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The game is set about 20 years 
after the fall of civilization.
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Enclaves

Game Options Assumed

Open Options Cultures



Tribes

Exotics

Feral

Vat Jobs

Sleepers

Submariners

Characters
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Biologically Engineered 
Pseudohumans (BEPs)

Combat BEP

       Range   Average

STR 4D6 14

CON 2D6+6 13 MV 10

SIZ 3D6+6 16-17 HP 14-15

INT 2D6+6 13

POW 3D6 10-11

DEX 3D6 10-11

APP 2D6+3 10

BEP Laborer

       Range   Average

STR 3D6+6 16-17

CON 3D6 10-11 MV 8

SIZ 3D6+6 16-17 HP 13-14

INT 2D6 7

POW 3D6 10-11

DEX 3D6 10-11

APP 2D6 7

Service BEP

        Range   Average

STR 2D6 7

CON 3D6 10-11 MV 10

SIZ 2D6+3 10 HP 10-11

INT 2D6+6 13

POW 3D6 10-11

DEX 2D6+6 13

APP 4D6 14

Races



Eugenics

Transhuman: True Human

         Range   Average

STR 4D6 14

CON 3D6 10-11 MV 11

SIZ 2D6+8 15 HP 12-13

INT 2D6+10 17

POW 3D6 10-11

DEX 3D6 10-11

APP 4D6 14

Transhuman: Brain

         Range   Average

STR 2D6 7

CON 2D6+2 9 MV 10

SIZ 2D6+3 10 HP 8-9

INT 2D6+12 19

POW 3D6 10-11

DEX 3D6 10-11

APP 3D6 10-11

BEPs and Eugenics

Characters
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über

Über

über

Über

        Range   Average

STR 2D6  7

CON 2D6+12 19 MV: 6 [10]

SIZ 2D3  4 HP: 11-12

INT 2D6+6 13

POW 3D6 10-11

DEX 2D6+10 17

APP 2D6  7

Armor: 1 point fur.

über
über

Playing Über-Rats
Über

über

über

über

über
über

über

Über

über

Über

Über
über

Über-Rats  



Firearms Checks

Characters

Starting Equipment  
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Combat Basic Page

Artillery * special 52

Brawl 25% 52

Energy Weapon * special 56

Firearm * special 58

Grapple 25% 60

Heavy Weapon * special 62

Martial Arts 1% 68

Melee Weapon * special 69

Missile Weapon * special 70

Parry * special 70

Shield special 78

Communication Basic Page

Bargain 5% 52

Command 5% 53

Dog Handling 10% New

Disguise 1% 55

Etiquette * 5% 56

Fast Talk 5% 57

Language * 00% 66

Perform * 5% 71

Persuade 15% 71

Teach 10% 82

Manipulation Basic Page

Art * 5% 50

Craft * 5% 54

Demolition 1% 54

Fine Manipulation * 5% 57

Food 15% New

Heavy Machine * 1% 62

Repair * 15% 73

Sleight of Hand 5% 78

Technology Age-20% New

* This skill has specialties

Mental Basic Page

Appraise 15% 50

Dirt Farming 25% New

EMT 0% New

First Aid 30% New

Gaming Int+POW% 60

Health Care 0% New

Knowledge * 5% 64

Literacy Age-20% 67

Physician 0% New

Science * 1% 75

Strategy 1% 80

Surgery 0% New

Technical Skill 1% 82

Trauma Medicine 0% New

Wilderness Skill * 10% New

Perception Basic Page

Insight 5% 63

Listen 25% 67

Navigate 10% 70

Research 25% 74

Sense 10% 77

Spot 25% 78

Track 10% 83

Physical Basic Page

Climb 40% 52

Dodge Dex+Dex% 55

Drive * 20% 55

Hide 10% 62

Jump 25% 63

Pilot * 1% 72

Ride * 5% 75

SCUBA 5% New

Stealth 10% 80

Swim 25% 81

Throw 25% 83

Common Skills 



Specialties

Giant Crossbows:

Zip Cannons:

Missiles:

Military Artillery:

Lasers:

Pistol:

Rifle:

Zip Guns:

Machine Guns:

Grenade Launchers:

Man-portable Missiles:

Rockets:

Melee (ME):

Polearms and Two Hand Weapon (PA):

Whips and Chains (WH):

Knives (KN):

Bow:
Crossbow and Bolter:

Sling:

Slingshot:

Military:

Pre-Fall:

Rubblewise:

Act:

Rabble-Rousing:

Dance:

Play (Instrument):

Sing:

Characters



Rubble and Ruin

Uslan:

über
Chud Pidgin:

Also English, Spanish, Chinese, and Russian

Art Appreciation:

Art History:
Production:

 

Armorer (Personal):

Armorer (Vehicular):

Handloading:

Plastics:

Pottery:

Psionic Tattoos:

Weapon Smith:

Lock Picking:

Safecracking:

Electronic Bypass:

Tanks:
Continental Siege Units: 

Ships:
Construction Equipment:

Automobile Mechanic:

Aviation Mechanic:

Cybernetics:

Electronic:

Gunsmith:
Marine Mechanic:

Vehicular Armament:

Commerce:

Distillation:

Fermentation:

Group [specific]:

History: 

Region [specific]:

Rubble:
kasbah



Religion [specific]:

Advanced Farming:

Advanced Technology:

Biomedicine:

Chemistry:

Cryptography:
Ecology:

General Science:

Geology:

Laboratory Technique:

Mathematics:

Meteorology:

Nuclear Demolitions:

Pharmacy:

Physics:

Psychology:

Animatron Psychology:

Basic Engineering:

Communications:

Computers:

Decontamination: 

Electronics:

Fuel Production:

Mechanical Engineering:

Power Generation:

Characters
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Robotic Design:

Sensor Systems:

Structural Engineering:

Ruins Survival:

Outdoor Survival:

Fishing:

Hunting:

Cars:
Trucks:

Motorcycles:

Boats:
Balloons:

Hovercraft:

Ultra-Lights:

Single Engine Aircraft:
Multi Engine Aircraft:
Helicopters:
Jet Aircraft:

Bicycle:

Horse:
Camel:

Ubiquitous Professions

Bookworms

Professions



Dirt Farmer

Grease Monkey

Holy Man

Medic

Mole

Sailor

Thief

Tough

Characters



Rubble and Ruin

Trader

Wizard

Yammerhead

Inhabitants of Enclaves

Clerk

Craftsman

Expert

Explorer

Mechanic



Servant

Soldier

Inhabitants of the Ruin

Drifter

Entertainer

Escaped Slave

Hunter or Scout

Nixie

Scavenger

kasbah

Characters
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Wilds

Exotic Origins

Doctor

Engineer

Pilot

Scientist

Technician



Dirt Farming

Fumble:

Failure:

Success:
Special:
Critical:

Dog Handling

e.g.

Fumble:

Failure:

Success:
Special:

Critical:

EMT

Fumble:
Failure:
Success:
Special:
Critical:

First Aid

Fumble:
Failure:
Success:
Special:
Critical:

Food

Fumble:

Failure:

Success:
Special:

Critical:

New Skills

Characters
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Health Care

Physician

Surgery

Typical Surgeries

From a Limb:
From the Torso:
From the Head:

Modifiers

SCUBA

Fumble:

Failure:

Success:
Special:
Critical:



Technology

Fumble:

Failure:

Success:
Special:

Critical:

Trauma Medicine

Fumble:
Failure:
Success:
Special:
Critical:

Wilderness Skill

Fumble:

Failure:
Success:
Special:

Critical:

Characters
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Powers

Cybernetics



Biological Modifications

in
utero

Characters
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Nanopsionics

ESP

Clairvoyance (1 PSI [ESP] per minute to activate):

Clairaudience (1 PSI [ESP] per minute to activate):

Sense Mind (1 PSI [ESP] per minute to activate):

Kinetics

Telekinesis (1 PSI [KIN] per minute of use):

Electrical Surge (1 PSI [KIN] per HP damage):

Psionic Nanites



Mend (1 PSI [KIN] per HP restored):

Each nanopsionic power, once 
bought, has a skill basic of 10%.

Body Attunement

Heal (1 PSI [BOD] per HP recovered):

Mind over Matter (1 PSI [BOD] per point per hour 
of use):

Empathy (1 PSI [BOD] per minute of use):

Telepathy

Align Mind (3 PSI [TEL] to align, 1 PSI [TEL] per
day to maintain):

Send and Receive (1 PSI [TEL] per minute per kilo-
meter):

Dominate (1 PSI [TEL] per round of use):

Sense Mind (1 PSI [TEL] per minute of use):

Cross Powers

Characters
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Mundane

e.g.



Failings

Farsighted (–1 point):

Nearsighted (–1 to –3 points):

Night Blind (-1 point):

Fear [Being Alone] (–2 points):

Fear [Dark] (–3 points):

Fear [Robots] (–1 point):

except 
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Age Effects

Über



CHAPTER 3
SPOT RULES

Spikemo stepped cautiously around the various tables. 
On each one was a small collection of odds and 

ends: on this one items were carefully laid out; on that 
one they were in a jumbled pile. Near each table stood a 
seller, each hoping to trade their junk for valuables.
It had cost Spikemo a box of matches to get into the mar-
ket, but he had that lighter now so he didn’t really need 
them, and besides, this was the best place to get a good 
helmet.
He approached a table where a young transhuman was 
flirting with some Nixie chick. On the table where three 
helmets. One, an infantryman’s helmet, had a large round 
hole in the back. Next, there was a piece of junk made by 
fitting a street sign around a bike helmet. The last was 
what he was looking for: a football helmet in reasonably 
good condition.
Spikemo thought about what he had: three cans of beets 
and one of carrots. “Hey, everybody likes carrots,” he 
thought to himself. He figured, if he played his cards 
right, he might be able to get the helmet and still have a 
can of beets for dinner. “I would rather have the carrots, 
but I'm not that good . . .”
“Start small and work your way up.” That was what 
aunty had always taught him. “Hey, buddy, what you 
want for this helmet?”

Where to Trade

Trade
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Groups   Common  Uncommon  Rare

  1       40%       10%     --

2-4       60%       20%     --

  5+      80%       30%     15%

Friendly Swap Meet

kasbah

kasbah

Barter Stores

Size   Common   Uncommon   Rare
Small     50%      20%      5%
Medium    75%      40%     15%
Large     90%      60%     30%

Swapping



Spot Rules

Fumble:
Failure:

Success:
Special:

Critical: 

Risk

  Risk  Roll          Risk  Roll

    1     1            11   1D12

    2    1D3           12   2D6

    3    1D4           13   2D6+1

    4    1D4+1         14   2D8

    5    1D6           15   2D8+1

    6    1D6+1         16   2D10

    7    1D8           17   3D6

    8    1D8+1         18   3D8

    9    1D10          19   3D10

   10    1D10+1        20   3D12
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Describing a Firearm

   Form     Enc  Basic Hnd HP Range

     Pistols

   Holdout  0.0   10%   1   3     3

   Snub     0.4   10%   1   5    10

   Short    0.7   15%   1   6    15

   Standard 1.0   20%   1   8    20

   Long     1.5   25%   1   9    25

   Carbine  2.0   15%   2  11    75

   Rifle    3.0   20%   2  12   100

   Shotgun  3.0   25%   2  12  Choke

Single Shot (ROF 1 or 2):

Single (ROF 1):

Double (ROF 2):

Mechanical (ROF 1): 

Autoloading (ROF 3):

Fully Automatic (ROF Burst):

Automatic Burst (ROF 3*):

gauge

Shot

Firearms



Rifle Rounds  Risk
.222 11
.22-250 12
.223 11
.243 13
.270 13
.280 13
.300 Magnum 14
.30-06 14
.30-30 13

.303 Mk VII SAA Ball 14

.338 Magnum 15

.444 Marlin 14

.44-40 11

.50 BMG 18
5.56mm NATO 11
6mm 12

6.5x50mm Arisaka 13
7mm Magnum 13
7.62mm M52 12
7.62mm M43 12
7.62mm NATO 13

7.62x54mmR 14

7.7x58mm Arisaka 13

7.92x33mm Kurz 12

7.92x57mm Mauser 14

Risk by Caliber 
Pistol Rounds Risk
.25 ACP 2
.32 ACP 4
.357 Magnum 9
.38 Special 6
.380 ACP 5
.41 Magnum 9
.44 Magnum 10
.44-40 9
.45 ACP 7
.45 Long Colt 8
.50 AE 11

9mm Parabellum 8

Carbine Rounds Risk
.270 12
.30 Carbine 10
.30-06 13
.30-30 12
.338 Magnum 14
.444 Marlin 13
.44-40 10
7mm Magnum 12

Rimfire Rounds Risk
.22 Short 2
.22 LR 4
.22RF Magnum 7

                     Shotguns
Shot 00-Buck Slug

0.410 7 9 11
20 Ga 10 12 14

20 Magnum 10 12 14
16 Ga 11 13 15
12 Ga 11 13 15

12 Magnum 12 14 16
10 Ga 12 14 16

10 Magnum 12 14 16

Spot Rules
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None (1 round):

Cylinder (3 SR or 5 DEX to open, +1 per bullet loaded):

e.g.
Portal (1 SR or 3 DEX per round to insert):

Tubular (3 SR or 5 DEX to remove cap, +1 per round to 
load, 3 SR or 5 DEX to replace cap):

Stripper Clips (3 SR or 5 DEX, only with an empty weap-
on): 

Box (3 SR or 5 DEX): 

TP = Risk × ROF + HP  + Features

Folding Stock:

Recoil Pad:

Target Weapon:

Variable Choke:

Shotguns and Range

Risk Modifiers

Quality     Fumble   HP

Very Poor    97-00   -2

Poor         98-00   -1

Standard     99-00    0

High           00    +2

Table of Risk Modifiers

     Type               Modifier

Ballistic Armor         All or -1

Range:    Contact           +2

         Point Blank       +1

         Medium            -1

         Long              -2

Lighting: Poor              -1

         Darkness          -2

Skill:    30% or less       -1

         90% or more       +1



Each gun has a base Risk that is 
modified by the situation.

Vehicle References

Chases          BRP pp. 216-217

Vehicles        BRP p. 269

Movement        BRP p. 181

Making a Vehicle

Chassis

Type        SIZ  SP   HP   AV  Cost

Cycle       10    3   25  10/0   40

Compact     35    6   30  10/2   50

Standard    45   10   40  12/2   60

Extended    55   15   65  14/2   80

Truck       75   20   80  16/2  100

Armor       Example          Rating

Type I      22 LR, 380 ACP       7

Type II-A   9mm, 40 S&W          9

Type II     9mm, .357 Mag       11

Type III-A  9mm HP, .44 Mag     13

Type III    Rifles              16

Type IV     AP Rifles           20

Cars

Spot Rules
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Power Plant

                  Acceleration

Size   OUT  SIZ  7   8   9  10   TP

Tiny    50  10   50  35  31  25  40

Small   80  15   80  44  40  32  50

Stand. 120  20  120  70  60  50  75

Large  200  25  200 100  85  80 100

Huge   400  30  400 200 155 125 150

Features

          Type         SIZ  TP  AV

   Light Improvised     3   20  +6

   Heavy Improvised     5   30  +8

   Light Military       2   50  +5

   Heavy Military       3   75  +9

   Standard             1   10  +4

         Bonus    TP

          +5%    100

         +10%    200

         +15%    400

    Maximum Speed         TP

           13             +50

           14            +100

           15            +200



      Level  Damage    Cost

         1     1D12      500

         2     2D12     1000

         3     3D12     2000

         4     4D12     3000

         5     5D12     4000

         6     6D12     5000

Spot Rules
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kasbah

The Size of Cars

Rubble and Ruin

SIZ = × lbs.  

Example



Basics

Maximum Safe Speed Table

Terrain                     Base

Interstate, good condition    13

Good road                     10

Offroad, flat and open         7

Low rubble, main road          6

Razor rubble                   5

Low rubble, side road          4

High rubble                    4

Weed patch                     4

Low rubble, offroad            3

Dragon’s teeth                 3

Condition     Modifier

Wet              -1

Sandy            -1

Heavy sand       -3

Icy              -3

Oil slick        -4

Night            -3

Dusk             -1

Using a Vehicle

Spot Rules
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Control Roll Table
Situation                  Modifier

Braking                     -5% per

Speeding                    -5%

Going slow (move 1-2)      +10%

Hitting something          -10%

Bootlegger reverse         -25%

(Speed must be either Move 2 or 3)

At vehicle’s max speed     -10%

Turns                       -5% per

Minor Damage               -10%

Road Conditions
Gravel road                -10%

Steep hill                 -10%

Dirt road                  -20%

Rocks and rubble           -20%

Sandy, light                -5%

Sandy, heavy               -10%

Light rubble               -20%

Oily road                  -20%

Icy road                   -20%

Weather
Fog                        -10%

Night                      -10%

Rain                       -10%

Rain, monsoon              -20%

Strong wind                -10%

Snowstorm                  -20%

Sandstorm                  -20%

Light dust storm           -10%

Loss of Control

Trivial Skid:
Slight Skid:

Fishtail:

Major Fishtail:

Skid:

Turn:

Roll:



Actions

Things Characters Do

Things That Happen to Cars

Armor does not reduce the damage 
of collisions; only safety equipment 

and ram plates can do that.

i.e.

Spot Rules
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Damaging Vehicles

Loss of Electronic Engine Control System:

Broken Fuel Line:

Damaged Cooling System:

Loss of Oil Pressure:

Loss of Power Steering:

Brake Damage:

Loss of Engine Output: 

Fuel Leak:

Flat Tire:

Loss of Ancillary System:

Vehicle Notes

Who Can Drive

Repair



Vehicle Combat Example

Spot Rules



Rubble and Ruin

Physical Attributes

Superior Senses

e.g.

Levels Toy Small  Large  Huge

  0    1-5  1-3    1-3   1-2

  1     6   4-6    4-5   3-5

  2                 6     6

Training and Handling

e.g.

Dogs

Tiny Small Large Huge

Weight       10 lbs.       20-50        60-80              85+

STR           1D3           1D6          2D6               2D6+6

CON           1D6           2D6          3D6               3D6

SIZ           1D2           1D3+1        1D6+1             2D6+1

INT 5 5 5 5

POW           1D6           2D6          2D6               3D6

DEX           2D6+6         2D6+6        2D6+6             2D6+6

Bite          30%           30%          30%               30%

Damage*       1D2           1D4          1D6               1D8

Dodge 55% 55% 45% 35%

Skills 

            Listen 50%    Listen 75%   Listen 75%        Listen 75%

            Sense 50%     Sense 50%    Sense 90%         Sense 90%

                          Spot 60%     Spot 60%          Spot 60%

Track 80% Track 80% Track 80%

Example Breeds

            Rat Terrier   Beagles      Golden Retriever   German Sheppard

* Plus one half damage bonus (Bleed).



Dog Handling Modifiers

Spot Rules
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Picking the City

CHAPTER 4
A WORLD OF RUBBLE
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A World of Rubble

The Campaign

Rubble and Ruin

Rubble and Ruin

kasbah Kas-
bah

A Baker’s Dozen Kasbahs
kasbah



Rubble and Ruin

e.g.



The Environment

Describing the Ruin

Building Integrity

A World of Rubble
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Looted



Nature Gone Wild

Heat

Monsoons

Dust Storms

Weed Patches

A World of Rubble
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Bug Bogs

       Random Insect Swarms 

  Bug Size              Venom Factor

1-3 Very small            1-3 20

4-5 Small                 4-5 15

6  Large                  6  10

7  Very large           

8  Huge   

Game Balance

Rubble and Ruin

Rubble
and Ruin



Sample Groups

Boss’s Bar and Grill

kasbah

kasbah

Characters at Boss’s
Boss    Soldier, Age: 52, Culture: Enclave, Male Human

STR: 8  CON: 10  SIZ: 13  DEX: 10  INT: 16  POW: 8 
 APP: 6

HP: 12  Move: 10  DB: 0

Skills: Appraise 60%, Bargain 68%, Brawling 47%, 
Knowledge(Rubble 90%, Commerce 75%, DRA 30%), Dodge 
59%, Drive Car 34%, Firearm (Rifle +62%, Pistol 
+62%), First Aid 65%, Heavy Weapons (Machine Guns 
32%), Language (Russian 33%), Melee Weapons 27%, 
Persuade 28%, Technology 59%.

Powers: Cyberware (BCI, Eye, In-line computer w/ com-
munications upgrade).  Failing: Known (throughout 
Rubble).

Note: Boss is a HERO-level NPC.

DDoozzeerr             Scavenger, Age: 21, Culture: Tribal

 Male Labor BEP

STR: 23  CON: 12  SIZ: 18  DEX: 15  INT: 5  POW: 10  APP: 12

HP: 15  Move: 8  DB: +2D6

Attacks: Wrecking Bar 75%, 5D6 damage.

Skills: Bow +39%, Brawling 75%, Climb 65%, Dodge 75%, Food 44%, Grapple 75%, 
Hide 52%, Jump 40%, Meteorology 1%, Pole Arms 75%, Rubblewise 6%, Stealth 
65%, Wilderness (Rubble 30%).

Powers: Biomodifications (+3 Str, +2 Dex).  Failings: Social Hallmark 
(Gullible), Gluttony.

Notes: Boss adopted Dozer during his travels. Although he may not be too 
bright, he understands Boss’s instructions. Most problems end when Dozer 
breaks out the wrecking bar.

A World of Rubble
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Cover ($1):

Drinks ($1):

Meals ($1):

Flop Space (free):

Leach (at cost):

Vault Space ($10 per month):

Rag Room ($1):

Characters at Boss’s
MMaarrtthhaa      Age: 31  Profession: Engineer  Human Female  Culture: Sleeper

STR: 8  CON: 12  SIZ: 10  DEX: 14  INT: 15  POW: 10  APP: 12  

HP: 11  Move: 10  DB: 0

Skills: Dodge 32%, Firearm (Pistol +26%), Food 39%, Heavy Machine 
(Construction 27%), Hide 44%, Knife 26%, Knowledge (Commerce 30%, History 
30%), Literacy 30%, Science (Advanced Technology 29%, General 29%) Spot 
41%, Stealth 44%, Technology 65%, Technical (Basic Engineering 90%, 
Electronics 90%, Mechanical Engineering 29%, Power Generation 29%).

Powers: Skill Master (Electronics, Basic Engineering), Gifted (+3% Knowledge), 
Increased Skills Technology (Electronics, Basic Engineering), Cybernetic 
Limb (left leg).  Failing: Farsighted (wears glasses).

Notes: Martha was a military engineer who lost her leg to enemy action.  She 
was in cold-sleep receiving a replacement when the Big Push came. She awoke 
a few years ago and eventually found a place at Boss’s.  She and he were 
born about the same year.

CCaarrbboonn      Age: 17  Profession: Wild  Human Male  Culture: Feral

STR: 10  CON: 10  SIZ: 11  DEX: 11  INT: 16  POW: 7  APP: 15

HP: 11  Move: 10  DB: 0

Skills: Dodge 52%, Food 29%, Grapple 39%, Hide 60%, Insight 29%, Knife 59%, 
Listen 94%, Speak Russian 27%, Spot 94%, Stealth 60%, Technology 31%, Throw 
55%, Track 44%, Wilderness (Rubble 59%).

Powers: Biomodifications (+2 Str, Eye, Eye [Low-Light], Ear).  Failing: Social 
Hallmark (Curious).

Notes: Typical of the wild kids that Boss keeps around his place, Carbon is a 
young guy who is filled with wonder of the world.  He is constantly seeking 
out new and interesting things.  This is the world he was born into, and he 
does not fear it.



Dweazel’s Damned

kasbah

Dweazel
Dweazel           Explorer, Age: 24, Culture: Enclave

 CSA Transhuman Male

STR: 13  CON: 14  SIZ: 17  DEX: 14  INT: 16  POW: 16 
APP: 14

HP: 16  Move: 10  DB: +1D4

Skills: Climb 51%, Drive (Motorcycle 75%), Dodge 73%, 
Etiquette (Rubblewise 51%), Fast Talk 36%, Firearms 
(Pistol 59%), Insight 51%, Jump 46%, Knowledge (FCA 
54%, Klan 34%), Melee 34%, Navigate 61% (+bonus), 
Persuade 46%, Speak (English 91%, Spanish 41%), 
Spot 56%, Technology 50%, Wilderness (Rubble 39%).

Powers: Biomodification (Compass), Citizenship (Klan), 
3 Increased Skills.

Typical Dirt Bike

Cycle Chassis with Small Power Plant

Speed 11  Accel: 9  HP: 25  AV 10/0  130 TP

Features: Driver and two unused spaces, 2x Suspension Lifting, -4 Risk for 
terrain. Accel drops to 8 if carrying up to 50 lbs. of gear and 7 for up to 
600 lbs.
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Coven

kasbah

kasbah

kasbah

über



Twin 1           Wizard, Age: 20, Culture: Tribal

  Male Transhuman Brain

STR: 10  CON: 6  SIZ: 14  DEX: 6  INT: 21  POW: 15 
APP: 12

HP: 10  Move: 10  Damage Bonus: 0

Skills: Appraise 34%, Food 27%, Knife 27%, Literacy 
35%, Perform (Acting 30%, Rabble-Rousing 35%), 
Research 75%, Science (Biomedicine 42%, Chemistry 
40%, General 74%), Sense 62%, Technology 32%, 
Wilderness (Rubble 39%). 

Powers: PSI [TEL] 20 (Align Mind 41%, Send-Receive 
41%, Dominate 60%); PSI [ESP] 30 (Clairvoyance 60%, 
Clairaudience 60%, Sense Mind 41%, Mind Sniffer 
75%).

Note: Many extra psionic powers that have been gained 
from psionic research.

Twin 2          Wizard, Age: 20, Culture: Tribal

  Male Transhuman Brain

STR: 8  CON: 9  SIZ: 10  DEX: 10  INT: 20  POW: 16  APP: 13

HP: 10  Move: 10  DB: 0

Skills: Appraise 31%, Craft (Psionic Tattoos 75%), Food 29%, Insight 45%, 
Knife 29%, Literacy 32%, Perform (Acting 48%, Rabble Rousing 23%), Research 
45%, Sense 30%, Technology 47%, Wilderness (Rubble 36%).

Powers: PSI [TEL] 30 (Align Mind 75%, Send-Receive 41%, Dominate 75%, Rider 
60%); PSI [ESP] 20 (Clairvoyance 41%, Clairaudience 41%).

Note: Many extra psionic powers that have been gained from psionic research.

The Twins

New Powers
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Big Rats

Megarats

Characteristic   Roll     Average

      STR        1D6+1      4-5

      CON        3D6       10-11

      SIZ        2D3         4

      INT         5          5

      POW        2D6+1       8

      DEX        2D6+6      13

      APP        1D6        3-4

HP: 7-8  Move: 12  DB: -1D6

Attacks: Bite 40%, 1D6+1/2DB (Bleed).

Skills: Hide 40%, Dodge 40%, Listen 
75%, Stealth 50.

Powers: Dark Vision, Super Smell.

Armor: 1 point fur.

King Rats

über

Characteristic   Roll     Average

     STR        1D6+1      4-5

     CON        3D6       10-11

     SIZ        2D3         4

     INT        2D6         7

     POW        2D6+1       8

     DEX        2D6+6      13

     APP        1D6        3-4

HP: 7-8  Move: 8 (12 on all fours)

DB: -1D6

Attacks: Bite 40%, 1D6+1/2DB (Bleed); 
Darts 50%, 1D6+1/2DB (Impale); 
Short Sword 50%, 1D6+1+DB (Impale).

Skills: Climb 50%, Dodge 60%, Hide 
75%, Listen 75%, Stealth 50%.

Powers: Dark Vision, Super Smell.

Armor: 1 point fur.

Dog Packs

Random Dog Packs 
           1-3      4-5      6  

Dog Size   Small   Medium   Large

 Tiny       1       1D3     2D6

Small      1D6      2D6     3D6

Large      1D6      2D6     2D6

 Huge       -        1      1D3

Bestiary



Chud

Chud Scout
Characteristic   Roll   Average

     STR        3D6     10-11

     CON        3D6     10-11

     SIZ        2D6+3    10

     INT        2D6+6    13

     POW        3D6     10-11

     DEX        3D6     10-11

     APP        3D6     10-11

HP: 10-11  Move: 10  DB: 0

Attacks: Light Mace 50%; Bolter 50%.

Skills: Dodge 25%, Hide 50%, Know-
ledge (Tunnels of ruins 75%), 
Listen 50%, Stealth 50%.

Powers: One in four will have powers 
as per humans.

Armor: Typically Chud 1 everywhere.

Chud Fighter
Characteristic   Roll   Average

     STR        2D6+8    15

     CON        3D6     10-11

     SIZ        2D6+9    16

     INT        2D6+3    10

     POW        3D6     10-11

     DEX        3D6     10-11

     APP        2D6+2     9

HP: 13-14  Move: 10  DB: +1D4

Attacks: Heavy Mace 75%, 1D8+2+DB 
(Crush); Sledge Hammer 70%, 
2D6+2+DB (Crush); Bolter 75%, 
2D6+2 (Impale), Att: 1/3, Range 55.

Skills: Dodge 50%, Listen 50%.

Powers: One in four will have powers 
as per humans.

Armor: Chud 3 torso, Chud 2 elsewhere.
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Chud Leader
Characteristic   Roll   Average

      STR        3D6     10-11

      CON        3D6     10-11

      SIZ        2D6+6    13

      INT        2D6+6    13

      POW        3D6     10-11

      DEX        3D6     10-11

      APP        3D6     10-11

HP: 12-13  Move: 10  DB: 0

Attacks: Light Mace 75%, 1D6+2 
(Crush); Bolter 75%, 1d6+2 (Im-
pale), Att: 1/2 range 40.

Skills: Dodge xx%. 

Powers: One in four will have powers 
as per humans.

Armor: Chud 3 torso, Chud 2 elsewhere.

Type    AV   Layering  Enc  TP

Chud 1   2      No     0.2  10

Chud 2   4      No     0.4  15

Chud 3  6/3     No     0.6  20

Giant Roaches

Robotic Security

kasbah

Using Chud in Adventures



Robots, Android

Utility Bots

Characteristic   Roll    Average

     STR        4D6+6     20 

     CON        2D6+6     13 

     SIZ        2D6+6     13 

     INT        2D6+6     13

     POW        3D6      10-11

     DEX        3D6      10-11

     APP        2D6        7

HP: 13  Move: 10  DB: +1D6

Attacks: Frequently none.

Skills: Typically almost any 
Knowledge, Science, or Technical.

Powers: See below.

Armor: Special.
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Security Bots

Characteristic   Roll    Average

      STR        3D6      10-11

      CON        2D6+6     13

      SIZ        2D6+6     13

      INT        1D6+4     7-8

      POW        3D6      10-11

      DEX        3D6      10-11

      APP        2D6        7

HP: 13  Move: 10  DB: 0

Attacks: Typically Pistol 50%; Club 
50%.

Skills: Dodge 50%.

Powers: See below.

Armor: Special.

Police Bots

Characteristic   Roll    Average

      STR        3D6      10-11

      CON        2D6+6     13

      SIZ        2D6+6     13

      INT        2D6+3     10

      POW        3D6      10-11

      DEX        3D6      10-11

      APP        1D6       3-4

HP: 13  Move: 10  DB: 0

Attacks: Typically Pistol 50%; Club 
50%.

Skills: Dodge 50%.

Powers: See below.

Armor: Special.

Infantry Bots

Characteristic   Roll    Average

     STR        4D6       14

     CON        3D6+3    13-14

     SIZ        2D6+8     15

     INT        2D6+6     13

     POW        3D6      10-11

     DEX        3D6+3    13-14

     APP        1D6       3-4

HP: 15  Move: 10  DB: +1D4

Attacks: Rifle 75%; Heavy Weapon 50%.

Skills: Dodge 75%.

Powers: See below. Frequently have 
POWx1 points of upgrades.

Armor: Special.

Shock Bots

Characteristic   Roll    Average

     STR        5D6      17-18

     CON        4D6+6     20

     SIZ        2D6+12    19

     INT        2D6+6     13

     POW        3D6      10-11

     DEX        3D6+5    15-16

     APP        1D6       3-4

HP: 20  Move: 12  DB: +1D6

Attacks: Rifle 90%; Heavy Weapon 75%.

Skills: Dodge 90%, Shield 90%, plus 
other military specialties. 

Powers: See below. Frequently have 
POWx2 or more points of upgrades.

Armor: Special.



Robot Powers

Robot Characters
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Robot Tanks Air Defense Robot: Automated Vehicle

Speed: 8  Accel: 4  Move: 83

SIZ: 95  HP: 180  AV: 30

Armament: Twin Laser Cannon Turret 
100%, 8D8+8, Range 600 M (Vehicle 
Range Category 4); Anti-Personnel 
Lasers 75% (4 attacks), 2D8+2, 
Range 100 M per round (Vehicle 
Range Category 4).

Notes: It can use it lasers either as 
an anti-personnel weapon or as ar-
tillery but not both—it takes no 
time to switch firing modes.

Originally equipped with machine guns 
and smoke screens, all the ammuni-
tion for these weapons has been de-
pleted (one hopes; the GM is free 
to add a couple of machine guns 
just to keep PCs guessing).

The robot tanks can use their primary 
weapon to shoot at missiles and 
high-speed aircraft at greater 
ranges than those listed for 
ground targets.



The Vent Fan

Background

Points of Entry

über

Exploring above Ground

CHAPTER 5
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The Rooms
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Megarats 1 to 12

STR: 5  CON: 12  SIZ: 4  DEX: 14 
 POW: 8

HP: 8  Move: 12  DB: -1D6

Attacks: Bite 40%, 1D6-1D3 (Bleed).

Skills: Dodge 40%, Hide 50%, Stealth 
50%, Listen 75%.

      +-----+

      |  1  |

      |  3  |

+-----+-----+-----+

|  1  |  1  |  1  |

|  2  |  4  |  2  |

+-----+-----+-----+

      |  1  |

      |  3  |

+-----+-----+-----+

|  1  |     |  1  |

|  3  |     |  3  |

+-----+     +-----+

Notes: The rats are generally not 
curious about intruders. If they 
are in a room when PCs enter they 
will attack, but, if the first few 
rounds go poorly, they will likely 
retreat towards the nest pile.

The Rat Pile



High King      King Rat

STR: 6  CON: 14  SIZ: 6  DEX: 15 
 POW: 8

HP: 10  Move: 8/12  DB: -1D6

Attacks: Bite 60%, 1D6-1D3; Dart 50%, 
1D6-1D3 (Impale).

Skills: Dodge 40%, Hide 50%, Stealth 
50%, Listen 75%.

      +-----+

      |  1  |

      |  4  |

+-----+-----+-----+

|  1  |  1  |  1  |

|  3  |  4  |  3  |

+-----+-----+-----+

      |  1  |

      |  4  |

+-----+-----+-----+

|  1  |     |  1  |

|  4  |     |  4  |

+-----+     +-----+

Note: This clever fellow has learned 
how king rats can mask their scent 
and pass safely through megarat 
colonies.  He has taught this 
trick to his three minions.

Minions #1 to #3      King Rats

STR: 4  CON: 10  SIZ: 4  DEX: 13 
 POW: 8

HP: 7  Move: 8/12  DB: -1D6

Attacks: Bite 40%, 1D6-1D3; Dart 50%, 
1D6-1D3 (Impale); Short Sword 50%, 
1D6+1-1D6.

Skills: Dodge 40%, Hide 50%, Stealth 
50%, Listen 75%.

      +-----+

      |  1  |

      |  3  |

+-----+-----+-----+

|  1  |  1  |  1  |

|  2  |  3  |  2  |

+-----+-----+-----+

      |  1  |

      |  3  |

+-----+-----+-----+

|  1  |     |  1  |

|  3  |     |  3  |

+-----+     +-----+

Adventures
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Laser Dome: DEX 13  HP 5  AV 4

Attacks: Laser 75%, 2D6 (Impale).

W15: The Contaminating Fungus

Adventures
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Automated Animal-Handling Robot

STR: 20  CON: 14  SIZ: 15  DEX: 15 
INT: (13)  POW: 10

HP: 15  Move: 13  DB: +1D6

Attacks: Mechanically Thrown Scalpel 
75%, 1D6+1D3, Range 20; Solid Met-
al Track Unit (as Heavy Mace) 40%, 
1D8+2+1D6.

Powers: Light Armor, Omega Shielding.
       +-----+

       | 2/9 |

       |  5  |

 +-----+-----+-----+

 | 2/9 | 2/9 | 2/9 |

 |  4  |  6  |  4  |

 +-----+-----+-----+

       | 2/9 |

       |  5  |

 +-----+-----+-----+

 | 2/9 |     | 2/9 |

 |  5  |     |  5  |

 +-----+     +-----+

Notes: The bot can only move along 
the tracks on the ceiling.

The security AI wants to inflict as 
much damage as it can on in-
truders, and, if the laser dome in 
room (15) is still functional, it 
will coordinate their attacks.

The bot will sit near the back of the 
room and let several people in be-
fore throwing two scalpels and 
rushing to attack in melee.

Chud Tactics



Biggy             Chud Fighter

STR: 18  CON: 12  SIZ: 18  DEX: 11 
INT: 8  POW: 8

HP: 15  Move: 10  DB: +1D6

Attacks: Medium Bolter 75%, 2D4+2 
(Impale); Sledge Hammer 70%, 
2D6+2+1D6.

       +-----+

       | 6/3 |

       |  5  |

 +-----+-----+-----+

 |  4  | 6/3 |  4  |

 |  4  |  6  |  4  |

 +-----+-----+-----+

       | 6/3 |

       |  5  |

 +-----+-----+-----+

 |  4  |     |  4  |

 |  5  |     |  5  |

 +-----+     +-----+

Gear: Chud 3 Armor on torso, Chud 2 
elsewhere (165 TP), Medium Bolter 
(34 TP), IR Goggles (50 TP).

Littly            Chud Scout

STR: 10  CON: 10  SIZ: 8  DEX: 13 
INT: 10  POW: 10

HP: 9  Move: 10  DB: 0

Attacks: Light Bolter 75%, 1D6+2 
(Impale); Light Mace 70%, 1D6+2.

       +-----+

       |  2  |

       |  3  |

 +-----+-----+-----+

 |  2  |  2  |  2  |

 |  3  |  4  |  3  |

 +-----+-----+-----+

       |  2  |

       |  3  |

 +-----+-----+-----+

 |  2  |     |  2  |

 |  3  |     |  3  |

 +-----+     +-----+

Gear: Chud 1 everywhere (100 TP), 
light bolter (28 TP), IR goggles 
(50 TP).

Piddly            Chud Scout

STR: 10  CON: 10  SIZ: 8  DEX: 13 
INT: 10  POW: 10

HP: 9  Move: 10  DB: 0

Attacks: Light Bolter 75%, 1D6+2 
(Impale); Light Mace 70%, 1D6+2.

      +-----+

      |  2  |

      |  3  |

+-----+-----+-----+

|  2  |  2  |  2  |

|  3  |  4  |  3  |

+-----+-----+-----+

      |  2  |

      |  3  |

+-----+-----+-----+

|  2  |     |  2  |

|  3  |     |  3  |

+-----+     +-----+

Gear: Chud 1 everywhere (100 TP), 
Light Bolter (28 TP), IR Goggles 
(50 TP).

Squidly           Chud Scout

STR: 10  CON: 10  SIZ: 8  DEX: 13 
INT: 10  POW: 12

HP: 9  Move: 10  DB: 0

Attacks: Light Bolter 75%, 1D6+2 
(Impale); Light Mace 70%, 1D6+2.

Powers: PSI [ESP] 10 (Clairvoyance 
50%).

      +-----+

      |  2  |

      |  3  |

+-----+-----+-----+

|  2  |  2  |  2  |

|  3  |  4  |  3  |

+-----+-----+-----+

      |  2  |

      |  3  |

+-----+-----+-----+

|  2  |     |  2  |

|  3  |     |  3  |

+-----+     +-----+

Gear: Chud 1 everywhere (100 TP), 
light bolter (28 TP), IR goggles 
(50 TP).

The Chud

Adventures



Rubble and Ruin

Background

The Prize

The Other Racers
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Driver Dan        Scavenger, Age 22

STR: 10  CON: 10  SIZ: 10  DEX: 14 
INT: 12  POW: 10  APP: 12

HP: 10  Move: 10  DB: 0

Attacks: Butcher Knife 60%, 1D6 
(Impale).

Skills: Drive (Car 85%), Insight 50%, 
Auto Mechanic 35%.

Powers: Skill Focus (Drive).
       +-----+

       | 7/1 |

       |  4  |

 +-----+-----+-----+

 |  6  |  6  |  6  |

 |  3  |  4  |  3  |

 +-----+-----+-----+

       |  6  |

       |  4  |

 +-----+-----+-----+

 |  6  |     |  6  |

 |  4  |     |  4  |

 +-----+     +-----+

Armor: Reinforced street armor (6/0, 
11.25 ENC), light durasteel helmet 
(7/1, 1.5 ENC).

The Race



Typical Jumper (1 of 3)    Scavenger

STR: 12  CON: 12  SIZ: 14  DEX: 12 
INT: 9  POW: 10  APP: 10

HP: 13  Move: 10  DB: +1D4

Attacks: Fire Axe 75%, 1D8+2+1D4 
(Bleed), 1.5 ENC; Belt Knife 60%, 
2D4 (Impale), 0.5 ENC.

Skills: Climb 60%, Jump 60%.
      +-----+

      | 7/1 |

      |  5  |

+-----+-----+-----+

|  6  |  6  |  6  |

|  4  |  6  |  4  |

+-----+-----+-----+

      |  6  |

      |  5  |

+-----+-----+-----+

|  6  |     |  6  |

|  5  |     |  5  |

+-----+     +-----+

Armor: Reinforced street armor (6/0, 
11.25 ENC), light durasteel helmet 
(7/1, 1.5 ENC).

Adventures

Scrapyard Scavengers

Speed: 12  Accel: 7  HP: 80  AV: 22/10  875 TP

Ballista: 10D6, improved firing mechanism fires every third turn, fires 
without penalty to chase Range 2.

Arbalests (x2): 3D6+1, fire once per five turns, fire without penalty to chase 
Range 2.

Typical Gunner (1 of 3)    Scavenger

STR: 11  CON: 10  SIZ: 10  DEX: 14 
INT: 10  POW: 10  APP: 11

HP: 11  Move: 10  DB: 0

Attacks: Machete 50%, 1D8 (Bleed).

Skills: Artillery (Giant Cross-
bow 60%), Jump 30%, Climb 30%, 
(one gunner:) Auto Mechanic 50%.

      +-----+

      | 7/1 |

      |  4  |

+-----+-----+-----+

|  6  |  6  |  6  |

|  3  |  5  |  3  |

+-----+-----+-----+

      |  6  |

      |  4  |

+-----+-----+-----+

|  6  |     |  6  |

|  4  |     |  4  |

+-----+     +-----+

Armor: Reinforced street armor (6/0, 
11.25 ENC), light durasteel helmet 
(7/1, 1.5 ENC).
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Travis            Yammerhead, Age: 23

  CSA Transhuman Male

STR: 17  CON: 12  SIZ: 15  DEX: 10 
INT: 18  POW: 12  APP: 16

HP: 14  Move: 11  DB: +1D4

Attacks: Belt Knife 75%, 2D4 (Im-
pale), 0.5 ENC.

Skills: Drive (Car 75%), Fast-
talk 50%, Persuade 60%, Rabble 
Rousing 50%, Auto Mechanic 50%.

       +-----+

       |  0  |

       |  5  |

 +-----+-----+-----+

 |  3  | 5/9 |  3  |

 |  4  |  6  |  4  |

 +-----+-----+-----+

       |  3  |

       |  5  |

 +-----+-----+-----+

 |  8  |     |  8  |

 |  5  |     |  5  |

 +-----+     +-----+

Gear: Duraweave coveralls (3/0, 0.9 
ENC, 72 TP), Kevlar II chest (2/9, 
0.8 ENC, 36 TP), Plague Boots (0.4 
ENC, 25 TP), sharp-looking cap.

Terence           Scavenger, Age: 17

STR: 15  CON: 12  SIZ: 15  DEX: 10 
 INT: 17  POW: 10  APP: 11

HP: 14  Move: 11  DB: +1D4 

Attacks: Belt Knife 75%, 2D4 (Im-
pale), 0.5 ENC; Sledge Hammer 75%, 
2D6+1D4+2 (Crush), 2.0 ENC.

Skills: Climb 60%, Jump 100%, 
Dodge 50%.

Powers: Biomodification (Leaper).
       +-----+

       |  0  |

       |  5  |

 +-----+-----+-----+

 |  3  | 5/9 |  3  |

 |  4  |  6  |  4  |

 +-----+-----+-----+

       |  3  |

       |  5  |

 +-----+-----+-----+

 |  8  |     |  8  |

 |  5  |     |  5  |

 +-----+     +-----+

Gear: Duraweave coveralls (3/0, 0.9 
ENC, 72 TP), Kevlar II chest (2/9, 
0.8 ENC, 36 TP), Plague Boots (0.4 
ENC, 25 TP), sharp-looking cap.

Team Tranny’s Truck

e.g.



Tracy             Scavenger, Age: 20

 Female CSA Transhuman

STR: 11  CON: 10  SIZ: 16  DEX: 14 
INT: 17  POW: 8  APP: 15

HP: 13  Move: 11  DB: +1D4

Attacks: Belt Knife 75%, 2D4 
(Impale), 0.5 ENC; Baseball Bat 
50%, 1D6+2+1D4 (Crush); Thrown 
Hardball 80%, 1D4+1D2 (Crush).

Skills: Climb 60%, Jump 60%, 
Hide 80%, Sneak 80%, Throw 80%, 
Dodge 50%.

Powers: Biomodifications (Slinker, 
Slinger), Social Hallmark (Base-
ball Nut).

      +-----+

      |  0  |

      |  5  |

+-----+-----+-----+

|  3  | 5/9 |  3  |

|  4  |  6  |  4  |

+-----+-----+-----+

      |  3  |

      |  5  |

+-----+-----+-----+

|  8  |     |  8  |

|  5  |     |  5  |

+-----+     +-----+

Gear: Duraweave coveralls (3/0, 0.9 
ENC, 72 TP), Kevlar II chest (2/9, 
0.8 ENC, 36 TP), Plague Boots (0.4 
ENC, 25 TP), and a baseball cap.

Truman      Tough, Age: 18

 Male CSA Transhuman

STR: 20  CON: 14  SIZ: 18  DEX: 12 
 INT: 14  POW: 14  APP: 13

HP: 16  Move: 11  DB: +1D6 

Attacks: Belt Knife 60%, 1D4+1D6 
(Impale), 0.5 ENC; Sledge Hammer 
75%, 3D6+2 (Crush), 2.0 ENC; 
Modern Bow 75%, 1D10+1+1D3 
(Impale), Range 150, 1.0 ENC.

Skills: Melee 75%, Dodge 75%, 
Bow 75%, Climb 60%, Jump 60%.

      +-----+

      |  0  |

      |  6  |

+-----+-----+-----+

|  3  | 5/9 |  3  |

|  4  |  7  |  4  |

+-----+-----+-----+

      |  3  |

      |  6  |

+-----+-----+-----+

|  8  |     |  8  |

|  6  |     |  6  |

+-----+     +-----+

Gear: Duraweave coveralls (3/0, 0.9 
ENC, 72 TP), Kevlar II chest (2/9, 
0.8 ENC, 36 TP), Plague Boots (0.4 
ENC, 25 TP), sharp-looking cap.

Theresa          Wizard, Age: 19

 CSA Transhuman Female

STR: 10  CON: 9  SIZ: 11  DEX: 13 
 INT: 22  POW: 10  APP: 17

HP: 10  Move: 11  DB: 0

Attacks: Belt Knife 50%, 1D4 (Impale).

Skills: Insight 50%.

Powers: PSI [BOD] 20 (Heal 75%, Mind 
over Matter 75%, Empathy 75%); PSI 
[KIN] 5 (Mend 50%).  Failing: Easy 
to Recognize.

      +-----+

      |  0  |

      |  4  |

+-----+-----+-----+

|  3  | 5/9 |  3  |

|  3  |  4  |  3  |

+-----+-----+-----+

      |  3  |

      |  4  |

+-----+-----+-----+

|  8  |     |  8  |

|  4  |     |  4  |

+-----+     +-----+

Gear: Duraweave coveralls (3/0, 0.9 
ENC, 72 TP), Kevlar II chest (2/9, 
0.8 ENC, 36 TP), Plague Boots (0.4 
ENC, 25 TP), sharp-looking cap.

If additional transhumans are needed, simply duplicate Truman and Terence.

Adventures
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Connie           Explorer, Age: 23

  Human Female

STR: 9  CON: 12  SIZ: 9  DEX: 16 
INT: 14  POW: 12  APP: 14

HP: 11  Move: 10  DB: 0

Attacks: P18 Pistol 75%, .357 Magnum 
1D10, Box 9 with 8 rounds, Range 
25.

Skills: Climb 40%, Technology 75%, 
Drive (Car 90%), Firearm (Pis-
tol 50%), Insight 50%.

Powers: Skill Master (Drive), Biomodi-
fications (+2 APP, +2 DEX).

       +-----+

       | 7/8 |

       |  4  |

 +-----+-----+-----+

 |  5  |  5  |  5  |

 |  3  |  5  |  3  |

 +-----+-----+-----+

       |  5  |

       |  4  |

 +-----+-----+-----+

 |  5  |     |  5  |

 |  4  |     |  4  |

 +-----+     +-----+

Gear: Old UASR uniform consisting of 
synthweave coveralls (135 TP) and 
military helmet (25 TP).

Gunnie            Wild, Age: 21

 Human Male

STR: 14  CON: 13  SIZ: 12  DEX: 16 
INT: 9  POW: 9  APP: 10

HP: 13  Move: 10  DB: +1D4

Attacks: Modern Bow 75%, 1D10+1D2 
(Impale), Range 150; Hammer 75%, 
1D6+1D4 (Crush).

Skills: Artillery (Zip Cannon 60%), 
Bow 75%, Climb 75%, Dodge 60%, 
Jump 50%, Mechanic 
(Automobile 30%).

Powers: Biomodifications (Gecko, +1 
DEX, +2 STR).

      +-----+

      | 7/8 |

      |  5  |

+-----+-----+-----+

|  5  |  5  |  5  |

|  4  |  6  |  4  |

+-----+-----+-----+

      |  5  |

      |  5  |

+-----+-----+-----+

|  5  |     |  5  |

|  5  |     |  5  |

+-----+     +-----+

Gear: Old UASR uniform consisting of 
synthweave coveralls (135 TP) and 
military helmet (25 TP).

Comrade Connie’s Cruiser

Speed: 12  Accel: 10  HP: 40  AV: 21/11  860 TP.

20mm zip cannon with 12 rounds of ammunition, 5D6, and
fires without penalty to chase range 3.

d



Armed Beaters Typical Racer
Scavenger, Age: 19-23

STR: 11  CON: 10  SIZ: 12  DEX: 12 
INT: 12  POW: 10  APP: 9

HP: 11  Move: 10  DB: 0

Attacks:  Pick one of the following.

1) Baseball Bat with Nails 65%, 1D6+2 
(Bleed), 2 ENC;

2) Tanker’s Drift Pin 65%, 1D6+2 
(Crush), 1 ENC;

3) Modern Bow 50%, 1D10 (Impale), 
Range 150, 1 ENC.

Skills: Drive 50%, Climb 50%, Jump 
50%, Dodge 40%.

      +-----+

      | 7/1 |

      |  4  |

+-----+-----+-----+

|  6  |  6  |  6  |

|  3  |  5  |  3  |

+-----+-----+-----+

      |  6  |

      |  4  |

+-----+-----+-----+

|  6  |     |  6  |

|  4  |     |  4  |

+-----+     +-----+

The Other Racers

Adventures
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Act 1: The Day Before

Tasks

Scrapyard Scavengers: Determining the basic 
statistics of their car is Easy; determin-
ing their route is an Average task; determ-
ining that they have two “helper” cars is a 
Hard task. The scavs are generally approach-
able with Social skills, and they are not 
particularly careful about concealing their 
intentions. Still, they are not foolish.

Team Tranny: Determining the basic statis-
tics of the car is Easy; determining that 
they plan to use Jumpers as their primary 
weapon is an Average task; determining 
their route ahead of time is a Hard task. 
It is difficult for anyone other than anoth-
er transhuman to use Social skills on the 
members of Team Tranny, but they do have a 
particular weakness for ignoring nearby 
BEPs, who may find it somewhat easier to 
eavesdrop on Team members. 

Comrade Connie: These two are hard nuts to 
crack. Determining the basic statistics of 
their car is an Average task; determining 
their route is Hard. Connie is susceptible 
to approaches from Soviet characters or 
from people with exceptional knowledge of 
automobile mechanics and car construction.

Other cars: It is generally an Easy task to 
learn the route and statistics of the other 
cars.



Investigating on foot, a character covers 3 
km per hour; this is the rate assumed for 
the Explore times listed in the table below.

Investigating on a bike allows a character 
to cover 6 km per hour, but it does require 
a bike. Halve the Explore times in the 
table if a bike is used.

When investigating in a car, one can cover 
9 km per hour, but this requires the burn-
ing of fuel. Divide the Explore time by 
three for characters using their cars.

Leg 1 (up to first checkpoint):

Leg 2 (to second checkpoint):

Leg 3 (towards the Big Finish):

Act 2: The Night Before

Act 2 Events

e.g.

Leg 4 (the Big Finish):

Adventures
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Leg Explore Time Moves MSS Approx km Terrain Turns

A 1 hour 50 6 2.7 Low-rubble main road 11

10 4

Last 10 moves are at MSS4

B ½ hour 38 4 1.8 Low-rubble side road 10

2 2

One sharp turn with MSS 2 for 2 moves.  Choke point through which only one 
car can pass at a time that has +5 Hazard on both sides.

C ½ hour 36 3 1.4 Low-rubble offroad 12

D 1 hour 60 4 2.7 High rubble 15

E 1 hour 60 4 2.7 Weed patch 15

F 1 hour 65 5 2.9 Low-rubble main road 13

The road is covered with sand, and it is 4 moves into the Weed patch. 
Finding this route takes a Spot roll during Act 1.

G 1 ½ hour 90 6 4.0 Low-rubble main road 15

Choke point through which only one car can pass at a time with +3 Hazard 
on both sides.

H 1 hour 80 4 3.6 Low-rubble side road 20

I 2 hour 126 7 6.6 Flat and open 18

J 1 hour 50 10 2.2 Good road 5

The Course



Thief 1          Thief, Age: 31

  Male Human

STR: 9  CON: 15  SIZ: 10  DEX: 17 
INT: 15  POW: 10  APP: 13

HP: 13  Move: 10  DB: 0

Attacks: Shiv 50%, 1D3 (Impale), 0.1 
ENC.

Skills: Hide 90%, Sneak 90%, 
Jump 50%, Dodge 40%.

       +-----+

       |  0  |

       |  5  |

 +-----+-----+-----+

 |  0  |  0  |  0  |

 |  4  |  6  |  4  |

 +-----+-----+-----+

       |  0  |

       |  5  |

 +-----+-----+-----+

 |  0  |     |  0  |

 |  5  |     |  5  |

 +-----+     +-----+

Gear: Black camouflage and sneakers 
giving +15% Hide and Sneak 
(already included above).

Plan: This thief wants to sneak under 
the car and puncture the coolant 
system. If he can get under the 
car, he will need to make an Auto-
mobile Mechanic roll to damage the 
car. If he does, then the sabotage 
will be so subtle that it will 
take another Automobile Mechanic 
roll to find it. Treat the result 
as a damaged coolant system result 
on the Vehicle Damage table.

Thief 2           Drifter, Age: 17

  Male Human

STR: 10  CON: 12  SIZ: 9  DEX: 15 
INT: 12  POW: 12  APP: 8

HP: 11  Move: 10  DB: 0

Attacks: Utility Knife 50%, 1D3 
(Bleed), 0.1 ENC; Trench Sword 
50%, 1D6 (Impale), 1.0 ENC.

Skills: Hide 75%, Sneak 75%, Dodge 
50%.

Powers: Biomodifications (+2 DEX, Eye 
[Low-Light, Infrared]).

      +-----+

      |  3  |

      |  4  |

+-----+-----+-----+

|  2  |  2  |  2  |

|  3  |  5  |  3  |

+-----+-----+-----+

      |  2  |

      |  4  |

+-----+-----+-----+

|  2  |     |  2  |

|  4  |     |  4  |

+-----+     +-----+

Gear: Light rug (9 TP), street helm 
(1.0 ENC, 5 TP).

Plan: This guy is just after valu-
ables.

Thief 3         Escaped Slave, Age: 20

 Male Human

STR: 15  CON: 12  SIZ: 8  DEX: 13 
INT: 13  POW: 10  APP: 11

HP: 10  Move: 10  DB: 0

Attacks: Utility knife 70%, 1D3 
(Bleed), 0.1 ENC.

Skills: Hide 50%, Sneak 50%, Dodge 
40%.

      +-----+

      |  3  |

      |  4  |

+-----+-----+-----+

|  0  |  3  |  0  |

|  3  |  5  |  3  |

+-----+-----+-----+

      |  3  |

      |  4  |

+-----+-----+-----+

|  0  |     |  0  |

|  4  |     |  4  |

+-----+     +-----+

Gear: Duraweave hood (0.1 ENC, 8 TP), 
heavy rug torso (1.8 ENC, 6 TP).

Plan: This guy has a friend who will 
distract any guards on duty. The 
thief will attempt to slash as 
many tires as possible.

Friend (pick appropriate):

1) Cute Friend: Service BEP; INT 12, 
APP 17; Fast Talk 50%, Disguise 
50%.

Thieves

Adventures
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2) Drunk Friend: Labor BEP; STR 19, 
INT 5; Brawling 75%. He is not 
looking for a fight and will stand 
around telling this to the guard a 
lot longer than necessary.

Thief 4          Thief, Age: 21

  Service BEP Female

STR: 7  CON: 13  SIZ: 6  DEX: 20 
INT: 14  POW: 13  APP: 19

HP: 10  Move: 10  DB: -1D4

Attacks: P1 Derringer 60%, 4/1D4+1, 
Range: 3, 0.8 ENC.

Skills: Hide 100%, Sneak 100%, 
Dodge 75%.

Powers: Biomodifications (Eye [Low 
Light], Slinker, +3 DEX, +2 APP). 
Failing: Easy to Recognize.

       +-----+

       | 5/4 |

       |  4  |

 +-----+-----+-----+

 |  3  |  5  |  3  |

 |  3  |  5  |  3  |

 +-----+-----+-----+

       |  5  |

       |  4  |

 +-----+-----+-----+

 |  3  |     |  3  |

 |  4  |     |  4  |

 +-----+     +-----+

Gear: Duraweave jumpsuit with 
synthleather torso (0.9 ENC, 102 
TP), synthweave cap with 
integrated ballistic coif (0.1 
ENC, 30 TP)

Plan: This gal is a professional. She 
has arranged for a small group of 
thugs (use typical racers for 
statistics) to pick a fight with 
the guards and cause a general 
ruckus. Of course, Max P's goons 
will arrive in 4 turns to break it 
up, but, during this time, she 
will attempt to conceal a small 
remote-controlled bomb on the car.

Scav's Wildcard

Wizard-Thief     Wizard, Age: 25

 Human male

STR: 9  CON: 12  SIZ: 9  DEX: 13 
INT: 17  POW: 18  APP: 12

HP: 11  Move: 10  DB: 0

Attacks: Belt Knife 65%, 1D4 
(Impale), 0.5 ENC.

Skills: Automobile Mechanic 50%, 
Hide 50%, Sneak 50%, Dodge 50%.

Powers: PSI [ESP] 20 (Clairvoy-
ance 75%, Sense Mind 50%); PSI 
[TK] 10 (Telekinesis 75%).

      +-----+

      |  3  |

      |  4  |

+-----+-----+-----+

|  2  |  2  |  2  |

|  3  |  5  |  3  |

+-----+-----+-----+

      |  2  |

      |  4  |

+-----+-----+-----+

|  2  |     |  2  |

|  4  |     |  4  |

+-----+     +-----+

Gear: Street helm (1.0 ENC, 5 TP), 
leather riding jacket and pants 
(2.25 ENC, 45 TP).

Plan: Ideally, the wizard would like 
to be in one of the adjoining 
garages if it was occupied by 
either the Scavs or one of their 
crony teams, but, if need be, he 
will use a tent pitched just at 
the limit of his range in and 
amongst the other spectators. He 
will then use clairvoyance to pro-
ject his vision to the PCs’ car 
and TK to damage it. The damage 
done will be easy to fix, provided 
a skilled auto mechanic takes the 
time to check the vehicle over 
before the race.



Act 3: The Big Race Running the Race

Car Route Station 1 Route Station 2 Route Station 3

Scavs A 10 F 22 G 35

minor skid

Team Tranny B 8 D 20 G 35

minor skid

Comrade Connie B 7 E 20 G 36

#1 *

#2 *

#3 B ** --- --- --- --- ---

#4 A 11 D 26 H 40

#5 C 12 E 26 H 40

#6 B ** --- --- --- --- ---

#7 B 10 F 22 G 37

** Car disabled by Team Trann

Adventures
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W13: Psi-Beasts

W13: Psi-Beast
Characteristic   Roll   Average

      STR        4D6+3     17

      CON        3D6      10-11

      SIZ        3D6+3    13-14

      INT      2D6 or 7     7

      POW        4D6       14

      DEX        3D6+6    16-17

      APP         1         1

HP: 17  Move: 12  DB: +1D4

Attacks: X2 tentacle 60%, 1D6+DB 
(Crush); Bite 80%, 2D10+1+DB (Im-
pale).

Skills: Dodge 50%, Sense 50%, Hide 
75%.

Powers: +5 Extra HP; sense active 
psionics within POWx100 meters; 
sense movement within line of 
sight, but any solid object. No 
other special senses (they are 
blind and deaf). Failing: Suscept-
ible to sunlight and other strong 
UV sources.

Armor: 8/12 carapace.

Note: The beast can opt to make an en-
tangling attack (at half skill) 
with either tentacle. If success-

ful, it will lift the victim to 
its mouth and then bite 5 DEX or 3 
SR later.

Using W13s in Adventures

Think Dogs

Enigmas



Using Think Dogs in Adven-
tures

Nanopsionic Shields

Adventures
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Using Psionic Shields in 

Adventures



END MATTER
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Gear

Bullets

Common Tools

COMMON ITEMS



e.g.

Clothes and Armor
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Containers

Item              TP ENC Hold

Backpack           6   2  10

Bandoleer          5  0.5 50 rounds

Jerry Can (1)      8   2  13

Knapsack or
Day Pack           4   1   8

Large Backpack    10   3  20

Large Sack         1  0.2  6

Plastic Bag     0.25  0.1  3

Plastic Bottle     1   1   3

Purse              0  0.5  2

Satchel            2   1   8

Shoulder Bag       2   1   5

Small Sack         1  0.2  5

Web Belt           5  0.5   

Illumination

Food



Dogs

Training       Value

Behavioral       5

Watch           20

Attack         150

Herding         30

Hunting         50

Tracking       100

Size     Multiple

Tiny       x0.5

Small      x1

Large      x2

Huge       x3

Explosives

Medical

Shields

Curio: An Unexpected FindCurio An Un
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Weapons

Code Weapon Specializations

 ME  Melee

 PA  Polearms and Two-Handed 

 KN  Knives

 BR  Brawling

 WH  Whips

 TH  Throwing

 CB  Crossbow

Weapon                Skill     TP

Ax, Fire (1)          ME, PA     5

Axe, Hand               ME       3

Bayonet, Long (2)       KN       8

Bayonet, Short (3)      KN       7

Bow, Composite         Bow      10

Bow, Long              Bow      15

Bow, Self              Bow       3

Brass Knuckles          BR       2

Club, Light           ME, TH     0

Crossbow, Heavy         CB      18

Crossbow, Light         CB       8

Crossbow, Medium        CB      14

Hammer                  ME       2

Halberd                 PA       8

Knife, Belt (4)        KN, TH    2

Knife, Butcher          KN       5

Knife, Pocket          KN, TH    1

Knife, Switchblade     KN, TH    3

Knife, Throwing         TH       5

Mace, Heavy             ME       6

Mace, Light             ME       4

Maul, War              ME, PA    6

Shuriken                TH       8

Sledge Hammer          ME, PA    4

Sling                  Sling     1

Spear                   PA       5

Staff, Quarter          PA       0

Staff, Short            ME       0

Sword, Broad            ME      10

Sword, Ceremonial (5)   ME       9

Sword, Great            ME      15

Sword, Katana           ME      14

Sword, Machete (6)      ME       9

Sword, Rapier           ME       9

Sword, Trench (7)       ME       9

Whip                    WH       3

(1) Same as Axe, Wood

(2) Fights as Short Spear

(3) Fights as Long Spear

(4) Fights as Dagger

(5) Fights as Sword Cane

(6) Fights as Broadsword but only 
does 1D8 damage

(7) Fights as Short Sword



Transportation

Sample Cars

Miscellaneous

Musical Instruments
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Pre-Fall Technology

Batteries

Electronics



Lasers

Nanites
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Psionic Nanites

Stable Tailored Catalysts

SCUBA Gear

Sensors



Popular Items

Curio: Trinkets
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Curio: Em-Pockets



Combat Armor
Name             AV/Risk Layering ENC    TP
Advanced Combat   20/4      No    1.25  120
Combat Armor      15/3      No    1      90
Duralight          1/0     Yes    0       4
Duraweave (1)      3/0      No    0.1     8
Light Combat      10/2      No    0.75   45
Low Threat (2)     8/1      No    0.8    30
Riot Armor         8/2      No    1      20
Synthleather       2/0     Yes    0      10
Synthweave         5/0      No    0.1    15

Ballistic Armor
Name             AV/Risk Layering ENC   TP
Ballistic Cloth    0/4      Yes   0     25
Ballistic Silk     0/2      Yes   0     15
Kevlar I           1/7      Yes   0.25  12
Kevlar-IIA         2/9      Yes   0.40  18
Kevlar II          2/11     Yes   0.5   24
Kevlar-IIIA        2/13     Yes   0.6   34
Kevlar III         6/16     Yes   0.75  45
Kevlar IV          6/20     No    1     60
Omilar I           1/7      Yes   0.1   15
Omilar IIA         2/9      Yes   0.15  23
Omilar II          2/11     Yes   0.2   30
Omilar IIIA        2/13     Yes   0.22  38
Omilar III         6/16     Yes   0.25  45
Omilar IV          6/20     No    0.5   60

Helmets
Name               AV/Risk Layering  ENC   TP
Advanced Helmet (3)  10/2    No      1    50
Ballistic Coif (4)    0/4    Yes     0    15
Military Helmet (3)   7/8    No      1    25
Sports Helmet         5/0    No      1.25  4
Street Helm           3/0    No      1     5

Armor
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Improvised Armor
Name                        AV/Risk  Layering  Enc   Cost
Quilted Cloth (5)              1/0    Yes      0.35     1
Durasteel, Heavy              10/2    No       2.5     15 
Durasteel, Light               7/1    No       1.5     10
Heavy Rug (6)                  3/0    No       0.6      2
Light Rug (7)                  2/0    No       0.5      1
Riding Leather (8)             2/0    No       0.25     5
Street Armor (9)               4/0    No       1        2
Street Armor, Reinforced (10)  6/0    No       1.25     4

(1) Standard pre-Fall military fatigue material.

(2) Low-threat combat armor worn by militia members and security 
guards.

(3) Offers the same features as Construction Goggles.

(4) Millions of ballistic-cloth coifs where made during the Second 
Global War.

(5) Quilted cloth gets very hot.

(6) Rug plus some sign steel or tire.

(7) Old rug material.

(8) Usually well made from post-Fall leather.

(9) Mostly sign steel and tire.

(10) Heavy steel and tire.

Pistols
Firearm                     Basic Caliber and Risk      Action          Rng Hnd HP Fumble Ammo    TP  Enc
1: American Derringer        10%  22 LR: 4 (1D4+1)      1 per             3  1   2 98-00  Two     12  0.8
   (Holdout)                                                                             barrels

2: American Derringer        10%  9mm Para: 8 (1D8+1)   1 per             3  1   2 98-00  Two      24  1.6
   (Holdout)                                                                             barrels

3: AMT .380 Backup           10%  .380 ACP: 5 (1D6)     Automatic (3)    10  1   4 98-00  Box 5    35  1.4
   (Snub Pistol)

4: Anschutz 64P              25%  22 LR: 4 (1D4+1)      Mech: Bolt (1)   25  1  11  100   Clip 5   98  2.3
   (Long Pistol) (1)

5: Cimarron Frontier         25%  .357 Magnum: 9 (1D10) Single (1)       25  1   9 99-00  Swing 6  90 3.3
   6-Shooter (Long Pistol) (2)

6: Cimarron Frontier         25%  .45 Long Colt:        Single (1)       25  1   9 99-00  Swing 6  80 3.1
   6-Shooter (Long Pistol) (2)      8 (1D8+1)

7: CF Six Shooter            20%  .45 Long Colt:        Single (1)       20  1   8 99-00  Swing 6  72 2.6
   (Standard Pistol) (2)            8 (1D8+1)

8: Colt Anaconda             15%  .44 Magnum:           Double (2)       15  1   8  100   Swing 6 100 2.7
   (Short Pistol)                  10 (1D10+1)

9: Colt Anaconda             15%  .45 Long Colt:        Double (2)       15  1   8  100   Swing 6  80 2.3
   (Short Pistol)                   8 (1D8+1)

10: Colt Anaconda            20%  .44 Magnum:           Double (2)       20  1  10  100   Swing 6 120 3
   (Standard Pistol)               10 (1D10+1)

11: Colt Cowboy              20%  .45 Long Colt:        Single (1)       20  1  10  100   Swing 6  88 2.6
   (Standard Pistol) (2)            8 (1D8+1)

12: Colt Python Elite        15%  .357 Magnum: 9 (1D10) Double (2)       15  1   8  100   Swing 6  90 2.5
   (Short Pistol) (3)

13: Colt Python Elite        20%  .357 Magnum: 9 (1D10) Double (2)       20  1  10  100   Swing 6 108 2.8
   (Standard Pistol) (3)

14: Dan Wesson Model 44      25%  .44 Magnum:           Double (2)       25  1  11  100   Swing 6 130 3.5
   (Long Pistol)                   10 (1D10+1)

15: Dan Wesson Model 44      20%  .44 Magnum:           Double (2)       20  1  10  100   Swing 6 120 3
   (Standard Pistol)               10 (1D10+1)

16: Davis P32 (Snub Pistol)  10%  .32 ACP: 4 (1D4+1)    Automatic (3)    10  1   4 98-00  Box 6    28 1.2

17: Davis P-380              10%  .380 ACP: 5 (1D6)     Automatic (3)    10  1   4 98-00  Box 5    35 1.4
   (Snub Pistol)

18: Desert Eagle             25%  .357 Magnum: 9 (1D10) Automatic (3)    25  1   9 99-00  Box 9   108 3.3
   (Long Pistol)

19: Desert Eagle             25%  .50 Magnum: 11 (1D12) Automatic (3)    25  1   9 99-00  Box 7   132 3.7
   (Long Pistol)



(1) Target Weapon +5% to hit
(2) Replicas of old West six guns
(3) Also shoots .38 special
(4) Cool-looking pistol

Firearm                     Basic Caliber and Risk      Action          Rng Hnd HP Fumble Ammo    TP  Enc
20: Desert Eagle             20%  .44 Magnum:           Automatic (3)    20  1   8 99-00  Box 8   110 3
   (Standard Pistol)               10 (1D10+1)
21: Desert Eagle             20%  .50 Magnum: 11 (1D12) Automatic (3)    20  1   8 99-00  Box 7   121 3.2
   (Standard Pistol)
22: Downsizer (Holdout)      10%  .45 ACP: 7 (1D8)      1 per             3  1   2 98-00  Single   21 1.4

23: Glock 19 (Short Pistol)  15%  9mm Para: 8 (1D8+1)   Automatic (3)    15  1   8  100   Box 10   88 2.3

24: Glock 34                 20%  9mm Para: 8 (1D8+1)   Automatic (3)    20  1  10  100   Box 10  104 2.6
   (Standard Pistol)
25: Hammerli SP20            25%  22 LR: 4 (1D4+1)      Automatic (3)    20  1   8 99-00  Box 5    94 1.8
   (Standard Pistol) (1)(4)
26: Heckler and Koch         20%  9mm Para: 8 (1D8+1)   FA (3: burst)    20  1  10  100   Box 30  120 2.6
   MP5 SD (Standard Pistol)
27: Heritage Model H25S      10%  .25 ACP: 2 (1D3)      Automatic (3)     3  1   2 98-00  Box 6    10 0.4
   (Holdout)
28: Little Max (Long Pistol) 25%  .50 Magnum: 11 (1D12) Single (1)       25  1   9 99-00  Swing 5 110 3.7

29: Mac 10 (Standard Pistol) 20%  .45 ACP: 7 (1D8)      FA (3: burst)    20  1   8 99-00  Box 30  151 2.4

30: Mac 11 (Standard Pistol) 20%  9mm Para: 8 (1D8+1)   FA (3: burst)    20  1   8 99-00  Box 30  104 2.6

31: Mini Uzi (Short Pistol)  15%  9mm Para: 8 (1D8+1)   FA (3, Burst)    15  1   6 99-00  Box 30   88 2.3

32: Navy Arms Schofield      15%  .44-40: 9 (1D10)      Double (2)       15  1   6 99-00  Swing 6  72 2.5
   (Short Pistol)
33: Navy Arms Schofield      20%  .44-40: 9 (1D10)      Double (2)       20  1   8 99-00  Swing 6  90 2.8
   (Standard Pistol)
34: North American Arms      10%  .32 ACP: 4 (1D4+1)    Automatic (3)     3  1   2 98-00  Box 6     8 0.8
   Guardian (Holdout)
35: N.American Arms          10%  22 LR: 4 (1D4+1)      Single (1)       10  1   3 97-00  Swing 5  16 1.2
   NAA-22LR (Snub Pistol)
36: Para Ordnance Limited    20%  .45 ACP: 7 (1D8)      Automatic (3)    20  1   8 99-00  Box 10   77 2.4
   (Standard Pistol)
37: Phoenix Arms HP25        10%  .25 ACP: 2 (1D3)      Automatic (3)    10  1   4 98-00  Box 10   14 0.8
   (Snub Pistol)
38: Robar Combat Master      20%  .45 ACP: 7 (1D8)      Automatic (3)    20  1  10  100   Box 7    91 2.4
   (Standard Pistol)
39: Ruger Mark II            25%  22 LR: 4 (1D4+1)      Automatic (3)    25  1   9 99-00  Box 10   48 2.3
   Bull Barrel (Long Pistol)
40: Ruger Mark II Gov        20%  22 LR: 4 (1D4+1)      Automatic (3)    20  1   8 99-00  Box 10   44 1.8
   (Standard Pistol)
41: Safari Arms Matchmaster  20%  .45 ACP: 7 (1D8)      Automatic (3)    20  1  10  100   Box 7    91 2.4
   (Standard Pistol)
42:Smith and Wesson          15%  .45 ACP: 7 (1D8)      Automatic (3)    15  1   6 99-00  Box 6    63 2.1
   Chiefs Special (Short Pistol)
43: Smith and Wesson         15%  9mm Para: 8 (1D8+1)   Automatic (3)    15  1   6 99-00  Box 7    72 2.3
   Chiefs Special (Short Pistol)
44: Smith and Wesson         10%  .38 Special:          Double (2)       10  1   7  100   Swing 5  54 1.6
   Model 37 (Snub Pistol)           6 (1D6+1)
45: Smith and Wesson         25%  22 LR: 4 (1D4+1)      Double (2)       25  1  11  100   Swing 10 52 2.3
   Model 617 (Long Pistol)
46: S&WM. 686 Plus           20%  .357 Magnum: 9 (1D10) Double (2)       20  1  10  100   Swing 6 108 2.8
   (Standard Pistol)
47: Torus Model 415          10%  .41 Magnum: 9 (1D10)  Double (2)       10  1   5 99-00  Swing 5  63 2.2
   (Snub Pistol)
48: Torus Model 454          10%  .44 Magnum:           Double (2)       10  1   5 99-00  Swing 6  70 2.4
   Raging Bull (Snub Pistol)       10 (1D10+1)
49: Uzi (Long Pistol)        25%  9mm Para: 8 (1D8+1)   FA (3: burst)    25  1   9 99-00  Box 30  112 3.1

50: Wilson Combat Tactical   20%  .45 ACP: 7 (1D8)      Automatic (3)    20  1  10  100   Box 8    91 2.4
   Elite (Standard P.)



Rubble and Ruin

Rifles and Shotguns
Firearm                     Basic Caliber and Risk      Action          Rng Hnd HP Fumble Ammo    TP  Enc
1: American Arms 1860 Henry  20%  .44-40: 11 (1D12)     Lever Act.  (1) 100  2  12 99-00  Box 3   143 5.2
   (Rifle) (1)

2: AMT .22 Rimfire Magnum    20%  22RF Magnum: 9 (1D10) Automatic   (3) 100  2  12 99-00  Box 10  135 4.8
   (Rifle) (2)

3: Benelli M1 Tactical (3)   25%  12 ga Mag: 14 (2D8)   Automatic   (3)      2  12 99-00  Tube 5  260 5.8
   (Shotgun)                                                     10/20/1950

4: Benelli Montelfeltro (3)  25%  12 ga: 13 (2D6+1)     Automatic   (3)      2  12 99-00  Tube 5  245 5.6 
   (Shotgun)                                                     10/20/1950

5: Beretta M 1201FP Riot     25%  12 ga: 13 (2D6+1)     Automatic   (3)      2  12 99-00  Tube 6  195 5.6
   (Shotgun)                                                     10/20/1950

6: Beretta M S686 Silver     25%  12 ga Mag: 14 (2D8)   1 per                2  14  00    Break 2 210 5.8
   Pigeon (Shotgun) (4)                                          10/20/1950

7: Beretta M S686 Silver     25%  20 ga Mag: 12 (2D6)   1 per                2  14  00    Break 2 180 5.4
   Pigeon (Shotgun) (4)                                          10/20/1950

8: Browning A-Bolt II        20%  .270: 13 (2D6+1)      Bolt Act.  (1)  100  2  14  00    Box 4   195 5.6 
   (Rifle)

9: Browning A-Bolt II        20%  .300 Magnum: 14 (2D8) Bolt Act.  (1)  100  2  14  00    Box 3   210 5.8 
   (Rifle)

10: Browning BAR II Safari   15%  .30-06: 13 (2D6+1)    Automatic  (3)   75  2  13  00    Box 4   208 4.6
   (Carbine) (5)

11: Browning BAR II Safari   15%  7mm Magnum: 12 (2D6)  Automatic  (3)   75  2  13  00    Box 3   192 4.4
   (Carbine) (5)

12: Browning BAR II Safari   20%  .30-06: 14 (2D8)      Automatic  (3)  100  2  14  00    Box 4   238 5.8
   (Rifle) (5)

13: Browning BAR II Safari   20%  .338 Magnum:          Automatic  (3)  100  2  14  00    Box 3   255 6
   (Rifle) (5)                     15 (2D8+1)

14: Browning BAR II Safari   20%  7mm Magnum:           Automatic  (3)  100  2  14  00    Box 3   221 5.6
   (Rifle) (5)                     13 (2D6+1)

15: Browning BPR (Rifle)     20%  .243: 13 (2D6+1)      Pump Act.  (1)  100  2  14  00    Box 4   195 5.6

16: Browning BPR (Rifle)     20%  .300 Magnum: 14 (2D8) Pump Act.  (1)  100  2  14  00    Box 3   210 5.8

17: Browning Gold (Shotgun)  25%  10 ga: 14 (2D8)       Automatic  (3)       2  12 99-00  Tube 4  210 5.8
                                                                 10/20/1950

18: Browning Gold (Shotgun)  25%  20 ga: 12 (2D6)       Automatic (3)        2  12 99-00  Tube 4  180 5.4
                                                                 10/20/1950

19: Browning Model BL-22     20%  22 LR: 6 (1D6+1)      Lever Act.  (1) 100  2  12 99-00  Tube 15  78 4.2
   (Rifle) (5)     

20: Browning Model           20%  .243: 13 (2D6+1)      Lever Act.  (1) 100  2  12 99-00  Box 3   169 5.6
   Lightning BLR (Rifle) 

21: Browning Model           20%  .30-06: 14 (2D8)      Lever Act.  (1) 100  2  12 99-00  Box 4   182 5.8
   Lightning BLR (Rifle)

22: Browning Model           20%  .338 Magnum:          Lever Act.  (1) 100  2  12 99-00  Box 3   195 6
   Lightning BLR (Rifle)           15 (2D8+1)

23: Carbon Series Rifle      20%  .223: 11 (1D12)       Bolt Act.  (1)  100  2  12 99-00  Single  143 5.2
   (Rifle) (2)

24: Carbon Series Rifle      20%  .270: 13 (2D6+1)      Bolt Act.  (1)  100  2  14 00     Single  195 5.6
   (Rifle) (2)

25: Carbon Series Rifle      20%  .300 Magnum: 14 (2D8) Bolt Act.  (1)  100  2  14 00     Single  210 5.8
   (Rifle) (2)

26: Harris Gunworks M96      20%  .50 BMG: 18 (3D8)     Automatic (3)   100  2  11 98-00  Box 5   252 6.6
   (Rifle) (6)

27: Heckler and Koch G36     20%  5.56mm NATO:          FA              100  2  14 00     Box 30  239 4.2
   (Rifle) (7) (8)               11 (1D12)             (3: burst: 3d3)

28: Heckler and Koch G36K    20%  5.56mm NATO:          FA              100  2  14 00     Box 30  239 4.2
   (Rifle) (7)(9)                11 (1D12)             (3: burst: 3d3)

29: Henry Repeating Arms     20%  22 LR: 6 (1D6+1)      Lever Act.  (1) 100  2  12 99-00  Tube 15  78 4.2
   (Rifle) (5)

30: Israel Arms              15% .30 Carbine:           Automatic (3)    75  2  10 98-00  Box 15  130 4
   International M888 (Carbine)  10 (1D10+1)

31: Ithaca Model 37          25%  16 ga: 13 (2D6+1)     Pump Act.  (1)       2  12 99-00  Tube 5  219 5.6
   Delux (Shotgun) (3)                                          10/20/1950

32: M1 Garand (Rifle)        20%  .30-06: 14 (2D8)      Automatic (3)   100  2  14 00     Strip 8 238 5.8

33: Marlin Model 1866        15%  .44-40: 10 (1D10+1)   Lever Act.  (1)  75  2  13 00     Tube 10 140 4
   Yellow Boy (Carbine)

34: Marlin Model 30AS        20%  .30-30: 13 (2D6+1)    Lever Act.  (1) 100  2  14 00     Tube 6  195 5.6
   (Rifle)

35: Marlin Model 39AS        20%  22 LR: 6 (1D6+1)      Lever Act.  (1) 100  2  12 99-00  Tube 19  78 4.2
   (Rifle) (10)

36: Marlin Model 444SS       20%  .444 Marlin: 14 (2D8) Lever Act.  (1) 100  2  14 00     Tube 5  210 5.8
   (Rifle)

37: Marlin Model 60          20%  22 LR: 6 (1D6+1)      Automatic (3)   100  2  12 99-00  Tube 14  90 4.2
   (Rifle)

38: Marlin Model 70PSS       20%  22 LR: 6 (1D6+1)      Automatic (3)   100  2  12 99-00  Box 7    90 4.2
   (Rifle) (11)



The following codes are used to refer to the different Melee specializations.
BR = Brawling          PA = Polearms and Two-Handed
KN = Knives      SS = Slingshot
ME = Melee        TH = Throwing
WH = Whips

New Melee Weapons

Firearm                     Basic Caliber and Risk      Action          Rng Hnd HP Fumble Ammo    TP  Enc
39: Mossberg Model 500       25%  .410: 9 (1D10)        Pump Act.  (1)       2  12 99-00  Tube 6  117 4.8
   (Shotgun)                                                      10/20/1950
40: Mossberg Model 500       25%  20 ga: 12 (2D6)       Pump Act.  (1)       2  12 99-00  Tube 6  156 5.4
   (Shotgun)                                                      10/20/1950
41: Olympic Arms PCR-6       20%  5.56mm NATO:          Full Auto       100  2  12 99-00  Box 10  217 4.2
   (Rifle) (7)(12)(13)             11 (1D12)            (burst only)
42: Olympic Arms PCR-6       20%  7.62mm M52: 12 (2D6)  Automatic (3)   100  2  12 99-00  Box 10  210 4.4
   (Rifle) (7)(13)(14)
43: Olympic Arms PCR-6       20%  7.62mm M52: 12 (2D6)  Full Auto       100  2  12 99-00  Box 10  234 4.4
   (Rifle) (7)(12)(13)(14)                              (burst only)
44: Professional Ord C15     20%  5.56mm NATO:          Automatic (3)   100  2  12 99-00  Box 10  165 5.2
   (Rifle) (13)(15)                 11 (1D12)
45: Professional Ord C15     20%  5.56mm NATO:          Full Auto       100  2  12 99-00  Box 10  187 5.2
   (Rifle) (12)(13)(15)             11 (1D12)           (burst only)
46: Remington M 700          20%  .223: 11 (1D12)       Bolt Act.  (1)  100  2  12 99-00  Single  143 5.2
   Varmint (Rifle) (16)
47: Remington M 597          20%  22 LR: 6 (1D6+1)      Automatic (3)   100  2  12 99-00  Box 10   90 4.2
   (Rifle) (2)
48: Remington M 597          20%  22RF Magnum: 9 (1D10) Automatic (3)   100  2  12 99-00  Box 8   135 4.8
   (Rifle) (2)
49: Remington M 700          20%  .300 Magnum: 14 (2D8) Bolt Act.  (1)  100  2  14 00     Box 4   210 5.8
   Mountain Rifle (Rifle)
50: Remington M 700          20%  .30-06: 14 (2D8)      Bolt Act.  (1)  100  2  14 00     Box 4   210 5.8
   Mountain Rifle (Rifle)
51: Room Broom               25%  12 ga Mag: 14 (2D8)   1 per                2  14 00     Two     210 5.8
   (Shotgun) (17)                                                 5/10/2025
52: Rugar Model 77           20%  6mm: 12 (2D6)         Bolt Act.  (1)  100  2  12 99-00  Box 4   156 5.4
   Mark IIR (Rifle)
53: Sako 75 6 PPC            20%  .222: 11 (1D12)       Bolt Act.  (1)  100  2  12 99-00  Tube 6  143 5.2
   Varmint (Rifle)
54: Steyr Scout Tactical     15%  7.62mm NATO: 12 (2D6) Bolt Act.  (1)   75  2  13 00     Box 5   168 4.4
   (Carbine)
55: Type 81 (Rifle) (18)     20%  7.62mm M43: 12 (2D6)  Full Auto       100  2  12 99-00  Box 30  204 5.4
                               (3: burst)
56: Winchester Model 1892    20%  .44-40: 11 (1D12)     Lever Act.  (1) 100  2  14 00     Tube 11 165 5.2
   (Rifle)
57: Winchester Model 94      15%  .30-30: 12 (2D6)      Lever Act.  (1)  75  2  13 00     Tube 6  168 4.4
   (Carbine)
58: Winchester Model 94      20%  .30-30: 13 (2D6+1)    Lever Act.  (1) 100  2  14 00     Tube 6  195 5.6
   (Rifle)
59: Winch. M 94              15%  .444 Marlin:          Lever Act.  (1)  75  2  13 00     Tube 6  182 4.6
   Timber Carbine (Carbine)        13 (2D6+1)
60: Z-M Weapons LR-300       20%  5.56mm NATO:          Automatic (3)   100  2  12 99-00  Box 10  195 4.2
   (Rifle) (7)(13)                 11 (1D12)

Weapon                Skill  Base Damage   Att Special  Range  Hands HP Parry STR/DEX  Mal TP Enc  SR
Baseball Bat + Nails ME, PA   25  1D6+2     1  Bleeding Medium 1H,2H 20 Yes    11/9    --   0  2    2
Chain                  WH     15  1D6+db    1  Crushing Medium  1H   25 No     12/12   --   0  1    1
Knife, Shiv            KN     20  1D3+db    1  Impaling Short   1H    8 Yes     4/4    --   0  0.25 3
Knife, Utility         KN     15  1D3+db    1  Bleeding Short   1H    5 Yes     4/9    --   2  0.1  3
Pipe; Heavy and Short  ME     20  1D8+2+db  1  Crushing Medium  2H   25 Yes    14/9    --   0  2.5  2
Pipe; Light and Long   PA     10  2D6+2+db  1  Crushing Long    2H   15 Yes     9/11   --   0  2.5  1
Straight Razor         KN     15  1D3+db    1  Bleeding Short   1H   10 Yes     4/9    --   4  0.2  3
Tankers Drift Pin      ME     25  1D6+2+db  1  Crushing Short   1H   20 Yes    11/7    --   1  1    2
Wrecking Bar           PA     20  3D6+db    1  Crushing Long    2H   50 Yes    17/9    --   3  5.5  1
Bow,  Modern           Bow    10 1D10+1/2db 1  Impaling  150    2H   12 No     11/9    --  25  1   1/SR
Slingshot              SS     15 1D4+1/2db  1  Crushing   30    2H    8 No      4/11   100  3  0.5 1/SR

(1) Authentic replica of first repeating rifle.
(2) Tapped for scope.
(3) Three chokes
(4) Over-Under
(5) Also fires .22 Long (holds 17 rounds) and .22

Short (holds 21 rounds).
(6) This is a huge rifle!
(7) Folding stock
(8) x1.5 scope; AL AB2 or AB3
(9) Carbine form of G36; x1.5 scope; AL AB2 or AB3
(10) Also fires .22 Long (holds 21 rounds) and .22

Short (holds 26 rounds)
(11) Takes down to two parts
(12) Post-factory converted to Fully Automatic

(13) M16 Clone
(14) Chambered for Russian ammunition
(15) Removable stock
(16) Black matte finish
(17) Sawed off double barrel shotgun
(18) A Russian assault rifle (or is it Chinese?)
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