dmg: +10 Rng: 45 AP S: 5 T: 6 B: 6

Chinese Assault Rifle

Value: 1700

The Type 93 Chinese
assault rifle was designed
and manufactured by a
Chinese industrial conglomerate for the People's Liberation Army
during the Resource Wars, for the purpose of equipping the Chinese
infiltrators and American fifth-columnists. To this end, it was
chambered for the abundant 5.56mm round and utilizes a 24-round
magazine. Thousands of these weapons were smuggled into the US
for use by Chinese operatives and sympathizers on the East Coast,
and many remain functional even two hundred years after the Great

War. These rifles are also proven to be ready for manufacturing in
post-War conditions. The magazine holds

24 shots of 5.56mm ammunition.

Min. ST: 6 W: 15 lbs. Omg: +6 Rng: HO AP S: 6 T: 7 B: 7

XLT0E3
Yalue: 3000

This was an experimental weapon before the war, and is pretty rare.
Rumors are that it was issuedto  the  Royal Canadian  Mounted
Police. Fires single shots or up to an 8 shot burst. The chamber
holds 24 shots of Smm ammunition.

Min. ST: 5 W: 9 lbs. Dmg: +12 Rng: 35 AP S:5T: 6 B: 6

HEK Gl (E)

Value: 8000

The HE&K Gl and the HGK GIIE
revolutionized assault  weapon
design. This gun fires a caseless
cartridge consisting of a block
of propellant with a bullet buried inside. The resultant weight and

space savings allow this weapon to have a very high magazine
capacity. Fires single shots or up to a 10 shot burst. The magazine
holds a block of 50 shots of H./mm Caseless ammunition.

Min. ST: 4 W: 9 lbs Dmg: +12 Rng: 35S AP S: 5 T: 6 B: 6

Big Guns Skill Weap#ns

Big guns are just that - big guns. They always require two hands
and do massive amounts of damage.

Machine Guns

These are weapons designed to hurl enormous volumes of bullets
at a target or targets. They all require two hands to use, and
many of them need a tripod for any degree of accuracy.

Brzwning M2 Minigun
Value: 3000

Originally designed as a tripod-mounted weapon in the last stages
of World War |, the Browning was later adapted for infantry use as
the first true minigun. The fact that it uses a belt makes it
somewhat awkward, and the weight makes it unwieldy if not fired
from a stand. These guns were so well made that many were
serviceable 100 years after manufacture. The M2 was horded by
survivalists before the War. Fires a 10-shot burst only. The ammo
belt holds S0 rounds of .50 ammunition.

Min. ST: 7 W: 4O Lbs. Dmg: +8 Rng: 20 (70) AP S: N/A T: N/A BY



Lewis MK II
Value: 3400

The Cal Lewis MK Il was a tweak on an American design adopted
by the British at the tail end of World War I. Used up until the 1940s,
it offers considerable stopping power and a large ammo drum. Fires
a 10 shot burst only. The Lewis" drum holds SO shots of .308 caliber
ammunition.

Min. ST: 6 W: 30 lbs. Dmg: +10 Rng: 30 (90) AP S: N/A T: N/AB: 6

MG0
Value: 3500

A belt-fed machine gun

that is usua lly mounted
on a tripod, although one
can carry it around, too.
The MB0 was prized by militaries for its high rate of fire. It can also
be attached to vehicles. Fires 10 shot bursts only. The ammo belt
holds 50 shots of 7.62mm ammunition.

Min. ST: 7 W: 26 lbs. Dmg: +18 Rng: 35 (120) AP S: N/A T: N/AB: 6

Bren Gun
Value: 3300

This British adaptation of a Czech design served the Queen'’s forces
through much of World War Il and beyond. It uses an unusual top-
fed firing mechanism, and is terribly inaccurate if not fired from a
tripod. The Bren Gun fires 15 shot bursts only. The clip holds 45
rounds of .308 ammo.

Min. ST: 6 W: 28 lbs. Dmg: +12 Rng: 12 (50) AP S: N/A T: N/A B: 6

MG3
Value: 3600

Originally developed for use in machinegun nests in World War I,
where it was employed by both Axis and Allied forces, the MG3 is
the world's most popular infantry machinegun. Later models were
made more portable, but the MG3 is nearly uncontrollable if not
used on a tripod. The MG3 fires 10 shot bursts only. The ammo belt
holds 50 shots of 7.62mm ammunition.

Min. ST: 7 W: 30 lbs. Dmg: +15 Rng: 10 (110) AP S: N/A T: N/A B: 6

CZ-33 Minigun
Value: 3800

The Rockwell CZ-53
Personal Minigun is a
multi-barreled chaingun
firing Smm ammunition at

over 60,000 rounds per minute. Quch. Fires a 20 shot burst only.
The magazine holds 120 shots of Smm ammunition.
Min. ST: 7 W: 31 bs. Dmg: +5 Rng: 35 AP S: N/A T: N/A B: 6

M249 SAW
Yalue: 4000

The Belgian-made M249 Squad Automatic Weapon saw wide use
before and during the War. The M249 is best used on a tripod in a
situation where the gunner can strafe bullets over a wide range.
Fires a 20 shot burst only. The ammo belt holds SO shots of
5.56mm ammunition.

Min. ST: 7 W: 35 lbs. Dmg: +15 Rng: 5 (80) AP S: N/A T: N/A B:
tripod in a situation where the gunner can strafe bullets over a wide
range. Fires a 20 shot burst only. The ammo belt holds 50
shots of S5.56mm ammunition.

Min. ST: 7 W: 35 lbs. Dmg: +15 Rng: 5 (80) AP S: N/A T: N/A B: 7

Light Suppart Weapzn

Value: 4130

This  squad-level support weapon has a bullpup design, making
it difficult to use while lying down. Because of this it was remanded
to National Guard units. However, it earned a reputation as a reliable
weapon that packs a lot of punch for its size. The LSW gains some
accuracy when attached to a tripod. The light support weapon
fires 10 shot bursts only, and its ammo belt holds 30 shots of
223 ammunition.

Min. ST: 6 W: 22 lbs. Dmg: +20 Rng: 40 (130) AP S: N/A T: N/A B:
6

PK Infantry Suppzrt Gun

Value: 5000
The PK Infantry Support Gun is a high powered machine gun

designed to fire over the heads of entrenched infantry during
assaults. The PK ISG comes with a tripod attached, making it
unsuitable for up close attacks. The PK ISG fires 10 shots only per
burst. The ammo belt holds 50 shots of 7.62mm ammunition.
Min. ST: 7 W: 35 lbs. Dmg: +18 Rng: N/A (100) AP S: N/A T: N/A B:
?

Brzar
Value: 3230

The Bozar is the ultimate refinement of the sniper's art. Although
somewhat finicky and prone to jamming if not kept scrupulously
clean, the big weapon's accuracy more than makes up for its
extra maintenance requirements.  This gun looks like a large
sniper rifle, and was originally designed for SEALs and Sp%céal



Forces to take out small vehicles like tanks. Bozars fire 15
shot bursts only. The magazines holds

30 223 bullets.

Min. ST: 6 W: 22 lbs. Dmg: +25 Rng: 75 AP S: N/A T: N/A B: 6

Avenger Minigun
Value: 3300

Rockwell designed the Avenger as the replacement for their aging
CZ-53 Personal Minigun. The Avenger's design improvements
include improved  gel-fin cooling and chromium-plated
barrel-bores.  This gives it a greater range and lethality. The
Avenger fires a 40 shot burst only. The magazine holds 120 shots
of Smm ammunition.

Min. ST: 7 W: 31 lbs. Dmg: +10 Rng: 40 AP S: N/A T: N/A B: 6

M2HB
Value: 7500

The M2HB is perhaps the most powerful infantry weapon available.

It uses the unique 50  BMG ammunition: bullets designed to
pierce the armor of tanks and to down helicopters. It can only be
fired from a tripod because of its extreme kickback. The M2HB is
not designed to be a mobile weapon: instead, it is often found in a
semi- permanent machinegun nest or attached to a vehicle. The
M2HB fires a 25 shot burst only. The ammo belt holds 100 shots
of .50 BMG ammunition.

Min. ST: 6 W: 60 lbs. Dmg: +20 Rng: N/A (1H0) AP S: N/A T: N/A B:
7

Vindicater Minigun
Value: 15230

The German Rheinmetal AG
Company created the Vindicator,
the ultimate minigun. The
Vindicator  throws 90,000
caseless shells per minute down
its 6 carbon- polymer barrels.
As the pinnacle of Teutonic engineering, it is the ultimate hand-
held weapon. 25 shot burst only. The Vindicator's magazine holds
100 H./mm caseless bullets.

Min. ST: 7 W: 30 lbs. Dmg: +14 Rng: 30 AP S: N/A T: N/A B: 6

MEC Gauss Minigun
Value: 20000

Developed in secret by the Chinese Army in the last days of the
War, the MEC Gauss Minigun is an experimental weapon of great
destruction. Only the strongest soldiers could wield and
control this mighty weapon, and it usually did so much damage

that the Chinese questioned the ethics involved in issuing such a
device to battlefield troops. The MEC's shots have the telltale
spiral of ionized gas that is the trademark of other railguns. The
MEC fires a 20 round burst only. The magazine holds 120 shots of
emm EC ammunition.

Min. ST: 10 W: 50 lbs. Dmg: + 35 Rng: 7 AP S: N/A T: N/A B: 9

Grenade Launchers and
Mortars

Grenade launchers sling small explosive rounds at a target.
Often, they look a good deal like rifles, or even machineguns.
Mortars fire explosive ordinance over much longer ranges. They
are usually just tubes with a firing mechanism attached. Mortars
aren't suitable for close-range combat, as they explode over a wide
area, and are primarily used for long- range (5 KM or more) combat
between squads and light vehicles. There are several types of
grenades and mortar ordinance available to shoot: for more details,
see the Ammunition section. Note that grenades and mortars
cannot be targeted. Ranges for mortars are given in KM, and
damage is discussed under the different kinds of Ammunition for
these devices in that section.  Grenade launchers and personal
mortars take two hands to use.

M203

Value: 2000
The M203 is a basic grenade launcher, essentially a modified MIBAT

rifle fitted with a device to sling grenades a short distance.
Single shot only. The M203 holds 140mm grenade.
Min. ST: 5 W: 16 lbs. Dmg: Varies Rng: 20 AP S: 5 T: N/A B: N/A

BG-1 Grenade Launcher
Yalue: 2100

Although slightly smaller
than  the M203, the BG-I
looks more like a large

shotgun than a grenade
launcher. Single shot only. The MK-19 holds 2 HOmm grenades.
Min. ST: 5 W: 10 lbs. Dmg: Varies Rng: 15 (25) AP S: 5 T: N/A B:
N/A

M79 Grenade Rifle
Yalue: 3000
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The M79 is an improved version of the MK-1, with better range and
lighter weight. It can be fired with one hand, if necessary. Single
shot only. The M?9 holds 1 4YOmm grenade.

Min. ST: 5 W: 8 lbs. Dmg: Varies Rng: 20 AP S: 5 T: N/A B: N/A

MK-19 Persenal Artillery Device
Value: 7000

The MK-19 is a tripod-mounted grenade launcher designed to throw
explosives accurately over long distances. A small computer
helps compensate for wind, terrain, and other factors. Single shot
only. The MK-19 holds 1 YOmm grenade.

Min. ST: 5 W: 25 bs. Dmg: Varies Rng: (140) AP S: 6 T: N/A B: N/A

AGS-11 Grenade Launcher

Value: 10300

The AGS-17 is an improved version of the MK-19, with a better
computer for increased accuracy. The AGS-17 model was in wide
distribution before and during the war. Again, a

tripod-mounted device.  Single shot only. The AGS-17 holds 5
4Omm grenades.

Min. ST: 5 W: 30 lbs. Dmg: Varies Rng: (170) AP S: 6 T: N/A B: N/A

M2 60mm Pgrtable Mortar

Value: 14000

The M2 was widely used
by UN forces in the Gulf
War, and is one of the
most common portable
artillery devices.
Although it has nowhere
near the range of a tank or howitzer,

its primary use was
to bombard infantry with artillery, demoralizing them. It can also
fire different kinds of chemical warefare, but we know the US would
never do that. The M2 holds one 60mm mortar, and must be set
up on a tripod. on the ground (not on the back of a vehicle).

Min. ST: 5 W: 40 bs. Dmg: Varies Rng: .7 KM AP S: 5 T: N/A B: N/A

PS-22 Simm Mgrtar
Value: 15000

An older model mortar, the PS-22 was used heavily in operations
in Vietnam and Colombia (the “drug wars”). The PS-22 uses the
unusual SImm  shells, and ammunition can  be difficult to
find. Its range and accuracy is slightly less than the M2.

Min. ST: 5 W: 45 lbs. Dmg: Varies Rng:5 KM AP S: 5 T: N/A B: N/A

Anti-Tank Weapsns

These are rocket launchers designed to destroy tanks, jeeps,
cars, trucks, and other land-based vehicles. Using these on
critters and other people can be fun, for the truly sadistic. Rocket
launchers all require two hands.

LAW-80 Rscket Launcher

Value: 1300
LAW stands for Light An

tivehicle Weapon.
Although  the  LAW

rocket is relatively

weak and can only be fired once, it packs quite a bit of a punch.
Single shot only. The LAW-80 cannot be reloaded and comes
with one LAW-80 rocket.

Min. ST: 6 W: 14 Lbs. Dmg: 6d8+30 Rng: 60 AP S: 6 T: N/A B: N/A

Rackwell L-72 Rzcket Launcher
Yalue: 2300

A basic rocket
launcher, a nd one of
the few shoulder fired
models that can be
reloaded. The L-72 holds one Rocket.

Min. ST: 6 W: 15 lbs. Dmg: Varies Rng: 50 AP S: 6 T: N/A B: N/A

Fatman
Yalue: 13000

First entering

service in
September 2077
with  the US.

Army, the Fat Man
is a shoulder mounted mini nuke launcher. Developers struggled to
find a way to fire the heavy ammunition from a man-portable
system far enough to keep the operator outside the blast radius,
losing a lot of people in the process. Eventually, it was discovered
that by placing a small sub-charge into the ammunition itself,
similar to bullets being fired from a gun (or perhaps more
accurately described as being along the lines of a recoilless
launcher), the warheads could be launched a considerable distance
without adding too much weight to the already heavy weapon.

The Fatman fires one mini-nuke at a time.

Min. ST: 7 W: 65 lbs. Dmg: 10d10+200 Rng: 500 AP S: 8 T: N/A B:
N/A 38



Flamethrawers

Flamethrowers are fairly self- explanatory: they fire a high-
temperature substance called fire at targets to damage said target.
Flamethrowers can also be re-fitted with different kinds of
ammunition tanks, so they can shoot things other than fire. Very,
very nasty things. It goes without saying that flamethrowers
are two-handed weapons.

MIEI-1 Flamethrawer
Value: 2000

Your basic flamethrower. A

nozzle with a gun-like trigger is
attached to a hose which is in
turn attached to a special
backpack  containing  fuel.
Useful for taking out large groups of people. Flamethrower fuel is
not always the only thing a flamethrower can spew. For rules about
damage from flamethrowers and fire, see the Non- Conventional
Weapons section under Combat Step Two: Damage. Single shot
only. The flamer's backpack holds a tank of ammunition, and the
number of “shots” varies from tank to tank.

Min. ST: 6 W: 28 lbs. Dmg: Varies Rng: 20 AP S: 6 T: N/A B: N/A

Flambe 450 Flamethrawer
Value: 4000

Designed as a squad support
weapon, the Flambe Y50 was
employed during the w ar to

take out nests of machineguns

and to torch civilian villages as a form of terrorism.  Its light
weight and increased range make it a formidable weapon.
Min. ST: 6 W: 20 lbs. Dmg: Varies Rng: 23 AP S: 6 T: N/A B: N/A

Energy Weapsns Skill
Weapzns

Energy weapons were developed in the early 2Ist century, and
almost every major government employed them in their armed
forces at the time of the war. Pistols do not require two hands to
use, all other energy weapons do. There are two main kinds of
energy weapons: laser and plasma. Lasers are highly concentrated
beams of light that melt through pretty much anything. Plasma
is superheated, ionized gas that melts through pretty much

anything. There are other kinds of energy weapons as well. Note
that damage from energy weapons is weapon-dependant, not
ammo- dependant.  Energy pistols are one- handed weapons,
but energy rifles and big energy weapons require two hands.

Energy Pistzls

The simplest energy weapons, and usually the weakest, are pistols.
They are however, good for concealing and scaring people
who have not dealt with energy weapons before.

Wattz 1000 Laser Pistzl

Value: 1200

The civilian model of the W-1600
pistol, The W-1000 is slightly weaker
and has a shorter range. There are
still a few of these lying around the
wastes, although they tend to be in
pretty bad shape. The W-1000 holds 10 charges, and uses Small
Energy Cells to recharge.

Min. ST: 3 W: 6 lbs. Dmg: 1d8+10 Rng: 25 AP S: 5 T: 6 B: N/A

Wattz 1600 Laser Pistzl
Yalue: 1400

The Laser Pistol is perhaps the
simplest of the energy
weapons. [t fires concentrated
light at a target, exciting the
molecules at the point of
impact and causing
considerable damage. Favored by assassins and gangsters because
of its relatively inexpensive price and small size. Single shot
only. The Laser Pistol holds 12 charges, and uses the Small Energy
Cell to recharge.

Min. ST: 3 W: 7 lbs. Dmg: 1d12+10 Rng: 35 AP S: 5 T: 6 B: N/A

Institute Pistzl
Value: 2200

The  Institute designed

their own laser weapons
system from the ground
up. The weapon appears
rather large and bulky
compared to the pre-

War laser gun and has less damage, but in return it has a faster
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fire  rate. Institute lasers are  standard-issue  gear
for synths, Coursers, and scientists The institute Pistol holds 12

charges, and uses the Small Energy Cell to recharge. Fires a
single shot or up to a 5 shot burst.
Min. ST: 3 W: 5 lbs. Dmg: 1d8+8 Rng: 35 AP S: 3 T: N/A B: 6

Glzck 86 Plasma Pistol
Value: 2730

Designed by the  Gaston
Glock Laboratories, this small gun
shoots a small bolt of
superheated plasma. Single shot
only. The Plasma Pistol holds 16

charges, and uses the Small
Energy Cell to recharge.
Min. ST: 4 W: 8 lbs. Dmg: 1d20+10 Rng: 20 AP S: 5 T: 6 B: N/A

Alien Blaster
Value: 10000

No one is sure where this weapon
comes from, and there have been
several unconfirmed reports
from nomads that they fell from the
skies inside of large metal disks:

disks that also contained the bodies

of something not human. Singleshot only. The Alien Blaster holds
10 charges, and uses the Small Energy Cell to recharge.

Min. ST: 3 W: 29 bs. Dmg: 5d10+30 Rng: 10 AP S: 4 T: 5 B: N/A

YK32 Pulse Pistzl

Value: 12300
A weapon that fires high energy

pulses of light and sound at an
opponent, causing them to begin
to disintegrate at the
molecular level. Fun and
educational for the kiddies. It looks a little like a Buck Rogers gun.
Single shot only. The Pulse Pistol holds 10 charges, and uses the
Small Energy Cell to recharge.

Min. ST: 3 W: 5 lbs. Dmg: 1d12+32 Rng: 15 AP S: 4 T: 5 B: N/A

Tl

Energy Rifles

The weapons of the elite military at the time of the war, these rifles
are the backbone of the energy arsenal. Much more developed
and powerful than the pistol variety, the energy rifles are a must
have for any wastelander. Energy weapons are common place in
the arsenal of the Brotherhood of Steel and the Enclave. The
Institute have themselves perfected a fast firing weapon.

HEK 31415 Laser Carbine
Yalue: 3500

A laser rifle with a shorter
barrel and limited range, this

weapon is about halfway
between a laser pistol and
laser rifle. Not widely
distributed, these weapons are fairly rare. Single shot only. The
Laser Carbine holds 20 charges and uses Micro Fusion Cells to
recharge.

Min. ST: 6 W: 13 lbs. Dmg: 2d12+18 Rng: 20 AP S: 5 T: 6 B: N/A

Winchester Mzdel P94 Plasma Rifle
Yalue: 4000

An industrial-grade
energy weap on that
fires superheated bolts

of plasma down a
superconducting barrel. Single shot only. The Plasma Rifle holds 10
charges and uses Micro Fusion Cells to recharge.

Min. ST: 6 W: 17 lbs. Dmg: 2d20+25 Rng: 25 AP S: 5 T: 6 B: N/A

Wattz 2500 Laser Rifle
Yalue: 4500

An early model Laser
Rifle, the L-2500 was
never put into mass
production  because it
was soon replaced by better weapons.  The W-2500 holds 15
charges and uses Micro Fusion Cells to recharge.

Min. ST: 4 W: 9 lbs. Dmg: 2d8+15 Rng: 25 AP S: 5 T: 6 B: N/A
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Institute Rifle

Value: 2200
The

Institute designed
rifle is a modified
pistol that offers
more accuracy and range. The gun has a faster fire rate - basically
a laser assault rifle. Institute lase rs are standard-issue gear

for synths, Coursers, and scientists The institute Rifle holds 24

charges, and uses the Micro Fusion Cells to recharge. Fires a
single shot or up to a 5 shot burst.
Min. ST: 4 W: 5 lbs. Dmg: 2d6+8 Rng: 45 AP S: 3 T: N/A B: 6

Wattz 3120b Laser Rifle
Value: 5000

The Laser Rifle is a
refinement of the pistol, dh___.m
with a longer barrel for -
increased  accuracy
as well as the space for a larger, hotter energy beam. Single
shot only. The Laser Rifle holds 20 charges, and uses the Micro
Fusion Cell to recharge.

Min. ST: 4 W: 7 lbs. Omg: 2d12+23 Rng: 35 AP S: 5 T: 6 B: N/A

Turbz Plasma Rifle

Value: 10000
An  upgraded

version of the Mo
del P94 Plasma
Rifle, this model
features an advanced cooling system for increased range and
accuracy. The Turbo Plasma Rifle holds 10 charges and uses Micro
Fusion Cells to recharge.

Min. ST: 6 W: 17 Ins. Dmg: 2d20+30 Rng: 35 AP S: 5 T: 6 B: N/A

YK42h Pulse Rifle
Value: 17500

This is a version of the v m"]
Pulse Pistol, in rifle form, W
meaning longer range and —

more damage. What more could you ask for from a weapon?
Single shot only. The Pulse Rifle holds 15 charges, and uses the
Micro Fusion Cell to recharge.

Min. ST: 3 W: 14 lbs. Dmg: 2d12+54 Rng: 30 AP S: 5 T: 6 B: N/A

Big Energy Weapzns

These weapons were mostly in the developmental stage at the
beginning of the war, and are very rare. These are, without a doubt,
the most valuable weapons in the wastes. These weapons are
usually only purchased off the Brotherhood of Steel or the Enclave.
These weapons cause great devastation across the wastes and are
usually mounted on verti-birds.

Gatling Laser

Value: 7500

The H&K L30 Gatling Laser is
the only energy weapon
capable of firing in burst
mode. Designed specifically
for were in the prototype stage at the beginning of the war.
Multiple barrels allow longer firing before overheating. The Gatling
Laser only fires a 10-shot burst. The Gatling Laser holds 30
charges, and uses Micro Fusion Cells to recharge.

Min. ST: 6 W: 29 lbs. Dmg: 1d20+20 Rng: 40 AP S: N/A T: N/A B: 6

Izn Beamer
Value: 14000

This was an experimental weapon at the beginning of the war. Kind
of awkward, as it looks a good deal like the Ghostbusters' proton
packs, the lon Beamer is a subatomic particle-spewing hose
attached to a backpack with a nuclear accelerator.  The lon
Beamer showers a target with skin- damaging ionized gas. The
ions cause the atoms in the target’s body to start losing or gaining
electrons, eventually leading to the target's disintegration. Note that
the lon Beamer cannot be targeted. Single shot only. The lon
Beamer holds 20 charges, and uses Micro Fusion Cells to recharge.
Min. ST: 5 W: 30 lbs. Dmg: 3d12+60 Rng: 30 AP S: 5 T: N/A B: N/A

MES?N Canngzn
Yalue: 16000

Another experimental weapon, the MESON Cannon is a shoulder-
fired weapon of incredible destructive power. It shoots MESONS,
which are made up of two quarks - a quark and an antiquark.
Since normal protons are made up of three quarks, the addition
of a MESON into a normal proton causes the atom to begin exploding
at close to the speed of light, leaving nothing but quarks. Note
that the MESON Cannon cannot be targeted. Single shot only. The
MESON Cannon holds 10 charges, and uses Micro Fusion Cells to
recharge.

Min. ST: 6 W: 30 lbs. Dmg: 5d10+100 Rng: 50 AP S: 6 T: N/A B:41A



Threwing Skill Weapzns

These are weapons that the user chucks with good old-
fashioned muscle power. AP numbers reflect necessary action
points when throwing other thrown explosives cannot be targeted.

Ruck
Value: N/A

Your basic, run of the mill rock. There are only several trillion
of them lying around the wastes. See also Melee Weapons.
Min. ST: 1 W: 1 lb. Omg: 1d4 + MD Rng: 10 AP S: 4 T: 5 B: N/A

Powder Bag
Value: 3

A tribal invention, a powder bag is a small sack willed with a fungal
powder that causes a severe allergic reaction in a human target.
Any human target successfully hit with a powder bag must roll
against Endurance or else be overcome by blindness for 1d10
rounds. Min. ST: 1 W: 1 lb. Dmg: None Rng: 10 S: 4 T: N/A B: N/A

Sharpened Pzle

Value: 5

A basic piece of wood with a sharpened end. See also Melee
Weapons.

Min. ST: 3 W: 3 lbs. Dmg: (Id4+1) + MD Rng: 10 AP S: 4 T: 5 B: N/A

Dart
Value: 10

A simple weapon constructed from anything from wood to
plastic to metal, a dart is a tiny object thrown into the flesh of a
target.  They aren't known for causing excessive amounts of
damage, but when coated with the right substance, darts
make a great poisoner's weapon.

Min. ST: 1 W: 1 lbs. Dmg: 1d2 Rng: 8 AP S: 3 T: 4 B: N/A

Knife
Value: 40
A basic knife for cutting things, critters, or

people. See also Melee Weapons.
Min. ST: 2 W: 1 lb. Dmg 1d10 + MD Rng: 5 AP S: 4 T: 5 B: N/A

Chakram
Yalue: 435

The chakram is a ring of metal filed to a razor-sharp edge. An
inexpensive, light, and nasty weapon based on innovations from
practical experience and Hon g Kong action movies.

Min. ST: 1 W: 1 lb. Dmg: 1d20 Rng: 10 AP S: 4 T: 5 B: N/A

Mzlztzv Cocktail

Value: 30

The simplest grenade, a molotov co cktail
is a bottle full of gasoline, oil, or some
other flammable substance, with an oil-

soaked rag as a fuse. Any target hit with
a molotov cocktail is subject to fire
damage. You have to light one with a fire
source before you toss it.

Min. ST: 3 W: 1 lb. Dmg: 1d12+8 Rng: 12 AP S: 5 T: N/A B: N/A

Spear
Value: 80

Your basic polearm. A wooden
pole with a sharpened piece of
metal on the end.  See also
Melee Weapons.

Min. ST: 4 W: Y lbs. Dmg: (1d12+3) + MD Rng: 5 AP S: 5 T: 6 B: N/A

Threwing Knife
Value: 100

A knife specifically designed for throwing. It has a hole cut out of
the middle of it to make it hurt more when removed from flesh.
Min. ST: 2 W: 1 lb. Dmg: 1d6+MD Rng: ST*2 AP S: 4 T: 5 B: N/A

Smzke Grenade
Yalue: 140

The smoke grenade doesn't actually explode, but a chemical
reaction causes a cloud of smoke to be released in a radius of 5
hexes from the grenade’s “detonation” point. The smoke causes
blindness for 1d10 rounds to any biological critter within it.

Min. ST: 4 W: 1 lb. Dmg: None Rng: STR*2

AP S: Y T: N/A B: N/A
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Fragmentatizn Grenade
Value: 130

A small explosive device that one
throws and then explodes at the base
of a target. Frag grenades are
designed to shatter upon impact,
peppering anything nearby with small
fragments of metal. Anything in a hex

adjacent to the grenade's point of

explosion is subject to 1d6 points of frag damage. Anything within

two hexes of the explosion suffers 1d6 points of concussion damage.

Min. ST: 3 W: 1 b. Dmg: 1d12+22 Rng: 15
AP S:5 T: N/A B: N/A

Czmbat Knife
Value: 165

A military-issued  knife
designed for melee combat.
The serrated edges tend to
tear instead of cut, and are a

lot more painful than a normal
knife. See also Melee Weapons.
Min. ST: 2 W: 2 lbs. Dmg: (Id12+3) + MD Rng: 7 AP S: 4 T: 5 B: N/A

Phantasm [Fantasy] Ball

Value: 200

At first glance, this appears to be a

solid metal sphere about the size of a baseball. When enough
centrifugal force is applied - say, from throwing it or rolling it on
the ground - metal spikes pop out of the ball, turning it into a sharp,
deadly object. Its damage is relatively low, so phantasm balls are
best used in conjunction with poison, as an assassin’s tool, or as a
caltrop to cause damage to a car tire.

Min. ST: 3 W: 3 lbs. Dmg: (1d12+5) + MD Rng: STR*2 AP S: 4 T: 5 B:
N/A

Plasma Grenade
Yalue: 300

The plasma grenade explodes an d propels
a large amount of superheated plasma into
the surrounding area. Anything in a hex
adjacent to the grenade's point of
explosion is subject to 1/3 of the damage
from the plasma. Anything within two hexes
of the explosion is subject to 1d6 of concussion damage.

Min. ST: 4 W: 1 Lb. Dmg: 5d10+40 Rng: 15 AP S: 5 T: N/A B: N/A

Gas Grenade
Yalue: 300

This grenade doesnt actually explode, bu t
releases a cloud of gas in a radius of b
hexes from the point of “detonation.”

Min. ST: 4 W: 1 lb. Dmg: Varies Rng: 15 AP S: 5 T: N/T B: N/A

Acid Grenade
Yalue: 300

A nasty weapon, acid grenades were
designed to demoralize soldiers by
permanently disfiguring them. When
they explode, acid grenades release a
spray of acid that coats everything in
a 2 hex radius. In addition, everything
within two hexes of the explosion is subject to 1d6 points of

concussion damage.
Min. ST: 4 W: 1 lb. Dmg: Varies Rng: 15 AP S: 5 T: N/A B: N/A

Flash Grenade
Yalue: 300

The flash grenade, known as the
“flas hbang” among counter-terrorist

units, doesn't explode like a normal
grenade but instead emits a bright
flash of light. Anyone facing a flash
grenade who doesn't know to look away
will suffer blindness for 1d10 rounds
after it explodes.  Anything within two hexes is also subject to
1d6 of concussion damage.

Min. ST: 4 W: 1 Dmg: Special Rng: 15 AP S: 5 T: N/A B: N/A

Incendiary Grenade
Value: 300

Essentially an  improved  Molotov
cocktail,  the incendiary  grenade
combines the explosive effects of a frag
grenade with burning phosphorus. Quch.
Angthing in a hex adjacent to the point
of explosion is subject to 1d6 points of frag
damage, and anything within 2 hexes suffers 1d6  points  of
concussion damage. Anything within 3 hexes of the explosion is
covered with burning phosphorus and begins taking fire damage.
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fire grenades do not need to be Lit, unlike a Molotov Cocktail
Min. ST: 4 W: 1 lbs. Dmg: 1d12+22 (+fire) Rng: 15 AP S: 5 T: N/A B:
N/A

Pulse Grenade
Yalue: 300

This grenade does not explode . but
rather emits a neutron burst that heavily
damages electronic equipment.  Useful
against tanks, cyborgs, robots, and rooms
ful  of computers.
biological critters.

Min. ST: 4 W: 1 lb. Dmg: 5d10+100 Rng: 15 AP S: 5 T: N/A B: N/A

Does not affect

Weapzn Enhancements

This section details some of the various weapon enhancements one
can encounter in the wastes. Any knowledgeable wastelander can
modify and enhance his/her weapon for greater benefit. All
modification required a workshop of some description. Alternatively
certain craftsman will upgrade your weapon for a price. Any failed
roll to craft an item results in a failure and a loss of crafting items.

Abbreviations:
Adh = Adhesives
St = Steel
Wo = Wood
Cl = Cloth
Alu = Aluminum
W = Added Weight
Cir = Circuitry
Con = Concrete
Cop = Copper
Gea = Gears
il = 0il
Scr = Screw
Gla = Glass
Leat = Leather
Lead = Lead
Pla = Plastic
Poi = Poison (Type Indicated)
Spr = Spring
Nuc = Nuclear Material
Sil = Silver
Cry = Crystal
Gol = Gold
Fop = Fiber Optics

Fgl = Fiber Glass

Cor = Cork

Rub = Rubber

Rep = Repair Skill Added Difficulty
Sci = Science Skill Added Difficulty

Melee Weapzn Enhancements

Since the War, firearms have become much more scarce, and
intelligent people have begun to innovate ways to make melee
weapons more effective in combat. Below are some examples of
melee weapon enhancements, along with the kinds of melee
weapons that can be upgraded by each improvement. AU upgrades
marked with an asterisks (*) can be taken with any offer upgrade.
Any manufactured melee weapon by a character must be done at
a Weapon's Workbench

Sharpened Blade*

An enhancement for bladed weapons only, a sharpened blade
represents a weapon that has been meticulously filed with a
sharpening stone or fine piece of flint. This process adds +4 to
a weapon's damage.

St10il 1 Rep 0%

Puisun*

One of the most common enhancements is the addition of poison
to a blade or needle. Only useful on weapons that pierce the skin,
poison makes things die faster. For a complete list of poisons, see
above. Note that this upgrade will require a Chemistry station
instead of a Weapon's Workbench.

Poi (Any type) Sci 0%

Dynamite

Tying an explosive to a pole sure sounds detonates as normal.
Dynamite must be acquired before combining with weapon.
Adh1W 2 lbs Rep 20%

Serrated Edge

Serrating the blade of a slashing weapon greatly increases the
surface area of the cutting edge, causing more damage and tearing
flesh like a saw. Serrating a blade adds +4 to a weapon's damage.
St 10iL 1 Rep 0%

Barbed Pzint*

Barbs are pieces of twisted metal that hook a weapon inside of the
target, like a fishhook. The target must then run around with a
weapon sticking out of their body unless they take another 3d4 of



damage to pull the weapon out. Very useful when hunting large
game that needs to be worn down, or when making an example of
a tough enemy.

St10il 1 Rep 0%

Barbed Wire

Common throughout the wasteland is barbed wire which can be
wrapped around a blunt weapon to do extra damage. Note that this
cannot be used with a bladed weapon. Adding barbed wire adds +4
to a weapons damage.

Adh1StT10ILTW 2 lbs Rep 0%

Nails

Adding a few nails to your blunt weapon is a good way to get some
extra armor puncturing and general mayhem. Note that this cannot
be used with a bladed weapon. Adding nails gives your melee
weapon a -5 AC on attack.

St 1 Rep 0%

Razors

Imbedding shaving razors into your weapons is a great way to shred
living creatures. Note that this cannot be used with a bladed weapon.
Razors attack made against a biological enemy gains +5 to a
weapon’s damage.

Adh 1St 1 W 1 lbs Rep 10%

Saw blades

Sometimes you can put circular saws on a weapon to slice and
dice your enemies. Note that this cannot be used with a bladed
weapon. This upgrade transfers a +4 upgrade to a weapons damage.
Adh 1St 2 W 2 lbs Rep 0%

Comfzrtable Grip*

By taping the grip, or padding it with a bit of cloth the weapon can
become more comfortable transferring a 5% bonus to any attack.
Adh 1 CL1 Rep 0%

Gun Enhancements

Specifically designed for firearms, these additions will enhance
the statistic of nearly every gun. Note that not all modifications will
work with all guns: putting a stock on a rifle, for instance, is
redundant. Any modifications on Pipe guns get a +20% bonus to the
roll. AUL guns can only have 1 upgrade in each place: the stock, the
receiver, the barrel, the magazine, the sights, the muzzle and the

grip.

Tripad*
Yalue: 500

This isn't a modification per se, but a collapsible device used to
balance and support larger weapons. If a weapon can benefit from
a tripod, the weapon's description will include the statistics for
improved range.

Adh 1St 2 W: 7 lbs Rep 10%

Stack
Yalue: 500

Stocks attach to pistols and submachine guns only (rifles and
assault rifles already have stocks) and allow the shooter to
place the gun firmly in the shoulder, allowing him or her to hold
the weapon a little steadier. Pistols and SMGs with a stock have an
increased range of 5 meters. Stocks can either be fixed pieces of
wood or metal that screw onto the gun, or a collapsible metal
construction that folds up for easy carriage.

Adh 1(St 2 or Wo 2) W: 2 lbs Rep 15%

Silencer [Muzzle)
Yalue: 500

One of the simplest modifications, a silencer fits over the end of
the barrel of almost any weapon. Guns are loud because of the
air that is suddenly pushed out of the way when a bullet fires, and
silencers help the air escape as the bullet leaves the gun,
effectively reducing or eliminating the loud ‘bang.”  Good for
sneaking up on people, or when you are shooting and don't want
everyone in town to know about it.

Adh 4 Alu 5 Pla 5 Scr 3 W: Tlbs Rep 30%

Lzng Barrel

Value: 300

You can extend the barrel size of any pistol in order to increase its
range and accuracy. This upgrade gives a *5% bonus to attack and
an extra 20 meters of range. Unfortunately it slows the bullet,

dealing 4 less damage.
Adh 2 Alu 1 Scr 6 St 3 W: 3 lbs Rep 30%

Shart Barrel
Yalue: 300

You can saw off the end of a gun and touch it up with a few extra
items in order to maximize the speed of the propelling bullet.
Unfortunately this descreases accuracy and range. This upgrade
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gives a -5% to attack and half the weapons range. However the
attack does Y extra damage.
Adh 2 Alu 1 Scr1St1W: -3 lbs Rep 30%

Hardened Receiver
Value: 2000

By fiddling with the weapons receiver you can get the gun to do
extra +10 damage. Unfortunately it will increase the AP of the
weapon by 1.

Adh 3 Al Y4 0il Y Scr Y Gea 3 St 3 W: 2 lbs Rep 50% (Gun Nut
Perk Level 1 required)

Pawerful Receiver
Value: 3000

You can increase a receiver even further maximizing the damage.
The gun will do an extra +20 damage, but the gun's AP will be
increased by 1.

Adh 4 Alu 5 0il Y Gea Y Scr 6 St 3 W: 3 lbs Rep 60% (Gun Nut
Perk Level 2 required)

Glzw Sights
Value: 1000

Glow sights is a variation of the normal standard sights on an
applied weapon, except bits of green Nuclear material are added
to make the weapon easier to aim effectively. As the name
implies, the nuclear material glows, allowing for more effective
aiming in the dark. All penalties due to light are halved.

Adh Y St 3 Nuc 1 W: 3 lbs Sci 30% (Science! Perk Level 1 required)

Night Sight
Value: 2000

This is a scope attached to the gun that shows heatwaves
(thermal) rather than normal light. When a weapon has a night
sight, darkness modifiers are ignored.

Adh Y Cir 2 Fop 5 Fgl 5, Nuc 3 Scr 2 Sil 2 W: 3 lbs Rep 60% (Gun
Nut Perk Level 2 required)

Sniper’s Sczpe [Sights)

Value: 3000

The sniper’'s scope allows a person to easily examine a target and
effectively increases the range of the gun. Note that sniper rifles
are already assumed to have sniper scopes. A scope increases
the range of the weapon by 20 meters, but all rolls to hit must be
made as if the shooter were making a targeted attack. whether the
shooter is or not.

Adh Y Scr2 Gla 3Pla 6 St 3 W: 2 lbs Rep 60% (Gun Nut Perk Level
I required)

Laser Sight
Value: 3000

A small device that attaches directly under the barrel of a gun, the
laser sight allows you to target areas of the body without taking
penalties. Targeted rolls are made as a normal, single roll, and
there are no penalties for targeting smaller body parts.

Adh Y Pla 6 Scr 2 W: 1 bs Rep 60% (Gun Nut Perk Level 2 required)

Quick Ejectizn Mag

Value: 500

A quick ejection mag is an enhancement for all guns. When a
quick ejection mag is attached, the pistol only takes 1 AP to reload.
Adh 5 Alu 4 Ol 3 Ser Y Spr 8 W: 2 lbs Rep 30% (Gun Nut Perk
Level 1 required).

Large Magazine
Value: 500

Some rifles and assault rifles can have their magazines expanded
by double the normal amount. It however adds 1 extra AP onto
reloading time. Submachine Guns cannot be upgraded in this way.

Adh 3 Spr 2 Qil 1Scr 3 St 3 W: 2 Lbs Rep 20% (Gun Nut Perk Level
1 required).

Drum Magazine
Value: 2000

An improvised drum magazine can substantially increase your
ammunition times 1 % the normal amount. Unfortunately it will add
1 extra AP onto reloading time. Submachine Guns cannot be
upgraded in this way.

Adh 4 Spr 3 0il 2 Scr 3 StY W: 5 lbs Rep H0% (Gun Nut Perk Level
I required).

Bayznet [Muzzle]

Value: 300

You may add a bayonet on to the end of your gun. During combat
you can make an attack as if you were wielding a combat knife as

a two handed weapon. Note this upgrade is not for a pistol.
Adh 2 Scr 3 St 3 W: 5 lbs Rep 20%

Sharpshzaters Grip
Value: 500 3



A tailor-made grip just for you. This increases your accuracy by
+5% to HIT.
Adh 2 Cor 1Rub 1 Scr 2 St 2 W: 1 tbs Rep H0%

Energy Weapzn
Enhancements

Specifically designed for energy weapons these upgrades will
enhance the output and usage of power. Note that not all
maodifications will work with all energy weapons: putting a stock on
a rifle, for instance, is redundant. All energy weapons can only have
1 upgrade in each place: the stock, the capacitor, the barrel, the
sights, the muzzle and the grip.

Stock
Value: 300

Stocks attach to pistols and submachine guns only (rifles and
assault rifles already have stocks) and allow the shooter to
place the gun firmly in the shoulder, allowing him or her to hold
the weapon a little steadier. Pistols and SMGs with a stock have an
increased range of 5 meters. Stocks can either be fixed pieces of
wood or metal that screw onto the gun, or a collapsible metal
construction that folds up for easy carriage.

Adh 1(St 2 or Wo 2) W: 2 lbs Rep 15%

Brasted Capacitzr
Value: 1500

With a few tweaks you can increase the power output to the
capacitor and increase the damage and intensity of your energy
weapons. The gun will do an extra +10 damage. unfortunately the
gun’s magazine size will be decreased by 1.

Adh 2 Cir 5 Cry Y Nu 4 Pla 7 Scr 3 Sil 1 W: 2 lbs Sci H0% (Sciencel
Perk Level 1 required)

fivercharged Capacitor
Value: 3000

With some major and dangerous tweaks you can increase the power
output to the capacitor immensely and increase the damage and
intensity of your energy weapons. The gun will do an extra +20
damage! Be careful - a failed roll to build this will result in the gun
exploding!

Adh 8 Cir 8 Cry 6 Fgl 12 Gol 6 Nu 6 Scr 3 W: 5 lbs Sci 60%
(Science! Perk Level 2 required)

Lzng Barrel
Value: 500

You can extend the barrel size of any energy pistol in order to
increase its range and accuracy. This upgrade gives a +5% bonus
to attack and an extra 20 meters of range. Unfortunately it slows
the energy, dealing Y less damage.

Adh 1Cir 2 Fop 3 Gla 2 Pla 5 Scr 3 W: 2 lbs Rep 30%

Shert Barrel
Yalue: 500

You can modify the end of an energy gun and touch it up with a
few extra items in order to maximize the speed output of the plasma
or laser. Unfortunately this decreases accuracy and range. This
upgrade gives a -5% to attack and half the weapons range. However
the attack does Y extra damage.

Adh 1 Cir 1 Fop 2 Gla 2 Pla 2 Scr 2 W: -2 lbs Rep 30%

Sharpshzzters Grip
Value: 500

A tailor-made grip just for you. This increases your accuracy by
+5% to HIT.
Adh 2 Cor 1Rub 1 Ser 2 St 2 W: 1 lbs Rep 40%

Glzw Sights

Value: 1000

Glow sights is a variation of the normal standard sights on an
applied weapon, except bits of green Nuclear material are added
to make the weapon easier to aim effectively. As the name
implies, the nuclear material glows, allowing for more effective
aiming in the dark. All penalties due to light are halved.

Adh Y St 3 Nuc 1 W: 3 Lbs Sci 30% (Science! Perk Level 1 required)

Laser Sight
Value: 3000
A small device that attaches directly under the barrel of a gun, the
laser sight allows you to target areas of the body without taking
penalties. Targeted rolls are made as a normal, single roll. and

there are no penalties for targeting smaller body parts.
Adh Y Pla 6 Scr 2 W: 1 bs Rep 60% (Gun Nut Perk Level 2 required)

Beam Splitter [Muzzie)
Value 1500

This will spread the beam across doing extra damage but
decreasing the weapons range considerably. Note only laser
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weapons can take this upgrade. The weapons range is halved but
does an extra +5 damage.

Adh 2 Gla 2 Pla 4 Scr 3 Sil 1W: 1 lbs Sci H0% (Science! Perk Level
1 required)

Beam Fzcuser [Muzzle)
Value: 1500

Instead of splitting the beam. you can focus it and make it more
accurate and fire further. Note only laser weapons can take this
upgrade. The weapons range is increased by 10 and the accuracy
by +10%.

Adh 3 Gla 2 Pla 4 Scr 2 Sil 2 W: 1 lbs Sci H0% (Science! Perk Level
1 required)

Ammunition

This covers the various types of ammunition, as some guns can
fire more than one type.

Abbreviations:
AC = Armor Class Modifier (Modifies the target's AC)
DR = Damage Resistance Modifier (Modifies the target's
DR under the “normal” category)
Vol = Volume. How many rounds come in a box
FMJ: Full Metal Jacket
AP = Armor Piercing
JHP = Jacketed Hollow Point (also known as “cop killer”
bullets)
Bmg = How much base damage the ammo type does

Ammunitizn for Guns

BBs
Value: 100
AC: 0 DR: 0 Vol: 100 Dmg: 1d4

Arrow
Value: 5
AC: 0 DR: 0 Vol: 5 Dmg: 1d4

Dart
Value: 5
AC: 0 DR: 0 Vol: 5 Dmg: 1d3

Balt

Value: 5
AC: 0 DR: 0 Vol: 5 Dmg: 1d6

Speargun Bzlt
Value: 5
AC: -10 DR: 0 Vol: 1 Dmg: 3d4

22
Value: 150
AC: 0 DR: 0 Vol: 50 Dmg: 1d6

.223 FMJ
Value: 40O
AC: 0 DR: -10 Vol: 20 Dmg: 1d10

223 AP

Value: 400

AC: -15 DR: 0 Ignores DT Vol: 20 Dmg:
1d6

308
Value: 40O
AC: -15 DR: -20 Vol: 50 Dmg: 1d10

351 Magnum
Value: 150
AC: -10 DR: -10 Viol: 50 Dmg: 1d6

.38 Caliber

Value: 100

AC: 0 OR: O Vol: 10 Dmg: 1d6
.44 Magnum JHP

Value: 200
AC: 0 DR: - 10 Vol: 20 Dmg: 1d8

.44 Magnum AP

Value: 250

AC: - 10 DR: 0 Ignores DT Vol: 20 Dmg:
1d6

45 Caliber
Value: 150

AC: 0 DR: -5 Vol: 50 Dmg: 1d6



a0
Value: 800
AC: -10 DR: -10 Vol: 100 Dmg: 1d8

.50 UC [Uranium Czated)
Value: 1600
AC: -30 DR: -50 Vol 100 Dmg: 1d8

.0 BMG
Value: 1000
AC: -10 DR: -20 Vol: 100 Dmg: 1d6

12 Gauge Shatgun Shells [Buckshat)

Value: 150
AC: 0 DR: 0 Vol: 20 Dmg: 1d10

12 Gauge Shotgun Shells (Slugs)
Value: 150
AC: 0 DR: 0 Vol: 20 Dmg; 1d8

12 Gauge Shatgun Shells [EMP)
Value: 500

AC: 0 DR: 0 Vol: 20 Dmg: 2d20 (non-
biological only)

12 Gauge Shztgun Shells [Rubber)
Value: 100
AC: 0 DR: 0 Vol: 20 Dmg: 1d4

emm EC
Value: 2000
AC: -20 DR: -20 Vol: 20 Dmg: 1d10

4 Tmm Caseless
Value: 1000
AC: -10 DR: -10 Viol: 20 Dmg: 110

amm
Value: 500
AC: 0 DR: 0 Vol: 50 Dmg: 1d8

3.96mm
Value: 600
AC: 0 DR: -20 Vol: 50 Dmg: 1d8

1.62mm
Value: 300
AC: 0 DR: 0 Vol: 50 Dmg: 1d10

1.65mm
Value: 300
AC: 0 DR: 0 Vol: 50 Dmg: 1d8

9mm JHP
Value: 200
AC: 0 DR: -10 Vol: 20 Dmg: 1d6

dmm AP

Value: 250

AC: -10 DR: 0 Ignores DT Vol: 20 Dmg:
1d4

9mm Ball
Value: 300
AC: 0 DR: -10 Vol: 20 Dmg: 1d6

10mm JHP
Value: 300
AC: 0 DR: -10 Vol: 20 Dmg: 1d6

10mm AP

Value: 350

AC: -10 DR: 0 Ignores DT Vol: 20 Dmg:
1d4

1Amm JHP
Value: 1000
AC: 0 DR: -20 Vol: 20 Dmg: 1d10

14mm AP

Value: 1200

AC: -20 DR: 0 Ignores DT Vol: 20 Dmg:
1d8

HN Needler [Nzrmal)
Value: 1500
AC: 0 DR: 0 Vol: 10 Dmg: 3d10

HN Needler AP [Nzrmal)
Value: 2000



AC: 0 DR: 0 Ignores DT Vol: 10 Dmg: 2d8

HN Needler Pziszn
Value: 2300
AC: 0 DR: 0 Vol: 10 Dmg: Poison Type G

HN Needler Biztzxin

Value: H000

AC: 0 DR: 0 Vol: 10 Dmg: 1d10 per round,
for 10 rounds

frdinance [Ammunitizn for
Grenade Launchers. Mortars.
Ruckets, and Artillery Pieces)

40mm Fragmentatizn Grenade
Value: 1000

AC: 0 DR: 0 Vol: 5 Dmg: 1d12+22 (1d6

Conc. 1d6 Frag)

40mm Plasma Grenade
Value: 2000

AC: 0 DR: 0 Vol: 5 Dmg: 5d10+40 (1d6
Conc)

40mm Pulse Grenade

Value: 2000

AC: 0 DR: 0 Vol: 5 Dmg: 5d10+100 (Nonbiological
only)

almm Explzsive Mzrtar Shell
Value: H000

AC: 0 DR: 0 Vol: 5 Dmg: 10d10 to
everything within 20 meters of

explosion: 1d6 concussion to all within

50 meters

almm Gas Mgrtar Shell
Value: 6000

AC: 0 DR: 0 Vol: 5 Dmg: 7d10 and
unconsciousness to all within 100 meters
of explosion

60mm Explzsive Mzrtar Shell
Value: 3000

AC: 0 DR: 0 Vol: 5 Dmg: 10d10 to

everything within 20 meters of

explosion: 1d6 concussion to all within

50 meters.

60mm Plasma Mgzrtar Shell
Value: 5000

AC: 0 DR: 0 Vol: 5 Dmg: 10d20 to
everything within 20 meters of
explosion.

G0mm Pulse Mzrtar Shell
Value: 7000
AC: 0 BR: 0 Vol: 5 Dmg: 20d20 to all
non-biological things within 20 meters
of explosion.

Mini Nuke

Value: 8000

AC: 0 DR: 0 Vol: 5 Dmg: 20d20 to everything within 200 meters
of explosion.

Racket [Explasive]
Value: 2000
AC: 0 OR: 0 Vol: 10 Dmg: 608

Racket [AP)

Value: 2500

AC: -10 DR: O Ignores DT Vol: 10 Dmg:
6db6

Rucket (EMP)
Value: 3000
AC: 0 DR: 0 Vol: 10 Dmg: 3d20 (non- biological only)

TGW-Il Racket
Value: 5000
AC: -20 DR: -20 Ignores DT Vol: 5

Flamer Fire Pack [10 shzts)
Value: 2000
AC: 0 DR: 10 Viol: 10 Dmg: 3d8 plus fire



Flamer Plasma Pack [I0 Shats)
Value: 3000
AC: -10 DR: -10 Vol: 10 Dmg: 5d10+40

Flamer Pgiszn Gas Pack
Value: 5000

AC: N/A DR: N/A Vol: 5 Dmg: Paison Type F to all non-protected
critters in Y hexes of stream

Cells for Energy Weapzn

Small Energy Cell
Value: 2000
AC: N/A DR: N/A Vol: 20

Micro Fusizn Cell
Value: 2000
AC: N/A DR: N/A Vol: 20

Types zf Gas

Below is a short list of chemical gasses one can encounter in the
wastes.

Mustard Gas

Mustard gas was originally invented at the beginning of World War
. and was used heavily in trench warfare until it was banned as
inhumane. Because it is relatively easy to manufacture, mustard
gas is common in areas where pre-War supplies have run out.
Inhaled only. Causes 1d10 points of damage per round spend in the
cloud, and the effects last

1d10 rounds after the effected critter

exits the cloud.

Pepper Gas

Another easy-to-manufacture chemical, pepper gas causes a great
deal of pain to the eyes, nose, and throat without actually damaging
the victim. It is instead designed to immobilize a target. Inhaled
and contact (with eyes). If contact with the eyes is made, the
target is blinded for 2d20 rounds. If inhaled. the target is
immobilized by coughing for every round spent in the cloud, and
for 1d10 rounds after leaving the cloud. While immobilized. all
natural armor class is lost, and movement rates are doubled
(it takes two AP to move one hex).

Acidic Clzud

A nasty form of gas attack, an acidic cloud is essentially a very
strong acid sprayed in a vaporous cloud. Inhaled and contact.
Causes 1d10 points of inhaled damage per round in the cloud if
inhaled, and 1d10 points of damage for 1d10 rounds after leaving the
cloud. If it comes into contact with the skin, it causes an additional
2d20 points of damage.

Sleeping Gas

Sleeping gas s fairly self-explanatory: it puts the victim to sleep.
Sleeping characters cannot act, and their armor class is reduced
only to what they are wearing. The effects last 5di0 rounds.
Sleeping gas is an inhaled gas.

TK-BMI Antipersznnel Gas

TK-BMI was developed as a humane alternative to mustard gas in
the later parts of the 20th century. The deal is that it numbs the
victim, so they do not have to deal with the intense pain of their
insides burning up. TK-BMI deals 1d10 points of damage per round
spent in the cloud, and the effects last for 2d6 rounds after leaving
the cloud. TK-BMI is an inhaled gas.

Types of Acid

Acid is a corrosive substance that melts through skin, metal, and
rock. Usually, it is only made in labs where chemical reactions can
be controlled.

Type A
Type A acid causes a mild rash, resulting in 1d4 points of
damage per round. It can be washed off with water.

Type B

Type B acid is rather simple to make, being an extract of lye
mixed with water. It melts through flesh and is extremely painful,
resulting in 2d4 points of damage per round. The trick is that
water does not wash it off: it only makes it worse. Vinegar is the
only way to remove type B acid.

Type C
Type C acid is a much stronger mixture. It burns the target for 2d8
points of damage per round. Luckily, water will remove it.



Type D

The most potent and vile acidic chemical compound, Type D acid
is designed to main and cause a great deal of pain. This is the most
common type of acid found in chemical warfare, as it was deemed
‘humane” by the UN before the War. It causes 3dI0 points of
damage per round, and the effects last 1d10 rounds.

Traps

Below are some basic kinds of traps. Wily characters should let
their imaginations run wild when cooking up new ones.

Bullhzrn Trap

This simple device is a loud warning siren attached to a trigger of
some kind. When the trap is sprung, the alarm goes off, alerting
anyone within hearing distance to the intrusion.

Silent Alarm

When triggered, this electronic alarm alerts someone in another
room or area to the presence of an intruder. The unlucky victim
may not even be aware that they set off the trap.

Gas
This trap is simply a gas canister attached to a trigger. When
sprung, a cloud of gas 5 hexes in diameter is released.

Pziszn Needle
When triggered, this trap shoots a needle covered with poison
into the skin of the victim.

Pit of Spikes

A nasty little trap, the pit of spikes is a well-disguised pit filled
with you guessed it - spikes. The hapless soul who falls into
this Little trap takes 3d10 points of damage.

Explasive

An explosive device wired to a trigger, this trap sets off a bomb
when sprung. Depending on the crafty nature of the trapper, it may
set off other traps, too.

Claymzre Trap

The claymore is a combination of the bullhorn trap and an
explosive trap. Not only does it blow up in your face, it lets
everyone within 200 meters know you are there. Oops.

TI3 Antipersznnel Mine

Value: 1000

The T13 is a basic pressure-sensitive mine, set in the ground
so unsuspecting dolts can set it off and blow off a limb or two.
Anyone in a hex adjacent to the explosion gets 1d6 points of frag
damage, and anyone within 3 hexes gets 1d6 points of concussion
damage.

Omg: 1d20+20

T43-SE Antivehicle Mine

Value: 1500

Designed to take out tanks and other armored vehicles, the THS
series of land mines  is  incredibly destructive. Anyone within
2 hexes of the explosion is subject to 1d6 points of frag damage,
and anyone within 4 hexes of the explosion is subject to
concussion damage.

Omg: 3d20+20

Armor

This section deals with the various
methods of protecting oneself in the
wastes. The divided modifiers are
Damage  Threshold /  Damage
Resistance. Note that armor effects CAN
take stats above and below racial maximums and minimums.

Abbreviations: W = Weight
AC = Armor Class Modifier

Clathing
Yalue: 90

The basic stats for all clothing. Whether it be a flannel and jeans,
wastelanders outfit, overalls or a bright sunny dress.
W: 10 lbs. AC: 5 N: 0/20 L: 0/25 F: 0/10P: 0/10 E: 0/10

Leather Jacket
Yalue: 230

A snappy addition to any ensemble, the leather jacket is the

most basic protection you can use. And it looks pretty cool, too.
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Why? Simple: the Fonz wore a leather jacket.  What's the Fonz
like? He's cool.
W: 5 lbs. AC: 8 N: 0/20 L: 0/20 F: 0/10 P: 0/10 E: 0/20

Leather Armgr
Yalue: 700

A shirt made of leather and padded for extra protection.
W: 8 lbs. AC: 15 N: 2/25 L: 0/20 F: 0/20 P 0/10 €: 0/20

Raider Armgr
Yalue: 700

Named because of the groups that wear it, rai der armors is a
collection of leather and metal plate s connected with metal wires,
forming a loose-fitting banding. Not the best protection
available, but it'll do in a pinch, especially when materials are short.
W: 10 lbs. AC: 8 N: 2/25 L: 0/25 F: 0/15 P: 0/25 E: 0/20

Sports Armer
Value: 800

Whether it's the protection from ice hockey, American football or a
baseball catcher, left over sports gear has come in handy for the
wanderers of the Post-Apocalyptic world.

W: 8 lbs. AC: 15 N: 2/30 L: 0/20 F: 2/20 P: 0/10 E: 0/20

Yandal Armor
Value: 800

An improved version of the raider's hodgepodge banding, vandal
armor is thick leather strips reinforced with metal and a little
Kevlar.

W: 25 lbs. AC: 15 N: 3/25 L: 1/30 F: 1/17 P: 1/30 E: 1/25

Bratherhzzd Leather Armor
Yalue: 900

The standard leather armor issued to members of the Brotherhood
of Steel. If a non-member is caught wearing this by a member of
the Brotherhood, expect a  rigorous questioning - if the Knight
bothers to ask questions at all before shooting.

W: 10 tbs. AC: 15 N: 2/25 L: 0/25 F: 0/15 P: 0/25 E: 0/20

Czmbat Leather Jacket
Yalue: 1000

This leather jacket has been
padded and reinforced for

better protection. You just cant find anything more
fashionable in the post-nuclear world.
W: 7 lbs. AC: 20 N: 2/30 L: 0/20 F: 2/25 P:0/10 E: 0/20

Leather Armzr MK I
Value: 1000
Reinforced leather armor that covers the arms and groin as well

as the torso.
W: 10 Wbs. AC: 20 N: 3/25 L: 1/30 F: 1/17 P: /30 E: 1/25

Brotherhgod Leather Armar MK I
Yalue: 1100

An improved version of the Brotherhood's Leather Armor.
W: 11 lbs. AC: 23 N: 3/30 L: 1/25 F: 1/30 P: 1/15 E: 1/30

Metal Armor
Value: 1100
A jacket of armor made from pieces of scrap metal welded

together. Wearing this armor reduces your sneak skill by 25%.
W: 35 lbs. AC: 10 N: 4/30 L: 6/75 F: 4/10 P: 4/20 E: H/25

Reaver Banding
Value: 1200

Manufactured by the Reavers, this armor is banded together from
cloth and metal. W: 10 lbs. AC: 20 N: 4/30 L: 3/40 F: 1/40 P: 3/20
E: 3/30

Ghooul Armer

Value: 1300

A small set of armor designed for and by ghouls. It is light, and
provides only the most basic protection. Only ghouls and very

small humans can wear this armor.
W: 10 Wbs. AC: 10 N: 0/20 L: 0/25 F: 0/10 P: 0/25 E: 0/25

Superizr Ghzul Armar

Value: 1400
Leather and metal strips held together by rubber straps. This light

armor provides decent protection. Only ghouls and very small
humans can wear this armor.
W: 10 Wbs. AC: 20 N: 3/25 L: 1/25 F: 1/15 P: 1/25 &: 1/20

Bratherhgsd Metal Armar
Yalue: 1500
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The standard suit of metal armor issued to members of the
Brotherhood of Steel. Even more rare than the Brotherhood's
leather armor, this finely made suit will keep the wearer safe from
many different attacks. Wearing this armor reduces your Sneak
skill by 25%.

W: 35 lbs. AC: 15 N: 4/30 L: 3/37 F:

4/15 P: 3/37 E: 4/25

Metal Armazr MK I
Value: 1900

This is a truly fine suit of armor, crafted by a skilled metalworker.
Usually only found in highly populated areas. Wearing this armor
reduces your Sneak skill by 20%.

W: 35 lbs. AC: 15 N: 4/35 L: 7/80 F:

4/15 P: 4/25 E: 4/30

Bratherhgod Metal Armar MK I
Value: 2100

An advanced version of the Brotherhood of Steel's Metal Armor.
Wearing this armor reduces your Sneak skill by 20%.
W: 35 lbs. AC: 15 N: 4/35 L: 4/35 F: 4/20 P: 4/45 E: 4/30

Greater Banding
Value: 2200

Manufactured by the Reavers, this excellent banding is made of
metal and Kevlar encased in canvas and leather. Economical and
sturdy, it is some of the finest armor money can buy in the
wastes. Wearing this armor reduces your Sneak skill by 15%.

W: 18 lbs. AC: 25 N: 5/50 L: 2/40 F: 4/30 P: 3/30 E: 5/60

Mutant Plate Armgr
Value: 3000

One of the few suits of armor a mutant can wear, this “suit” consists
mostly of strips of leather and metal that form a crude protective
covering. Only mutants can wear this armor.

W: 4O lbs. AC: 10 N: 4/30 L: 3/37 F: 4/15 P: 3/37 E: H/25

Spiked Mutant Plate Armor
Value: 4200

An improvement on normal mutant plate armor, this suit offers
better protection, better craftsmanship, and weights a lot more.
Only mutants can wear this armor.

W: 50 lbs. AC: 15 N: 4/35 L: 4/45 F: 4/20 P: 4745 E: 4/30

Tesla Armgr

Value: 4500

This metal suit of armor is enhanced with electromagnetic coils to
aid in protection against energy  attacks. Usually found only in
high-tech areas. Wearing this special armor reduces your Sneak
skill by 20%.

W: 35 lbs. AC: 15 N: 4/20 L: 19/90 F: 4/10 P: 10/80 E: 4/20

Bratherhssd Tesla Armor
Yalue: 4800

The Brotherhood of Steel manufactured this improved version of
the Tesla Armor. It is usually only worn by Brotherhood
technicians. Wearing this armor reduces your Sneak skill by 20%.
W: 35 lbs. AC: 15 N: 4/20 L: 15/85 F: 7/45 P:15/85 E: 4/20

Bratherhgoad Combat Armor
Yalue: 4800

This combat armor is standard-issue for combat-members in the
Brotherhood of Steel. This is an advanced version of the Combat
Armor, and can occasionally be found for sale in large cities.
This suit of armor already has a helmet. Wearing combat armor
gives the user a +20% Radiation Resistance bonus.

W: 25 bs. AC: 20 N: 8/40 L: 8/70 F: 7/50 P: 7/60 E: 8/40

Radiatizn Suit
Yalue: 5000

A radiation suit is necessary if someone is going to do any
prolonged activity in an irradiated  area. While wearing a
radiation suit, a person is protected from all the harmful effects of
radioactivity and radioactive materials (100% Radiation
Resistance). Another added bonus is that these suits give 100/100
gas resist as well. Needless to say, these suits are rare - and
valuable. You cannot wear a helmet with a radiation suit. Wearing
a rad suit reduces your chances to Sneak by 30%.

W: 20 lbs. AC: 15 N: 4/30 L: 0/30 F: 10/60 P: 0/20 E: 4/40

Czmbat Armgr
Yalue: 6300

The standard military-issue armor for ground troops before
the war, there are still quite a few suits of combat armor lying
around. Most are used by police forces in large cities, or by
gangsters with lots of money. This suit of armor already has a
helmet, and confers a +20% Radiation Resistance bonus.

W: 20 lbs. AC: 20 N: 5/40 L: 8/60 F: 4/30 P: 4/50 E: 6/40

Czmbat Armer MK I "



Value: 8000

An advanced version of the Combat Armor, this offers far better
protection. Originally issued to soldiers in the advanced stages
of the war. This suit of armor already has a helmet. Wearing this
protection gives you an extra +20% radiation resist bonus.

W: 20 lbs. AC: 25 N: 6/40 L: 6/65 F: 5/35 P: 5/50 E: 9/45

Braztherhgzd Envirgnmental Armar
Value: 9000

The Brotherhood of Steel developped this advanced Hostile
Environment suit for operatives in special situations.Combining
the protection of a radiation suit with the gas-filtration system
of power armors, this armor also offers the user some protection
against attacks. Perfect for the Knight fighting off ghouls - or the
adventurer who killed the Knight and is now fighting off ghouls.
This armor filters all gas attacks (gas resisti00/100) and offers
the user a 60% bonus to Radiation Resistance and a 50% bonus to
Poison Resistance.  This suit of armor already has a helmet.
When wearing Environmental Armor, the user gains a 50% penalty
to sneak: a 10% penalty to Doctor, Lockpick, Steal, and Repair: and
a 5% penalty to First Aid and Science due to the clunky nature of
the suit.

W: 30 lbs. AC: 18 N: 5/40 L: 5/55 F: 4/40 P: 5/55 E: 6/40

Bratherhzzd Envirgnmental Armar MK 1l
Value: 10000

An advanced version of the Brotherhood's Environmental Armor. It
gives a 90% Radiation Resist bonus, a 100/100 Gas Resistance
bonus, and a 75% Poison Resistance bonus. This suit of armor has
a helmet. Wearing this armor confers a -1 Penalty to Perception:
a 50% penalty to Sneak: an T1% penalty to Doctor and Lockpick: a
10% penalty to Repair and Steal: a 7% penalty to First Aid: a 5%
penalty to Science: and a 2% penalty to Pilot. Such is the price of
decent protection.  Needless to say. only the highest ranking
officers in the Brotherhood have access to this kind of armor.

W: 35 lbs. AC: 20 N: 6/40 L: 6/60 F: 5/42 P: 6/60 E: 9/45

Pseudz-Chitin Armgr
Value: 10000

This experimental armor was made using genetic engineering.
Basically, this armor affords its wearer a complete biological
exoskeleton, protecting against a good deal of normal attacks. It
also affords the user a 20% bonus to Radiation Resistance. You
cannot wear a helmet with this strange suit of armor.

W: 20 Lbs. AC: 30 N: 10/50 L: 4/20 F: 10/60 P: 4/20 E: 5/50

Power Armgr
Yalue: 12500

This is @ metal suit of body armor enhanced
with variouspowered features. Power armor
is often the final word in personal protection
in the wastes, and is usually only worn by
Knights of the Brotherhood of Steel, and
other organizations with access to prewar
tech. The power of the armor adds +3
Strength to the wearer. This armor offers
100/100 gas resistance and gives the user a
30% bonus to Radiation Resistance and a
+15% bonus to Poison Resistance. This body suit already includes
a helmet. When wearing Power Armor, the user has a 75% penalty
to Sneak and a 10% penalty to First Aid, Doctor, Lockpick, Steal,
Science, and Repair.

W: 35 AC: 25 N: 12/40 L: 18/80 F: 12/60 P: 10/40 E: 20/50

Hardened Pzwer Armgr
Yalue: 15000

There is a chemical process that makes normal Brotherhood Power
Armor harder and better, and this is the result of that process. Like
the normal Power Armor, this suit enhances the Strength of
the wearer by 3 points, and offers a 30% bonus to Radiation
Resistance as well as 100/100 gas resistance and a 15% bonus to
Poison Resistance. ~ This armor already has a helmet. When
wearing Hardened Power Armor, the user has a 75% penalty to
Sneak and a 10% penalty to First Aid, Doctor, Lockpick, Steal,
Science, and Repair.

W: 50 AC: 25 N: 13/50 L: 19/90 F: 14/70 P: 13/50 E: 20/60

Bratherhood Power Armor
Value: 17000

This suit of power armor was manufactured by the
Brotherhood of Steel for its Paladins after the War. It is amazingly
resilient, and fairly stylish, too. It offers a 30% Radiation Resist
bonus and a 100/100 Gas Resistance with a 15% Poison Resistance
bonus.  This fancy suit of armor comes with a helmet. When
wearing Brotherhood Power Armor, the user has a 75% penalty to
Sneak and a 10% penalty to First Aid, Doctor, Lockpick, Steal,
Science, and Repair. The wearer also gains a +3 bonus to Strength,
but takes a -1 penalty to Perception.

W: 42 bs. AC: 28 N: 13/50 L: 16/70 F: 13/60 P: 16/70 E: 20/60

Bratherhgsd Advanced Pawer Armar
Value: 20000 12



An advanced form of the Brotherhood's own power armor. This
armor gives a 60% Radiation Resist bonus and a 100/100 Gas Resist
bonus with a 20% Poison Resist bonus. It also comes with a helmet.
Wearing this armor gives the user a +4 bonus to Strength, but a -
2 penalty to Perception. When wearing Advanced Power Armor, the
user has a 75% penalty to Sneak and a 10% penalty to First Aid,
Doctor, Lockpick, Steal, Science, and Repair.

W: 50 lbs. AC: 35 N: 18/55 L: 17/75 F: 15/65 P: 17/75 E: 20/65

Advanced Ppwer Armgr
Value: 20000

Advanced Power Armor is an improvement
on normal Power Armor, made mostly by
technicians after the war. It is extremely

rare and can only be found in organizations
that can trace their roots back to the
American Armed Services, such as the
Enclave. This armor enhances the
Strength of the wearer by Y points. It also
gives the wearer a 60% bonus to Radiation
Resistance, a 20% bonus to Poison Resist,
and filters 100/100 of gas attacks. This
armor already has a helmet. Advanced power armor has a built-

in night vision system, so any negative maodifiers from light are
ignored. When wearing Advanced Power Armor, the user has a 75%
penalty to Sneak and a 10% penalty to First Aid, Doctor, Lockpick,
Steal, Science, and Repair.

W: 30 AC: 30 N: 15/55 L: 19/90 F: 16/70 P: 15/60 E: 20/65

Advanced Pzwer Armazr MK I
Value: 35000

An improved version of the Advanced Power Armor, the MK I
model offers slightly better protection in addition to the 100/100
gas filtration and +4  Strength enhancements that earlier
Advanced Power Armors did. The only group known to have this
armor is the Enclave. This armor also gives the user a 75% bonus
to Radiation Resistance, a 100/100 bonus to Gas Resistance, and
a Y0% bonus to Poison Resistance. Since this is the final word
in armor, it already has a helmet. This suit also has a built-in night
vision system, so any negative modifiers from light are ignored.
When wearing the ultimate suit of Power Armor, the user has a
75% penalty to Sneak and a 10% penalty to First Aid. Doctor,
Lockpick, Steal, Science, and Repair.

W: 50 AC: 35 N: 18/60 L: 19/90 F: 16/70 P: 18/60 E: 20/70

Helmets

Helmets can be worn independently of armor. Many of them are
already part of a suit: combat helmets go with combat armor, and
so forth. Taking off a helmet results in a slight loss of AC and, in
some cases, a loss of certain resistances.

Leather Cap
Value: 90

A simple cap, made from tanned Brahmin hide. AC: 3

Metal Helmet
Yalue: 200

A metallic helmet that provides some protection to the head and
face. These can be crafted from almost any kind of metal, but can
be dangerous if not made and worn properly. AC: 6

Czmbat Helmet
Yalue: 500

Part of a suit of combat armor, this helmet is made of Kevlar and
reinforced plastics. AC: 9

Envirznmental Helmet
Yalue: 900

Part of a suit of environmental armor,

this helmet provides a minimum amount of protection but is key in
filtering out gasses.  Will not work without the corresponding suit.
AC: 11 GR: 100/10

Power Armgr Helmet
Yalue: 1300

They come in many shapes and sizes, but

power armor helmets are some of the most easily recognized
headgears in the wastes. Will not work without the suit. AC: 13 GR:
100/20
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Equipment

Equipment is any item that is not a weapon, ammunition, armor,
or weapon enhancement. These are common (or semi-
common), useful items in the wastes.

Flare :

Value: 10

A chemical-packed  stick that, when
ignited, will provide light for about an hour. W: 1 b.

Lighter
Value: 10

When you need to get that molotov cocktail going,
or burn that particular bridge. W: 1 lb.

Flashlight

Value: 15
A small flashlight (torch) that runs off of a special

energy cell.  Usually provides about 30 hours of light before going
out. W: 1 b.

Repe
Value: 23
What role playing game would be complete without a rope? Perhaps

one of the most useful items in the world. Consider this to be about
10 meters long. W: 10 lbs.

Shavel

Value: 30
Can you dig this, daddy-o0? W: 15 Lbs.

Claw Hammer
Value: 40

A useful implement, the claw hammer can pound nails into things,
or remove nails from things. Use it to hang all those velvet Elvis’
you find in the wastes. W: Y lbs.

Bzbby Pin

Value: 40
Gives the user the ability to use _ B

Lockpicking for the purposes of
picking basic locks. Some locks require one of these (or a key) to
open. W: 1 b.

Tonl Set
Yalue: 50

A set of basic tools, such as small wrenches, pliers, some
screwdrivers, and a hammer. For basic repairs. W: 15 lbs.

Buats

Value: 80

A set of reinforced rubber and Kevlar boots. They will protect

the wearer from harsh chemicals for a short time, although they
tend to wear out easily. W: 5 lbs.

Scalpel
Value: 140

The standard instrument for performing
surgeries, this surgical-stainless steel
knife is small b ut incredibly sharp.
Not the best tool for a melee fight, but it will do in a pinch. If a
character has a scalpel, it adds +10% to his Doctor skill. See also
Melee Weapons. W: 1 lb.

Gas Mask
Yalue: 150

This mask protects against harmful gas
by conferring a 100/0 Gas Resistance
bonus to the w earer. Useful when
someone lobs a mustard gas shell at the
party. Note that it does not block radiation. W: 3 lbs.

Safecracking Kit
Value: 200

The use of this kit is required to open most safes, and gives the
user a +20% bonus to their Lockpicking skill when trying to open a
safe. W: 5 lbs.

Electrznic Lackpick
Value: 230
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This valuable device Is required to open electronic locks. It is
crafted to overload or override the computer security on electronic
doors. They are usually only available from thieves’

guilds. W: 3 lbs.

Dynamite
Value: 215

An explosive device consisting of several
sticks of dynamite, a detonator, and a timer
to set it off.  Setting dynamite takes a
successful roll against the Traps skilli an
unsuccessful roll means the timer was not set correctly, and will
not go off on time (in other words, you might not be able to
run fast enough). Dynamite does 1d20+30 points of damage to
anything in its hex and all adjacent hexes when it goes off, and 1d6
points of concussion damage to anything within 4 hexes of the
explosion.

Medical Kit
Yalue: 300

A first-aid kit that, when used, acts like one successful use of the
First Aid skill, healing 1d10 points of damage in 1dI0 minutes.
Can only be used once. W: 4 lbs.

Geiger Czunter
Value: 300

This useful little device not only detects how much radiation is in
a person, it can detect harmful radiation in the surrounding area.
Useful when you are wondering if that big glowing crater in the
ground is dangerous. W: 5 lbs.

Plastique [C-14 Plastic Explasive]
Value: 400

C-M is an improved version of the classic C-Y plastic explosive.
A gummy- like substance that can be rigged to detonate, plastique
is useful because it can be molded to any shape, to detonate in a
concentrated area or spread along a wider surface. C-14 is a
white or gray substance that looks and feels a lot like Silly
Putty™. Setting it takes a successful roll against Traps: like
dynamite, if the roll fails, the timer is not set correctly, and will
blow at the wrong time, or not at all. Plastique does 2d20+30
damage to anything within the hex in which it detonates, half
damage to everything in adjacent hexes, and 1d6 concussion
damage to anything within 4 hexes of the explosion. C-14 can be
compounded on itself to make bigger bombs, too. W: 2 Lbs.

Dzetzr’s Bag
Value: 430

The  Doctor's  Bag  contains e S
various sawbones instruments for
diagnosing and treating various e

maladies. IF a character has a
Doctor's Bag. it effectively raises the Doctor skill by 15% for the
purposes of treating crippled limbs and blindness only. W: 10 Lbs.

S

Electrznic Lzckpick Mark I
Value: 500

An improved Electronic Lockpick, used by phreakers, hackers,
criminals, and CIA operatives before the War. With this tool, not
only cana character open any electronic lock, but it contains
a variety of interfaces for other electronic devices like
mainframe computers, ATMs, and pocket calculators. W: 5 Lbs.

Vehicle Repair Kit
Value: 500

A toolbox containing some necessary equipment for repairing a
vehicle (actually, it can be used on any complex mechanical
device). Contains a computer for interfacing with the vehicle to
analyze the problem and a lot of repair tools. W: 20 bs.

Chems [Drugs]

There are plenty of ways to chemically alter one’s body in the
wastes, and not all of them are entirely beneficial. Chems always
have some kind of effect on a person. Sometimes, a chem
is not easily identifiable, so when you come across a big crate of
syringes and want to know what they are, there is no choice but to
shoot one and see what it does. NOTE: The creator of this game
does not recommend this course of action in the

real world.

Note: AWl chems can change a character’s stats above and below
racial limits. When a drug's positive effects have worn off, stats
return to normal and are then effected by the negative effects.

Jet
Value: 23

Jet is the new street drug of the post- nuclear world. No one knows
exactly how it was made, except there are rumors that a mafia
boss had it manufactured to aid in controlling large numbers
of people. Considering that Jet is addictive from the Ffirst dosi.éhat



is not difficult to imagine. Jet comes in an inhaler, much Uke
asthma medicine. After inhalation, the user gains +2 Action Points
(up to 13), +1 Strength, and +1 Perception for 1d10 hours. After this
time, the character loses two Action Points, 3 Strength, and 3
Perception.  Jet is 80% addictive, although it is rumored that an
antidote exists for the addiction - somewhere.

Healing Pzwder
Value: 30

This is a simple healing powder that, when ingested, helps ease
pain from minor wounds. It heals 1d10+5 HP when eaten, and causes
the user to lose 1 Perception for 1 hour after consumption. Not
addictive. The negative effects of this powder are cumulative.

Stimpak

Value: 130

Stimpaks are small syringes with healing chems that ease pain and
encourage cellular mitosis, helping cells restore themselves at an
increased rate. (Quite common before the war, they can be found,

in one form or another, almost everywhere.  When injected, the
stimpak heals 1d10+10 HP. Not addictive.

Vondan
Value: 50

A tribal concoction made from parts of dead critters (yummyl)
Eating this powder makes someone feel invincible. For 30 minutes,
Voodoo confers a +2 bonus to Agility, a +3 bonus to Luck, and a
20% bonus to Damage Resistance for Normal attacks only. After
a half-hour, the user feels depressed and loses 2 Agility, 3 Luck,
and all Damage Resistance from Normal attacks. Voodoo is 20%
addictive.

Antidste
Value: 150

Made from a variety of distilled poisons and antibodies, each dose
of Antidote removes one level of poisoning. Antidote tastes
and looks like cough syrup. and comes in Llittle bottles.  There
is no official Antidote company in the wastes, and it is often
something that country doctors and traveling quacks will sell for
far more than it's worth. Not addictive.

Buffput
Value: 200

Buffout is a kind oftemporary steroid, increasing mitochondrial
activity in muscles for a brief period of time. Unfortunately, these

same chemicals also impair brain function. Taking this drug is fine
so long as you are about to slug it out in a boxing ring, but not
recommended for operating a tank in combat. When swallowed,
Buffout increases the user's Strength by 2, Agility by 2, and
Endurance by 3. The effects last one-half (round down) of 1d10
hours. After the effects wear off, the user loses 3 Strength, 3
Agility, and 2 Endurance for 1d10 hours. Buffout carries a 30%
chance of addiction.

Mentats
Yalue: 280

Mentats increase the user's awareness for a short period of time,
but are dangerous because of the intense aftereffects and high
addiction rate. ~ An experimental drug for the military at one
time, these pills became popular in the prewar

streets because of the intense high. When Mentats are swallowed,
the user’s Perception increases by 2, Intelligence increases by 2,
and Charisma increases by 1 (everyone's more attractive when
under the influencel!). The effects last 1 hour, after which time the
user's Perception and Intelligence are decreased by 4 and
Charisma is decreased by 3 for 1d10 hours. Mentats have a 60%
chance of addiction.

After Burner Gum
Value: 330

After Burner was an attempt to legalize a “safe” form of meth in
the early 21st century. Tiny methamphetamine crystals were mixed
in with chewing gum by some enterprising corporation. The result
was a moderate dose of the drug that lasted for only a few minutes,
but produced an intense high in that time. Chewing After Burner
gives the user a +1 bonus to Strength and Perception, and raises the
user's Action Points by 2, for 1d10 minutes. After that time, the user
loses 1 point of Strength and 2 points of Perception for 1 hour. After
Burner is 30% addictive.

Psyche

Value: 400

Psycho is a drug that is much like a combination between Mentats
and speed. This chemical cocktail is highly addictive and
has horrible side effects, but the high it produces is worth it to
many users.  After injecting Psycho, the user's Agility increases
by 3. and their Intelligence is reduced by 3. The effects of Psycho
last 1d10 hours, after which time the user loses 3 points to ALL Stats
except Luck for 1d10 hours. Psycho is 50% addictive.

Super Stimpak 16



Yalue: 300

This is an incredible melange of healing chems designed to aid
wounded soldiers on the battlefield in crucial moments of combat.
Super stimpaks come in a large clamp that fit around the arm
and inject the chemicals into the user at various times, maximizing
the effects of the chemicals. The whole injection process still takes
less than a second. Super stimpaks heal 5d10+50 HP, but the user
loses 1d10 HP after an hour from the aftershock. It is a good idea
to get some other form of healing should the user's HP drop to
dangerous levels again. Not addictive.

Brotherhaod of Steel Trauma Pack
Yalue: 600

A chemical concoction made by the Brotherhood for use in battle,
Trauma Packs send the cellular reproduction process into
overdrive, healing 6d10+60 hit points instantly, but causing
2d10+30 points of damage after 1 hour. Not addictive.

Mutie
Value: 700

Mutie is a chemical that reproduces the effects of the Forced
Evolutionary Virus for a short time. After injecting this drug, the
user gains +4 to Strength, + 4 to Perception, -4 to Charisma, and -
Y to Intelligence for 1d10 hours. After that time, the user must make
a successful roll against Endurance: if the roll fails, they take
4d10 points of damage. Note that super-mutants will experience no
effects from taking Mutie. Mutie is 20% addictive.

Ultra Stimpack
Value: 1000

The most powerful healing substance on the  planet,  Ultra
Stimpacks  turn cellular reproduction into a frenzy of activity,
healing 10d10+50 HP immediately upon injection. In 1d10 hours,
the user must make a roll against Endurance. If that roll fails, they
lose every hit point the Ultra Stimpack healed: if the roll succeeds,
the user loses half of those hit points. Ultra Stimpacks are only
available in technology-rich organizations like the Brotherhood of
Steel or the Enclave.

Radaway
Value: 750

Radaway, an obscure drug from prewar times, became one of the
most useful after the bombs went off. |t comes in an IV bag and
must be taken through a drip IV over the period of about an hour.

The Radaway works in the user's system to bond with radioactive
particles and wash them out. 1 day after use, the user loses 50 rads
2 days after use, the user loses another 50 rads. Radaway,
unfortunately, has an addiction rate of 20%.

Rad-X
Yalue: 400

An ounce of prevention is worth a pound of cure, and that was the
idea behind these drugs. Although they were never marketed for
consumer use before the war, enough were made for militaries so
that they are not unknown in the postwar world. Rad-X is a pill that
increases the user's Radiation Resistance by 50% for 1d10 hours
after ingestion by creating a kind of radiation “anti-body” in the user.
Not addictive
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