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Introduction 

 

The Race for the Atomic Bomb Begins 1939-
1941  
World War II started September 1, 1939, when 
Germany attacked Poland.  By 1941, the 
Germans were leading the race for the atomic 
bomb.  They had a heavy-water plant, high-
grade uranium compounds, a nearly complete 
cyclotron, capable scientists and engineers, 
and the greatest chemical engineering 
industry in the world.  

 
The Atomic Bomb 1941 -1945 
Through internal struggles and scientific errors 
by the Germans, this allowed the United 
States to develop the first controlled nuclear 
reaction in a University of Chicago reaction in 
1942.   

In July, 1945 the United States tested the first 
atomic bomb at the Trinity test facility near 
Alamogordo, New Mexico.  Two months later, 
Japan was bombed with the Little Boy and Fat 
Man atomic bombs.   

Introduction 
It is Man’s nature to destroy, whether it is eradicating an animal 
species, cutting down the rainforest, or killing his fellow man, one thing 
remains: War never changes.  On December 21, 2012, the end came to 
Man as the War on Terror escalated to nuclear proportions and left the 
planet in ash.  This date was foreseen in doomsday prophecies ranging 
from the Mayans to Revelations of the New Testament.  

Taking a look back to what led up to the Exodus of man from the 
technical age of the 21st century, it is apparent that it all began in 1938.  
In the year 1938, the Nazis were rumored to be developing an atomic 
bomb.  The United States initiated its own program under the Army 
Corps of Engineers in June 1942.  America needed to build the atomic 
weapon before Germany or Japan did—thus sparked the Manhattan 
Project. 

In 1945, with the Atomic Bomb created, the United Stated shifted the 
focus of the Manhattan Project to combat the rumored Nazis “Super 
Soldier” program.  The facilities that were used to create the nuclear 
bombs now used those techniques to attempt to create the prefect 
combat soldier. 

With the end of World War II in May 1945, several European nations 
were displaced and contained nuclear armaments left over from the war.  In 1947 this started the long threat 
of war known as the Cold War that would last until the 1990’s when the Soviet Union dissolved.  With this 
looming threat, the United States continued the Manhattan “Super Soldier” Project and proceeded to start a 

failsafe project titled the “Freehold Project.” 

The Freehold Project started in 1950, and was 
designed to house the military generals and staff, 
engineers, and scientists.  To fund the program, 
however, wealthy investors were able to buy housing 
in these massive fallout shelters for their immediate 
family. 

After several attempts to make the Super Soldier, the 
Manhattan project was discontinued in the 1990’s 
when the Cold War ended.  By chance, the program 
resumed a decade later in 2002, when the human 
genome was decoded, through careful genetic 
engineering of young orphans in stasis chambers.  The 
first of these soldiers, dubbed “Trans-Genetic” (later 
“Trans-Genetic Mutants”) emerged from stasis in their 
young teen-age years in the same year of the Exodus 
and began strict military training. 

In 2001, war revisited the United States, when suicide 
bombers hijacked planes, and crashed them into major 
United States Military facilities and the World Trade 
Center.  The president of the United States condemned 
the Middle Eastern countries and the War on Terror 
began.  Within the next decade the United States 
Military, with allied countries, entered into military 
engagements in the Middle East.   

In 2010, several Eastern countries began to feel 
threatened by the military and technological might of 











Survivor’s Guide v1.5 9 

Method 3: Power Classic 
The Power Classic method of generating Ability Scores mimics the Classic method also; however, the player 
rolls 4d6 taking the best 3 dice and assigning the total result to a score of the player’s choice.  Continue to roll 
4d6, taking the best 3 dice, until each of the 6 Ability Scores is assigned a number.  Add any modifiers to the 
Ability Scores from Race or Traits after all Scores are placed.  

Method 4: Point-Buy    
The Point-Buy method of generating Ability Scores allows the player to 
pick his Ability Scores based on a set number of points on the adjoining 
sidebar.  Each of the character’s Ability Scores starts at a base of 8 and can 
be adjusted up or down using the point-buy method to spend or gain 
points.  Exodus uses a base of 28 points for player characters to buy Ability 
Scores, but this number can be adjusted by the Overseer to make less (25 
points) or more (32 points) powerful characters.  Add any modifiers to the 
Ability Scores from Race or Traits after all Ability Scores are placed.  No 
Ability Score can be less than 4 after modifiers are added.  If a modifier 
results in a score of less than 4, the player must buy up the score before the 
modifier is added to generate at least a final score of 4 in that Ability.  
  

Point  
Cost 

Ability 
Score 

Point  
Cost 

Ability  
Score 

–4 5 5 13 
–2 6 6 14 
–1 7 8 15 
0 8 10 16 
1 9 13 17 
2 10 16 18 
3 11 20 19 
4 12 24 20 
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Chapter I 
Character Creation 

This chapter details the process necessary to design a character suitable for use in the Exodus setting or a 
similar post-apocalyptic setting.  Characters are created as detailed below.  There are eight divisions within 
the chapter that should be followed in the order presented, each division providing several options for 
customization that result in a unique end-character. 

First a player must choose a Race for his character.  Most inhabitants of the Wasteland are Humans, but 
government experimentation has resulted in two human mutated races known as the Ghūl (the living dead) 
and the government created Trans-Genetic Mutant. 

After the player selects his race, he then determines his 
ability scores as detailed under Ability Score 

Generation in the previous section under d20 Basics. 

Next the player chooses a Background for his 
character.  Backgrounds represent the faction 

that a character belongs to; or, has been 
brought up in and can influence Bonus Feats, 
Class Skills, and Special Abilities. 

After choosing his Background the player 
decides his class options presented in 
section 3 of this chapter.  

Once the character's Class has been 
determined the player is free to choose 
Traits to further enhance his character.  

Traits provide a positive 
benefit, but each trait has a 
drawback to it as well.  
Players can choose to take 
zero, one, or two Traits. 

Next has the player must choose 
an Occupation for his character.  

Occupations are similar to 
Backgrounds in that they 

influence Bonus Class Skills 
and may provide Bonus Feats.  

They represent what a character 
did before he started adventuring and 

between adventures.  Occupations also 
determine starting wealth. 

Step six is to choose the character's first level Talent; 
Tag Skills; distribute skill points; and starting Feats as 
detailed in Chapter 3. 

Finally, finishing details of the character can be 
recorded.  Karma Points are now determined.  At this 

point, all that remains is to choose: equipment, calculate 
hit point totals and final saving throws, and prepare a 

physical Description and background for the character.  
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Section 1: Races 

Humans 
Humans are the primary race found in the 
Wasteland.  There are many different kinds of 
humans ranging from pasty-skinned Shelter 
Dwellers who have not seen natural light for 
generations, to hardy mountain tribes who have 
developed an entirely new culture.  Humans have 
little in common ideologically and there is no one 
root for all human cultures since each spawned 
from a separate groups of survivors. 

The most common human lifestyle is to live in a small wasteland community.  They squat in the ruins of 
civilization, living in houses and still-serviceable buildings, and may have luxuries such as flush toilets and 
electricity.  Knowledge of the old world beyond what is immediately applicable, however, is something 
spoken of from memories—and these slowly eroding into myth. 

In game terms humans are identical to humans in the real world. They are neither particularly immune 
to the effects of radiation, nor especially concerned with it unless they take a stroll 
through a highly irradiated area.  They have some technical know-how but the high 
points of science, such as power armor and energy weapons, are usually beyond their 
comprehension.  Firearms are commonplace, as are fisticuffs and melee weapons. 

Human Nature 
Humans of the Wastelands are not a trusting lot when it comes to outsiders and 
others sentient beings of the waste.  Humans view other humans depending 
on their community; Shelter Dwellers, for example, are xenophobic of 
Wasteland humans, believing they have contagious diseases and are overly 
violent.  Most humans can coexist with others human once trust is established. 

Other sentient beings of the waste are view with blatant racism by humans.  
They generally view Ghūls with disdain 
and most will shoot a Ghūl on sight, since 
they look like walking corpses.  A few 
communities have taken pity on these 
radiated souls, however, and allow them to 
live on the outskirts of society.  They are 
tolerated for their knowledge of pre-war 
history and technology and ability to repair 
items. 

Trans-Genetic Mutants, though, are viewed 
as a dangerous threat to humanity by 
most, as they seek to evolve the human 
race into monstrosities.  The Trans-Genetic 
Mutants must be destroyed to preserve 
human existence.  In a few cases 
Wasteland towns and caravans have 
adopted a few defector Trans-Genetic 
Mutants as military measures against 
raiders and the Trans-Genetic Mutant 
army.  

Physical Stats 

Gender Base 
Height 

Height 
Modifier 

Base 
Weight 

Weight 
Modifier 

Male 60 in. +2d10 in. 120 lb. x2d4 lb. 
Female 55 in. +2d10 in. 85 lb. x2d4 lb. 
 Average Height Average Weight 
Male 71 in. (5’ 11”) 175 lb. 
Female 66 in. (5’ 6”) 140 lb. 
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Ghuls 
Although they look like a walking corpse, Ghūls are 
in fact otherwise normal humans who have been 
exposed to massive amounts of radiation during 
the Great War or from the United States 
government as part of the “Trans-Genetic Warrior 
Project (failed experiments)” and survived against 
all odds.  The name Ghūl was first termed in the 
Wasteland by an Arabic merchant that ran across 
these poor unfortunate souls near Berkeley, stating 
that he seen desert demons in man-form devouring rotted corpses to other merchants and travelers of the 
wastelands.  Several other witnesses have confirmed the rumors and stories and the name stuck and filled 
many communities with fear of these desert monsters.  The Chi of San Francisco, however, term Ghūls as the 
Jiang Shi or walking corpse. 

Ghūls are the same size as normal humans, but have pale, discolored skin that hangs 
raggedly off their bodies.  What little hair they have left is wiry and wild.  Despite 
their physical deformities, Ghūls’ minds are intact.   

Most human communities do not tolerate Ghūls, and their terrifying appearance 
has led many to simply shoot them on sight.  This has led them to 
create communities of their own when possible.  One of the 
largest Ghūl populations is located in the defunct once secret 
military base in Berkeley, California where military personnel and 
scientists where eradicated by nuclear fallout and the uprising of 
the Ghūls.  

The radiation that has deformed Ghūls has also prolonged 
their lives–in fact, they are almost all survivors from 
before the War.  Most Ghūls know how technology 
works and make excellent scientists and mechanics.  
While there are many opportunities open to 
wanderers with those skills, many Ghūls do not feel 
the need to wander the Wastes and instead remain 
content to live out their days in the communities 
they have carved.   

Most Ghūls regard normal humans, which they often 
refer to as “smooth skins,” with suspicion if not outright hostility.  
They tend to be very pragmatic, having witnessed the destruction of 
civilization once before, and observe the rise and fall of power 
groups attempting to take its place from a distance. 

Traits  
Size: Medium 

Ability Modifiers 
+2 Wisdom, –2 Strength, –2 Dexterity 

Base Speed 
Due to their weakened bodies Ghūls have a base speed of 
20 feet. 

  

Physical Stats 

Gender Base 
Height 

Height 
Modifier 

Base 
Weight 

Weight 
Modifier 

Male 60 in. +2d10 in. 100 lb. x2d4 lb. 
Female 55 in. +2d10 in. 65 lb. x2d4 lb. 
 Average Height Average Weight 
Male 71 in. (5’ 11”) 155 lb. 
Female 66 in. (5’ 6”) 110 lb. 
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Traits 
Size: Medium  

Ability Modifiers 
+4 Strength, +2 Constitution, –2 Intelligence, –2 Wisdom, and –2 Charisma.   

Base Speed 
30 feet 

Resistances 
Trans-Genetic Mutants receive a +4 racial bonus to Fortitude saving throws against disease and radiation 
effects.  Additionally, Trans-Genetic Mutants are immune to the effects of Radiation Sickness caused by Low 
or lesser forms of Radioactive Exposure. 

Combat Bonuses 
Trans-Genetic Mutants are restricted to use of large-sized firearms and medium-sized or larger melee 
weapons due to the size of their mitts.  Firearms and melee weapons outside of their size range can be used, 
but at a penalty of a –4 to attack rolls.  Additionally, Trans-Genetic Mutants cannot wear any armor unless it is 

specially sized for them because of their broad frame and dense skin.  Their skin, 
however, is very thick, granting them 3 points of physical damage reduction 
(PDR 3).   

Powerful Build: The physical stature of Trans-Genetic Mutants 
allows them to function in many ways as if they were one size-

category larger. 

Whenever a Trans-Genetic Mutant is subject to a size 
modifier, or special size modifier for an opposed check (+4 

to Grapple checks, and +4 to resist Bull Rush and Trip 
attempts), the Trans-Genetic Mutant is treated, as one 
size larger if doing so is advantageous to him. 

A Trans-Genetic Mutant is also considered to be one 
size larger when determining whether a creature’s 

special attacks based on size 
(such as improved grab or 
swallow whole) can affect 
him.  A Trans-Genetic Mutant 
can use weapons designed for 
a creature one size larger 

without penalty.  His space and reach, however, remain 
those of a creature of his actual size.  

Feats 
Trans-Genetic Mutants receive two Feats at first level 

(one to start with and one for first level), since at one 
time in their lives they were human. One of these 

feats must be of a military nature, from the 
list below: Alertness, Athletic, Blind-Fight, 

Brawl, Combat Reflexes, Defensive 
Martial Arts, Dodge, Endurance, Quick 

Recovery, Run, Strong Back, 
Stonewall, or Toughness. 
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Section 6: Talent Trees  
A character acquires a Talent at 1st level and at every level divisible by 5 thereafter.  Additionally, starting at 
3rd level and at every odd level thereafter, the Aggressive, Custom, or Defensive classes gains a bonus Talent. 
Some Advanced Classes may also grant a Talent as a Class Ability.  A character may choose a talent from the 
list below.  Some talents require a pre-requisite to be taken before they can be acquired.  

Talent Tree Prerequisite 
Charm 

Charm  
Favor Charm 
Captivate Charm, Favor 
Alluring Gaze Charm, Favor, Captivate 

Damage Reduction 
Damage Reduction One talent from either the Energy Resistance or Unbreakable Talent Trees 
Improved Damage Reduction1 Damage Reduction 
Advanced Damage Reduction1 Improved Damage Reduction 

Defensive 
Evasion  
Uncanny Dodge 1 Evasion 
Uncanny Dodge 2 Evasion, Uncanny Dodge 1 
Defensive Roll Evasion, Uncanny Dodge 1 
Opportunist Evasion 

Empathic 
Empathy  
Improved Aid Another Empathy 
Intuition Empathy 

Energy Resistance 
Acid Resistance  
Cold Resistance  
Electrical Resistance  
Fire Resistance  
Radiation Resistance  
Sonic / Concussion Resistance  

Extreme Effort 
Extreme Effort  
Improved Extreme Effort Extreme Effort 
Advanced Extreme Effort Extreme Effort, Improved Extreme Effort 

Fast-Talk  
Fast-Talk  
Dazzle Fast-Talk 
Smooth Talker Fast-Talk  
Silver Tongue Fast-Talk, Smooth Talker 
Taunt Fast-Talk, Dazzle 

Gunslinger 
Gunslinger Personal Firearm 
Pistoleer Personal Firearm, Gunslinger 
Machine Gun Johnny Personal Firearm, Gunslinger, Pistoleer 

Hand to Hand 
Strong Attack Strength 13, Brawl 
Hammer Attack Strength 15, Brawl, Strong Attack 
Haymaker Attack Strength 17, Brawl, Strong Attack, Hammer Attack 
Fisticuff Brawl 
Pugilist Fisticuff 

Healing 
Healing Knack  
Healing Touch 1 Healing Knack 
Healing Touch 2 Healing Knack, Healing Touch 1 
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Ignore Hardness 
Ignore Hardness  
Improved Ignore Hardness Ignore Hardness 
Advanced Ignore Hardness Ignore Hardness, Improved Ignore Hardness 

Increased Speed 
Increased Speed  
Improved Increased Speed Increased Speed 
Advanced Increased Speed Increased Speed, Improved Increased Speed 

Insightful 
Skill Emphasis  
Aware Skill Emphasis 
Faith Skill Emphasis 
Cool Under Pressure Skill Emphasis and either Aware or Faith 

Leadership 
Coordinate  
Inspiration Coordinate 
Greater Inspiration Coordinate, Inspiration 

Martial Arts 
Karate Dexterity 13, Defensive Martial Arts 
Judo Dexterity 15, Defensive Martial Arts, Karate 
Kendo Dexterity 17, Defensive Martial Arts, Karate, Judo 

Melee Smash 
Melee Smash  
Improved Melee Smash Melee Smash 
Advanced Melee Smash Melee Smash , Improved Melee Smash 

Mr. Handy 
Mechanic  
Mr. Goodwrench Mechanic 

Quicker than the Eye 
Matchstick Man  
Quick Disguise  

Research 
Savant  
Linguist  

Scientist 
Chemist Intelligence 15 
Mr. Bunsen Burner Chemist 

Spontaneous Fighting 
Blades  
Improvised Weapons  

Stealth  
Locksmith  
Magician  
The Shadow Dexterity 15 
Whisper on the Wind Dexterity 15 
Exploit Vulnerability The Shadow, Whisper on the Wind 
Improved Exploit Vulnerability Exploit Weakness, The Shadow, Whisper on the Wind 

Strategy 
Exploit Weakness One talent from the Research Talent Tree 
Plan One talent from the Research Talent Tree 
Trick One talent from the Research Talent Tree 

Survival 
Skilled Hunter  
Dousing Rod  
Camouflage  
Beast Soother Two talents from the Survival Talent Tree  
Ambush Bug Two talents from the Survival Talent Tree 
Pathfinder  
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Defeat Computer Security 
This function of the computer use skill usually does not apply to characters as computers found in the 
Wastelands function under their own artificial intelligence (AI), or by a secure organization like the Steel 
Disciples.  In a forgotten bunker or fallout shelter with problematic power issues, however, the security can 
be compromised.  The DC is determined by the quality of the AI security installed to defend the system.  If the 
check is failed by 5 or more, the security system immediately alerts its administrator or AI that there has been 
an unauthorized entry.  An alerted administrator or AI may attempt to identify the character or cut off the 
character’s access to the system. 

Sometimes, when accessing a difficult site, the character has to defeat security at 
more than one stage of the operation.  If the character beats the DC by 10 or more 
when attempting to defeat computer security, the character automatically 
succeeds at all subsequent security checks at that site until the end of the 
character’s session (see Computer Hacking below). 

Computer Hacking 
Breaking into a secure computer or network is often called hacking. 

When a character hacks, he attempts to invade a site.  A site is a virtual location containing files, data, or 
applications.  A site can be as small as a single computer or as large as a vault network connecting computers 
and data archives all over the world— the important thing is that access to the site connects the user to 
everything within it.  Some sites can be accessed via Alpha-Net; others are not connected to any outside 
network and can only be tapped into by a user who physically accesses a computer connected to the site. 

Every site is overseen by a system administrator or AI— the person in charge of the site, and who maintains 
its security.  Often, the system administrator is the only person with access 

to all of a site’s functions 
and data.  A site can have 
more than one system 
administrator; large sites 
have a system 
administrator on duty at all 
times.   

When a character hacks 
into a site, the visit is called 
a session.  Once a character 
stops accessing the site, the 
session is over.  The 
character can go back to the 
site in the future; when he 
does, it is a new session. 

Several steps are required 
to hack into a site: 

Covering Tracks 
This step is optional.  By 
making a Computer Use 
check (DC 25), a character 
can alter his identifying 
information.  This imposes 
a –5 penalty on any attempt 
made to identify the 
character if his activity is 
detected. 

  

Level of Security DC 
Abandoned Shelter 25 
Artificial Intelligence 30 
Alpha-Net 35 
Military 40 
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Chapter III  
Feats  

Feats are special talents or abilities that a character learns during his transition through life.  A character 
gains Feats based on several factors of character creation.  All characters begin with two Feats as denoted in 
the character class Description (one for class and one for first level) and may gain a bonus Feat through a 
background, occupation, or trait option.  At third level the character gains acquired Feats.  Acquired Feats are 
earned every third level (or fourth level if a Ghūl or has the Gifted Trait) and multiple thereof.  Additionally, 
class features provide a character with bonus Feats, sometimes from a specific list.  So needlessly to say, an 
Exodus character will have many Feats to choose from the list below as they progress in levels. 

Some Feats have a requirement that must be met in order to obtain the Feat.  These requirements range from 
minimum ability score requirement, skill ranks, another Feat, a minimum Base Attack Bonus or a 
combination of any of these requirements.  Some advanced classes allow a character to take a Feat without 
meeting the requirements—this will be denoted in the class feature or bonus feat Description. 

 
Feat Requirement Description 
Acrobat  +2 bonus to Jump and Tumble skill checks. 

Action Boy Earlier Sequence, Heroic Surge 
Restore limits of use of Heroic Surge by spending a 
Karma Point. 

Adrenaline Rush Constitution 15, Survival 4 ranks 
When HP falls below 50%, the character gains a +2 
morale bonus to attack rolls and all physical skill 
checks.   

Advance Combat 
Martial Arts 

Combat Martial Arts, Improved 
Combat Martial Arts, BAB +8 

Unarmed critical hit modifier increased to x3. 

Advanced Firearms 
Proficiency 

Personal Firearm Proficiency Auto-fire without penalty. 

Advanced Two-
Weapon Fighting 

Dexterity 13, Two-Weapon Fighting, 
Improved Two-Weapon Fighting,  
BAB +11 

Gain a third attack with offhand at –10 penatly and may 
use a melee weapon in one hand and ranged in other. 

Agile Riposte Dexterity 13, Dodge 
Make a melee or touch attack against dodge opponent if 
opponent misses attack.  

Alertness  +2 bonus to Listen and Spot skill checks. 
Animal Affinity  +2 bonus to Handle Animals and Ride skill checks 

Animal Friend 
Charisma 13, Animal Affinity, Handle 
Animal 6 ranks 

Befriend a domestic or wild animal and gain a animal 
companion.   

Archaic Weapon 
Proficiency 

 Proficient in archaic weapons. 

Armor Proficieny 
(heavy) 

Armor Proficieny (medium), Armor 
Proficieny (light) 

Proficient in heavy armors. 

Armor Proficieny 
(medium) 

Armor Proficieny (light) Proficient in medium armors. 

Armor Proficieny 
(light) 

 Proficient in light armors. 

Athletic  +2 bonus to Climb and Swim skill checks. 
Attentive  +2 bonus to Investigate and Sense Motive skill checks. 

Awareness 
Wisdom 13 , Sense Motive 4 ranks, 
Spot 4 ranks 

Study an opponent as a standard action, and gain a +1 
insight bonus to attack rolls against that opponent for 
the encounter. 

Better Criticals 
Weapon Focus or Weapon Finesse, 
BAB +8 

+1 to critical threat range of a weapon. 

Blind-Fight  
Re-roll miss chance from concealment and may move 
half speed when unable to see. 

Bonus Ranged 
Damage  

Dexterity 15, Point Blank, Precise 
Shot 

+1 to damage from ranged weapons. 
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Bracing  
Spend a move action to brace self to gain a +2 STR to 
firearm handling requirements 

Brawl  
+1 to unarmed attack rolls and deal 1d4+STR non-
lethal damage. 

Builder  +2 bonus to two Craft skills checks. 

Burst Fire 
Wisdom 13, Personal Firearm 
Proficiency, Advanced Firearm 
Proficiency 

Shoot single target with auto-fire at a –4 penalty and 
deal +2 dice of damage. 

Cautious  
+2 bonus to Demolitions and Disable Device skill 
checks. 

Cleave Strength 13, Power Attack 
Make a free melee attack against an adjacent opponent 
after defeating another opponent in melee combat. 

Combat Expertise Intelligence 13 
As a full-round action in melee, trade up to 5 points 
from attack rolls to add to Defense. 

Combat Martial Arts BAB +1 
Deal 1d4+STR lethal or non-lethal damage with 
unarmed attacks. 

Combat Reflexes  
Gain additional attacks of opportunity equal to 1 + DEX 
modifier per round. 

Combat Throw Defensive Martial Arts 
+2 bonus to STR or DEX when opposing Grapple and 
Trip attacks. 

Comprehension  +3 skill points. 
Confident  +2 bonus to Gamble and Intimidate skill checks. 
Creative  +2 bonus to two Craft or Perform skills checks. 

Dead Aim Wisdom 13, Far Shot 
Spend full-round action aiming to gain a +2 to a ranged 
attack roll on next attack. 

Deceptive  +2 bonus to Bluff and Disguise skill checks. 
Defensive Martial 
Arts 

 +1 Dodge bonus to Defense against melee attacks. 

Demolition Expert Demolitions 6 ranks  
Explosive charges deal 1d6 points of additional 
damage. 

Die Hard 
Endurance, Improved Damage 
Threshold 

Choose to stabilize when between –1 and –9 hit points 
or remain consious when below 0 hit points able to use 
only standard actions while taking 1 point of damage 
per round.  

Dodge Dexterity 13 
Pick an opponent each round to gain +1 Defense 
against. 

Dodger Dexterity 13, Dodge, Mobility +1 dodge bonus to Defense 

Double Tap Dexterity 13, Point Blank Shot 
Fire two bullets at a –2 penatly and deal +1 die of 
damage. 

Drive-By Attack Drive 4 ranks Take no penalty when firing from moving vehicle. 

Earlier Sequence Dexterity 13, Improved Initiative  
Gain a +2 bonus to Initiative rolls (stacks with 
Improved Initiative) and can act in a surpise round.  

Educated Comprehension +2 skill points per level 

Elusive Target Dexterity 13, Defensive Martial Arts 
Opponents firing at you in melee combat takes an 
additional –4 penatly to attack rolls to hit. 

Empathy 
Wisdom 15, Sense Motive 5 ranks, 
Diplomacy 2 ranks 

+1 bonus on Charisma-based skill checks.  Can make an 
opposed Sense Motive check to detrmine if a target is 
lying.   

Endurance  
+4 bonus to Saves against fatigue and some 
environmental effects. 

Exotic Firearms 
Proficiency 

Personal Firearm Proficiency, 
Advanced Firearm Proficiency 

Proficient in a Exotic Weapon type. 

Exotic Melee Weapon 
Proficiency 

BAB +1 Proficient in a Exotic Melee Weapon type. 

Explorer Track, Survival 4 ranks +2 bonus to Navigate and Survival skill checks. 
Far Shot  +50% range to archaic or firearm distances. 

Fast Shot 
Dexterity 13, Improved Initiative, 
Personal Firearm Proficiency, and 
Quick Draw 

Bonus attack at highest BAB when using full attack 
action with guns.  
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Faster Healing Constitution 13, Toughness 
When resting regain HP equal to your level plus double 
your CON bonus. 

Feneese Dexterity 15+ +4 to confirm critical hits 

Fleet of Foot Run 
Change direction up to 90 degrees once when running 
or charging. 

Flower Child 
Constitution 13, Knowledge 
(medicine) 4 ranks 

+2 bonus to Fortitude against drug addiction and 
effects. 

Focused  +2 bonus to Balance and Concentration skill checks. 
Force Stop Drive 4 ranks, Vehicle Expert Can force another vehicle to a stop with a sideswipe. 

Fortune Finder Karma 10+ 
+2 bonus to Craft (salvage) and Search (salvage) skill 
checks.  

Frightful Presence Charisma 15, Intimidate 9 ranks Cause opponents to become shaken. 
Gain Ability Level 6 +1 to one ability score of choice. 
Gambler  +2 bonus to Bluff and Gamble skill checks. 
Gearhead  +2 bonus to Computer Use and Repair skill checks. 

Ghost 
Hide 4 ranks, Move Silently 4 ranks, 
Survival 4 ranks 

Gain a +2 bonus on Hide and Move Silently skill checks 
and three-quarters cover when hiding at night or in 
dimly lit areas.   

Great Cleave 
Strength 13, Power Attack, Cleave, 
BAB +4 

Make a free melee attack against an adjacent opponent 
after defeating another opponent in melee combat.  If 
that opponent falls in combat, you gain another attack, 
and so on. 

Great Fortitude  +2 bonus on Fortitude saving throws. 
Guide  +2 bonus on Navigate and Survival skill checks. 

Gunner 
Personal Firearm Proficiency, Balance 
4 ranks 

+1 to attack rolls from moving vehicles. 

Harmless Charisma 17 
+1 bonus on Barter, Bluff, Diplomacy, Gather 
Information, Sense Motive and Sleight of Hand skill 
checks. 

Healer 
Knowledge (medicine) 5 ranks, Treat 
Injury 5 ranks 

Heal 2d4 hit points as a full-round action to a damaged 
character.   

Heave Ho! Strength 13, Base Attack +1 +10 range on thrown weapons.  
Heroic Surge  Gain an addition attack or move action. 
Hit the Deck Evasion Explosive damage is reduced by 50%, your left prone. 
HtH Evade Dodge, Defensive Martial Arts  +2 Defense in melee combat when fighting unarmed. 

HtH Fighter 
Strength 15, Brawl, Power Attack, 
Street Fighting, Base Attack +3 

+2 bonus to attack rolls and damage when fighting 
unarmed. 

Improved Brawl Brawl, BAB +3 
+2 to unarmed attack rolls and deal 1d8+STR non-
lethal damage. 

Improved Bull Rush Strength 13, Power Attack 
Perform a Bull Rush maneuver with provoking an 
attack of opportunity. 

Improved Combat 
Martial Arts 

Combat Martial Arts, BAB +4 Unarmed attack threat range increases to 19-20/x2 

Improved Combat 
Throw 

Defensive Martial Arts, Combat 
Throw, BAB +3 

Make a trip attack as an attack of opportunity against 
an opponent that misses you in melee combat. 

Improved Damage 
Threshold 

 Increase maximum damage threshold by +3. 

Improved Disarm Intelligence 13, Combat Expertise 
Perform a Disarm maneuver without provoking an 
attack of opportunity. 

Improved Feint Intelligence 13, Brawl, Street Fighting 
Can make a Bluff (feint) check as a move action, and 
gain a +2 bonus on the skill check.  

Improve Grapple Brawl, Dexterity 13 
Initiate a Grapple maneuver without provoking an 
attack of opportunity and gain a +4 bonus to grapple 
checks. 

Improve Initiative  Gain a +4 bonus to Initiative rolls. 
Improve Knockout 
Punch 

Brawl, Knockout Punch, BAB +6 
Deal triple damage from your first unarmed attack to a 
flat-footed opponent. 

Improve Overrun Power Attack, Strength 13 
Target cannot avoid you on an Overrun and +4 STR 
bonus to knock down opponent. 
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Improve Trip Intelligence 13, Combat Expertise 
Perform a Trip attack without provoking an attack of 
opportunity. 

Improve Two-
Weapon Fighting 

Dexterity 13, Two-Weapon Fighting, 
BAB +6 

Gain a second attack with your off-hand at a –5 penalty 
and may use a melee weapon in one hand and ranged in 
other. 

Iron Will  +2 bonus to Will saving throws. 
Karma Beacon Level 5 +1 Karma Point 

Knockout Punch Brawl, BAB +3 
Deal double damage from your first unarmed attack to 
a flat-footed opponent. 

Lead Foot Drive 8 ranks +20 speed to fuel cell land-based vehicles. 
Life Giver Level 3, Toughness +2 hit points per level. 

Light Step Dexterity 15 
+2 Defense and Reflex saves against ground-based 
traps, landmines, and pitfalls. 

Lightning Reflexes  +2 bonus to Reflex saving throws 

Living Anatomy 
Knowledge (medicine) 10 ranks, 
Treat Injury 10 ranks 

+4 bonus on Treat Injury and Knowledge (medicine) 
skill checks.  Increase critical range of weapon by 1 
point against targets that can be critically hit.  Double 
healing effects. 

Low Profile  Only gain 50% of earned Reputation. 
Magnetic Personality Presence, Level 6 Gain loyal companion and followers. 

Medic 
Knowledge (medicine) 1 ranks 
 

+2 bonus on Treat Injury checks and Knowledge 
(Medicine) checks . 

Medical Expert 
Knowledge (medicine) 1 ranks 
 

+2 bonus on Craft (chemical) and Treat Injury skill 
checks. 

Meticulous  +2 bonus on Forgery and Search checks. 
Mobility Dexterity 13, Dodge Gain a +4 Defense against attacks of opportunity.  

More Criticals 
Base attack +12, Better Criticals, 
Weapon Focus or Weapon Finesse 

+1 to critical threat range of a weapon. 

Mr. Fixit Knowledge (science) 4 ranks  
+2 bonus on Repair and Disable Device checks and also 
reduce the DC of any repair by current INT bonus.  

Mutate!  Change a starting Trait. 

Mysterious Stranger Karma 6+ 
Spend a Karma Point in combat and have a mysterious 
man dressed in black come to your aid.  

Negotiator  +2 bonus to Barter and Diplomacy skill checks. 
Night Vision  Gain low-light vision. 

Nimble  
+2 bonus on Escape Artist and Sleight of Hands skill 
checks. 

Pack Rat  +2 bonus on STR to determine Carrying Capacity total. 
Pathfinder Explorer, Track, Survival 4 ranks Reduce travel time by 10%. 
Personal Firearm 
Proficiency 

 Proficient in personal firearms. 

Pickpocket  +3 bonus to Sleight of Hand skill checks. 

Point Blank Shot  
Deal +1 bonus to attack and damage rolls on range 
attack within 30 feet of target. 

Power Attack Strength 13 
Reduce you melee attack roll up to your BAB to 
increase your damage by the same number. 

Precise Shot Point Blank Shot 
Shoot at opponents engaged in melee combat without 
penalty. 

Presence  +2 bonus to Diplomacy and Intimidate skill checks. 

Pyromaniac Weapon Focus (fire-based) 
+2 bonus attack and damage rolls with fire-based 
weapons.   

Quick Draw BAB +1 Draw a weapon as a free action. 
Quick Pockets  Retrieve a piece of equipment as a free action. 
Quick Recovery  Stand from a prone position as a free action. 

Quick Reload BAB +1 
Reload ammunition clips as a free action or loose 
ammunition move action. 

Rad Child Fortitude Base +3 Immune to Radiation exposure of 600 RAD and lower. 

Rad Resistance Constitution 13, Toughness 
+4 Fortitude bonus against radiation and radiation 
sickness. 
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Ranger 
Explorer, Pathfinder, Track, Survival 8 
ranks 

+1 bonus to all Hide, Move Silently, Listen, Navigate, 
Search, Spot, and Survival skill checks when in the 
wilderness of the Wastelands. 

Renown  Gain +1% to Reputation earned. 

Run  
When running move 5 times your base speed, or times 
4 speed if in heavy armor. 

Shot on the Run 
Dexterity 13, Point Blank Shot, Dodge, 
Mobility 

Move before and after a ranged attack not to exceed 
your move speed. 

Simple Weapon 
Proficiency 

 You are proficient in simple weapons. 

Skip Shot Point Blank Shot, Precise Shot 
Bounce bullet off object to hit target behind cover at a  
–2 penatly and deal +1 die of damage.  

Spring Attack Dexterity 13, Dodge, Mobility, BAB +4 
Move before and after a melee attack not to exceed 
your move speed. 

Stealthy  +2 bonus on Hide and Move Silently skill checks. 

Strafe 
Personal Firearm Proficieny, 
Advanced Firearm Proficiency 

Auto-fire in a line 4 squares long 1 square wide. 

Street Fighting Brawl, BAB +2 
Deal an extra 1d4 points of damage with unarmed 
attacks or with a light weapon once per round. 

Strong Back Strength 13 
+4 bonus to STR checks when dragging/pushing or 
lifting and to carrying capacity.  

Stunt Man 
Strength 13, Dexterity 15, Balance 4 
ranks, Jump 4 ranks, Tumble 4 ranks 

Falls are treated as 20 feet less and damage from falls is 
reduced to d4’s instead of d6’s. 

Stonewall  
+4 bonus to oppose trip attacks or attacks/effects that 
would move or knock the character prone. 

Studious  +2 bonus to Decipher Script and Research skill checks. 

Sunder Strength 13, Power Attack 
Perform a Sunder attack on an opponent’s weapon or 
armor without provoking an attack of opportunity. 

Surface Vehicle 
Operation 

Drive 4 ranks Pick a vehicle type in which to be proficient. 

Surgery Treat Injury 4 ranks Can perform Treat Injury (surgery) without penalty. 

Thief 
Pickpocket, Dexterity 13, Bluff or 
Intimidate 4 ranks 

+1 bonus on all Disable Device, Hide, Move Silently and 
Sleight of Hand checks. 

Toughness  +3 Hit Points. 
Track  Can find and follow tracks over a DC 10. 

Trustworthy  
+2 bonus to Diplomacy and Gather Information skill 
checks. 

Two-Weapon 
Fighting 

Dexterity 13 
Fight with two weapons with penalties and the 
weapons must be the same type, melee or firearms. 

Unbalance Opponent Defensive Martial Arts, BAB +6 
Pick an opponent during your action and that opponent 
cannot add his Strength modifier to his attack roll. 

Vehicle Dodge 
Dexterity 13, Drive 6 ranks, Vehicle 
Expert 

While driving, pick an opponent or vehicle as a dodge 
opponent and everyone in your vehicle gains a +1 to 
Defense. 

Vehicle Expert Surface Vehicle Operation +2 bonus to Drive checks. 

Weapon Finesse Proficient with weapon, BAB +1 
Use Dexterity modifier instead of Strength on attack 
rolls. 

Weapon Focus Proficient with weapon, BAB +1 Gain a +1 bonus on attacks with a chosen weapon. 

Whirlwind Attack 
Dexterity 13, Intelligence 13, Dodge, 
Mobility, Spring Attack, Combat 
Expertise, BAB +4 

As a full round action, attack all adjacent opponents. 

Windfall  
Gain 100 coins multiplied by the character’s level and a 
+1 bonus to profession skill checks. 

A character gains an “Acquired Feat” at 1st level, 3rd level, and every multiple of three thereafter (6th, 9th, 12th, 
15th, and 18th).  Some characters, however, do not receive these acquired Feats at 3rd level and multiple 
thereof, such as the Ghūl race and characters taking the “Skilled” trait option, whom gain their Feats at 4th 
level and every multiple of 4 afterwards (8th, 12th, 16th, and 20th).  A Ghūl can offset his acquired Feat penalty 
with the trait “Fear the Reaper,” however, read the trait Description.  
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Weapon Finesse 
Choose one light melee weapon, a rapier (if the character can use it with one hand), or a chain.  A character 
can choose unarmed strike or grapple as a weapon for the purposes of this feat. 

Prerequisites: Proficient with weapon, base attack bonus +1. 

Benefit: With the selected melee weapon, the character may use his Dexterity modifier instead of his 
Strength modifier on attack rolls. 

Special: A character can gain this feat multiple times.  Each time the character takes the feat, the character 
selects a different weapon.  

Weapon Focus 
You have spent extra time mastering a single weapon and are more proficient in it.  Choose a specific weapon.  
A character can choose unarmed strike or grapple for your weapon for purposes of this feat. 

Prerequisites: Proficient with weapon, base attack bonus +1. 

Benefit: The character gains a +1 bonus on all attack rolls he makes using the selected weapon. 

Special: A character can gain this feat multiple times.  Each time the character takes the feat, the character 
must select a different weapon. 

Whirlwind Attack 
You have mastered the all-around attack with your melee attack that sends bodies flying in all directions. 

Prerequisites: Dexterity 13, Intelligence 13, Dodge, Mobility, Spring Attack, Combat Expertise, base attack 
bonus +4. 

Benefit: When the character performs a full-round action, the character can give up his regular attacks and 
instead make one melee attack at the character’s highest base attack bonus against each adjacent opponent. 

Windfall 
You have been gifted with money, either through favors, inheritance, or luck. 

Benefit: The character gains 100 coins per character level when this Feat is taken. 

Special: The Feat may be taken an unlimited amount of times. 
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HK MP5K 
A radically shortened version of the MP5, this weapon is optimized to be concealable.  The steps taken to 
reduce the weapon’s size and weight negate the benefits of the parent weapon’s extraordinary quality.  

Although it comes with a 15-round magazine, the MP5K can also accept the same 30-round magazine as the 
MP5 (use of the larger magazine increases the weapon’s size to Large, though). 

This weapon features a three-round burst setting.  When used with the Burst Fire feat, it fires only three 
bullets instead of five and can be used with only three bullets in the weapon.  This setting does not grant the 
ability to make burst fire attacks without the Burst Fire feat; if a character uses the setting without the feat, he 
makes a normal attack, and the extra two bullets are wasted. 

H&K MP9:  
Many of these SMGs are well-known select fire 10mm weapons stored in Fallout Shelter armories.   

H&K P90:  
This is an innovative select fire weapon intended for use by police and troops in vehicles, it features a bull-
pup design that allows a somewhat longer barrel than other SMGs and a 50 round magazine and uses the 
5.7mm cartridge.   

M3A1:  
This SMG is the venerable “Grease Gun” designed late during World War 2.  It is a select fire weapon produced 
in .45 and adaptable to 9mm with special parts and magazines.  It was cheap to produce as it was mostly 
made from stamped metal pieces instead of the traditional machined metal and wood.  

MAC Ingram M10/11 
A short run in production produced about 10,000 of these small submachine guns made and supplied to 
United States police forces, the U.S. Army, Cuba, and Peru.  Light pressure on the trigger produces single 
shots, while increased pressure brings automatic fire.  This compact select fire weapon is available in 9mm 
and .45 (the MAC 10) or a smaller configuration firing a .380 cartridge (MAC 11) and can be fitted with a 
suppressor without modification. 

Thompson M1928:  
The iconic “Tommy Gun” from the early 20th century Gangster era and World War 2 is a .45 select fire 
weapon.  This SMG supports optional 20 and 30 round box magazine ammunition.   

Uzi 
Designed in the 1950s for the Israeli army, the Uzi has become the most popular submachine gun in the 
world.  It features a collapsible stock, making it extremely compact. 
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This .223 semiautomatic hunting rifle was very popular before the fall of civilization.   

DKS 501 Sniper Rifle 
This is a semi-automatic .223 rifle designed for extreme accuracy and is equipped with a scope.   

DKS 101 Sniper Rifle 
This is a semi-automatic 7.62mm rifle designed for extreme accuracy and is equipped with a scope. 

FN FAL 
This 7.62mm assault rifle has been more widely used by armed forces than any other rifle in history.  It is a 
reliable assault weapon for any terrain or tactical situation.   

H&K G11 
This gun revolutionized assault weapon design.  The weapon fires a caseless 4.7mm 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.   

H&K 53 
This is a compact .223 select fire assault carbine that was very popular with the military forces of many 
countries.  An optional 40 round magazine is available.   
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M72A3 LAW 
The LAW (light antitank weapon) is a disposable, one-shot rocket launcher.  It comes as a short, telescoped 
fiberglass and aluminum tube.  Before using the weapon, the firer must first arm and extend the tube, which is 
a move action. 

When the LAW hits its target, it explodes like a grenade or other explosive, dealing its 10d6 points of damage 
to all creatures within a 10-foot radius (Reflex save DC 18 for half damage); because its explosive features a 
shaped charge designed to penetrate the armor of military vehicles, the LAW ignores up to 10 points of 
hardness if it strikes a vehicle, building, or object.  This only applies to the target struck, however, not to other 
objects within the burst radius. 

The M72 has a minimum range of 30 feet.  If fired against a target closer than 30 feet away, it does not arm 
and will not explode.  The Exotic Firearms Proficiency (propelled launchers) perk applies to this weapon. 

M79 
This simple weapon is a single-shot grenade launcher.  It fires 40mm grenades (see under Grenades and 
Explosives, below).  These grenades look like huge bullets an inch and a half across; they cannot be used as 
hand grenades, and the M79 cannot shoot hand grenades. 

Attacking with an M79 is identical to throwing an explosive: you make a ranged attack against a specific 5-
foot square (instead of targeting a person or creature).  The differences between using the M79 and throwing 
an explosive lie in the range of the weapon (which far exceeds the distance a hand grenade can be thrown) 
and the fact that the M79 requires a weapon proficiency to operate without penalty.  The Exotic Firearms 
Proficiency (propelled launchers) feat applies to 
this weapon. 

M60 LMG 
Introduced in the Vietnam War era, 
this medium machine gun is still 
in widespread use with the U.S. 
military and that of several 
other armies.  The Exotic 
Firearms Proficiency 
(heavy firearms) perk 
applies to this weapon. 

This is a 7.62mm belt fed 
light machine gun.  It is 
reliable and proven on many 
battlefields.  It was used either 
mounted on a vehicle or fired from 
a bipod or rest.  The Exotic 
Firearms Proficiency (heavy 
firearms) perk applies to this 
weapon. 
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Electro Scorcher 
This experimental lightning throwing weapon was created by the US military and was in prototype use in 
several military facilities when the Exodus hit.  Without the sun's rays to charge this weapon's capacitors, this 
gun cannot make a spark.  In full daylight, however, the experimental photoelectric cells that power the 
Scorcher allow it to fling a bolt of lightning at a target and turn almost anything into a barbeque critter 
(ummm, tastes like chicken).  This weapon stores energy in an internal battery that is constantly recharged in 
direct sunlight.  During night or in areas without natural or artificial sunlight the weapon’s charge lasts for 2 
hours. 

ElectroMac 500 Laser Pistol 
Bushwhack Arms designed this small lightweight laser weapon for civilian use a few years before the Exodus. 

Mega-Watz 1000 Laser Pistol 
This laser weapon is an upgrade of the ElectroMac 500, designed to pack a little extra punch in the same 
design, for the United States military and law enforcement.   

KYJ-X2 Pulse Pistol 
This was an electrical pulse weapon developed by Vector Junction.  Though powerful, the KYJ-X2 was never 
considered a practical weapon due to its inefficient energy usage and bulky design. 
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Brass Knuckles 
These pieces of molded metal fit over the outside of a character’s fingers and allow him or her to deal lethal 
damage with an unarmed strike instead of non-lethal damage.  A strike with brass knuckles is otherwise 
considered an unarmed attack.  When used by a character with the Brawl feat, brass knuckles increase the 
base damage dealt by an unarmed strike by +1 and turn the damage into lethal damage. 

Cleaver 
Heavy kitchen knives can be snatched up for use as weapons in homes and restaurants.   

Club 
Almost anything can be used as a club.  This entry represents the wooden nightsticks sometimes carried by 
police forces. 

Combat Knife 
A high-quality combat knife, one common model was the Stallona from SharpWit, Inc., with an edge 
guaranteed to stay sharp for over a decade of use.  

Crowbar 
This is a very solid and heavy piece of metal, specially designed to exert leverage (adding +4 to STR for prying 
something open) or beating heads.   

Knife 
This category of weapon includes hunting knives, butterfly or “balisong” knives, and switchblades.  A 
character can select the Weapon Finesse feat to apply his or her Dexterity modifier instead of Strength 
modifier to attack rolls with a knife. 

Hatchet 
This light axe is a chopping tool that deals slashing damage when employed as a weapon. 

Machete 
This long-bladed tool looks much like a short, lightweight sword, but with a 
blade on one side only. 

Pistol Whip 
Using a pistol as a melee weapon can deal greater 
damage than attacking unarmed.  No weight or 
purchase DC is given for this weapon, since both 
vary depending on the pistol used. 

Police Baton 
This is a hardwood baton designed for law 
enforcement officers.   

Rifle Butt 
The butt of a rifle can be used as an impromptu 
club. 

Sharpened Pole 
This is a 4 foot to 6 foot length of wooden or 
plastic pole with a roughly sharpened end.   

Sharpened Stick 
This is a short length of wood or plastic with a 
roughly sharpened end that is held in one hand.   

Shiv 
This is a crudely made small knife; any attack with 
this weapon suffers a –1 accuracy penalty to attack 
and damage rolls.   
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Combat Armor 
This is a full suit of high tech military armor made out of advanced polymers, including a helmet. 

Combat Vest 
This is a heavy armor vest made of advanced polymers and is the core piece of a suit of Combat Armor. 

Concealed Mesh Suit 
This is a lightweight, low profile armored suit that can be worn under normal clothes without being noticed. 

Concealable Vest 
This vest was a standard issue for many police forces, and provides maximum protection in a garment that 
can be worn all day long under regular clothing.  While it may go unnoticed by a quick glance, it is usually 
visible to anyone looking closely for it, granting a +4 bonus on Spot checks to notice the armor. 

Environmental Armor 
This bulky suit was developed for use in heavily contaminated environments, and is prized in the Wasteland 
for its ability to protect against biological threats and radiation.  Environmental Armor is highly durable against 

radiation protecting the wearer against 4999 (high) or lesser RAD.  Radiation levels that exceed 5000 RAD (severe) 

begin to affect the wearer normally. Additionally the armor grants the wearers a +10 Fortitude saving throw bonus 
against other environmental hazards, such as poison gas, and toxic waste. 

Light-Duty Vest 
A lightweight tactical vest designed for extended use by riot police and forces on alert for potential attack, this 
armor sacrifices a degree of protection for a modicum of comfort—at least compared to other tactical body 
armors. 

Metal Armor 
This crude but effective amour is made of scavenged metal plates. 
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Upgrades and Modifications 
The following modifications can be 
applied to certain weapons and armors 
to make for extended or better 
performance. 

Accelerated Projectile 
Enhancement  
Some firearms can be modified to 
propel their ammunition at an 
accelerated rate.  With the increased 
acceleration of the bullets, this weapon deals +2 damage on successful attack rolls.  Should the user roll a 
natural 1 on an attack roll, however, the weapon jams and cannot be used until a Repair (DC 20) skill check is 
made to un-jam the firearm.  Accelerated Projectile Enhancement can be accomplished with a Craft 
(mechanic) or Repair (DC 25) skill checks.  This service can also be purchased for 2500 coins.   

Upgrade  or Modification  SCRC 
Craft & 
Repair Cost 

Accelerated Projectile Enhancement VR 25 2500 
Enhanced Energy Output VR 30 4500 
Extended Magazine Capacity R n/a Special 
MK+ upgrade (armor) VR 30+ Special 
Scope, standard  I 15 500 
Scope, electro-optical R 15 1750 
Speed loader  I n/a 200 
Suppressor  R 15 850 
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Black Sunshine: This eye drop contains chemicals that alter the vision of the 
user and changes the white of his eyes to black as well as the pupil.  
When taken the user of Black Sunshine gains night vision (can see 
as if in daylight) for 4 hours.  After the effects of the Black 
Sunshine wear off, the character suffers a –10 penalty to Spot 
skill checks and can only see one-half his normal range of vision 
for 4 hours.   

Addiction 25%; Craft (chemical) DC 30, materials needed 
(pesticide and plant root powder), time needed 2 hours. 

Burnout: This drug is a powder that is either rubbed on the 
gums or inhaled through the nasal cavity.  When used, Burnout 
grants the inhibitor increased awareness and reflexes, however 
this is through paranoia.  The character gains +6 to both Listen 
and Spot checks and +4 to Reflex saves, but suffers a –4 
penalty to WIS and –2 Will save.  The effect of Burnout lasts 4 
hours before wearing off, at which time the character suffers a 
–4 penalty INT and WIS and –4 to Reflex saves.  The ability 
score returns at a normal rate and the reflex penalty returns at 
a rate of 1 every 2 hours.   

Addiction: 35%; Craft (chemical) DC 30, 
materials needed (plant root powder, 
radiated water, and toxic waste), time 
needed 6 hours.  

  

Chemicals 
(Drugs) 11 

Benefits After Effects 22 Addiction 33 WT SCRC Cost 

Afterburner  
+10 Speed, +2 WIS, +4 
temporary HP for 10 minutes. 

– 2 WIS, – 4 HP 20% 0 R 150 

Black Sunshine Night vision for 4 hours. 
– 10 Spot and reduced 
vision 

25% 0 R 350 

Burnout 
+6 Spot/Listen, +4 Reflex save, 
– 4 WIS, – 2 Will save. 

– 4 WIS and Reflex save 35% 0 VR 600 

Inferno 4 
+4 DEX, – 2 INT, PDR/4 for 4 
hours. 

– 6 DEX, +2 INT, take +2 
points of damage per 
hit 

20% 1 R 400 

Mindmeld 
+2 INT, WIS and CHA for 24 
hours. 

– 2 INT, WIS, CHA 15% 0 R 280 

Mutagen +4 STR and +2 CON for 2 hours. – 6 STR and CON 40% 0 VR 750 

Rad Blocker 2 5 
Blocks some harmful effects 
against Radiation for 24 hours. 

None 10% 1 UN 500 

Radium X – 1000 RADs over time None 0% 0 I 300 

Vigoroids 
+2 STR, DEX and CON for 6 
hours. 

– 4 STR, DEX, CON 25% 0 R 200 

Voodoo +2 Dex and +1 Karma Point. – 4 DEX 20% 1 I 400 
1 Drug benefits and after effects do not stack by taking multiple doses of one type of drug unless denoted below;  however, taking different type of drugs 

with similar effects do stack.   
2 Character can delay the after effects by consuming a continuous regiment of a chemical at the end of its beneficial period.   
3 Addiction effects and recovery is detailed in Chapter 5. 
4 Inferno effects can be taken twice; the second dose adds 50% to both benefits and penalties, however the after effects are doubled. 
5 This Drug’s benefit stacks. 
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Bag, Burlap 
This bag is a durable potato sack and can hold up to 80lbs worth of objects smaller than 2ft. in diameter. 

Binoculars 
Binoculars are useful for watching opponents and wild game from a long distance.  Standard binoculars 
reduce the range penalty for Spot checks to –1 for every 50 feet (instead of –1 for every 10 feet).  Using 
binoculars for Spot checks takes five times longer as making the check unaided. 

Bolt Cutter 
An exceptionally heavy wire cutter, a bolt cutter can snip through padlocks or chain-link fences.  Using a bolt 
cutter requires a Strength check (DC 10). 

Caltrops 
Caltrops are four-pronged iron spikes designed so that one prong is pointing up when the caltrop rests on a 
surface.  A character scatters caltrops on the ground to injure opponents, or at least slow them down.  One 
bag of twenty-five caltrops covers a single 5-foot square.  Each time a creature moves through a square 
containing caltrops at any rate greater than half speed, or each round a creature spends fighting in such an 
area, the caltrops make a touch attack roll (base attack bonus +0).  A caltrop deals 1 point of damage on a 
successful hit, and the injury reduces foot speed to half normal (a successful Treat Injury check, DC 15, or one 
day’s rest removes this penalty).  A charging or running creature must immediately stop if it steps on a 
caltrop.  See the avoid hazard stunt for the effect of caltrops on vehicles. 

Chemical Kit 
A portable laboratory for use with the Craft (chemical) skill, a chemical kit 
includes the tools and components necessary for mixing and analyzing acids, 
bases, explosives, toxic gases, and other chemical compounds. 

Chemical Light Stick 
This disposable plastic stick, when activated, uses a chemical reaction to 
create light for 6 hours.  It illuminates an area only 5 feet 
in radius.  Once activated, it cannot be turned off or 
reused. The listed purchase DC is for a pack of 5 sticks. 

Climbing Gear 
All of the tools and equipment that climbing enthusiasts 
use to make climbing easier and, in some cases, possible, 
including ropes, pulleys, helmet and pads, gloves, spikes, 
chocks, ascenders, pitons, a hand-ax, and a harness.  It takes 10 
minutes to remove the gear from its pack and outfit it for use.  
Use this gear with the Climb skill. 

Duct Tape 
The usefulness of duct tape is 
limited only by a character’s 
imagination.  Duct tape can support 
up to 200 pounds indefinitely or up 
to 300 pounds for 1d6 rounds.  
Characters bound with duct tape 
must make a Strength or 
Escape Artist check (DC 20) to 
free themselves.  A roll 
provides 70 feet of tape, 2 
inches wide. 
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Doc Brown’s First Aid Guide: Written in the 1950’s by renowned scientist and doctor, Emmet Brown, 
this first aid guide stood the test of time seeing a high distribution to the boy scouts, free clinics, and waiting 
rooms.  This guide contains the concepts and practical use of first aid skills.  When referencing this book, the 
reader gains a +2 circumstance bonus to Treat Injury skill checks.   

Time required: 10 minutes. 

Electronics and Gadgets:  This is a book on the field of electronics and electrical gadgets.  When 
referencing this book, the reader gains a +2 circumstance bonus Craft (electronic), to Knowledge 
(Technology) and Repair skill checks when dealing with electrical equipment.   

Time Required: 1 hour. 

Firearms and Ammunition:  This is a magazine devoted to the practical use of firearms with an 
occasional biased review.  This magazine covers a variety of articles on ammunition, guns, repairs, tactical 
warfare, and upgrades.  Referencing a Firearms and Ammunition magazine is a crapshoot as there are several 
hundred different issues, and requires a d% to determine the bonus the book will grant.  The 
magazine, once determined, will only give one bonus to the reader.  In 
order to gain a different bonus the character must find additional copies 
of the magazine with different articles.  

Time Required: 30 minutes. 

 

  

Books Use WT SCRC Cost 

Doc Brown’s First Aid Guide 
+2 circumstance bonus to Treat Injury skill checks in the 
wasteland. 

1 I 175 

Electronics and Gadgets 
+2 circumstance bonus to Craft (electronic), Knowledge 
(Technology) and Repair skill checks when dealing with 
electrical equipment. 

1 R 130 

Firepower and Ammunitions +2/+4 circumstance bonus to one of five gun related skills.  1 R 425 

Hammer Time “How to” Books 
+2 circumstance bonus to Craft (structural) skill checks in the 
wasteland. 

3 R 350 

Logical Science 

+2 circumstance bonus to Craft (chemical, electronic, 
mechanical, and pharmaceutical), and Knowledge (science) 
skill checks, and Repair (electronic and mechanical) skill 
checks.  

5 R 400 

Cherry Bomb Magazine Collectable magazine of pre-fallout Pin-Up girls  1 VR 1500 

Rad-Tek Survival Guide 
+2 circumstance bonus to Survival skill checks in the 
wasteland. 

1 R 200 

Road Warrior 
+2 circumstance bonus to Drive skill checks with fuel-powered 
vehicles. 

   

Widower’s Guide to Gambling +2 circumstance bonus to Gambling skill checks. 0 VR 650 

Firearms and Ammunition 
d% Circumstance Bonus 

01 – 50 
+2 bonus to Repair skill checks made to 
repair or un-jam firearms. 

51 – 70 

+4 bonus to Craft (mechanical) skill 
checks made to craft a firearm, make 
standard ammunition, or upgrade a 
firearm.  

71 – 85 

+2 bonus to Knowledge (Technology) 
skill checks when attempting to 
determine a type of firearm or 
ammunition. 

86 – 95 
+4 bonus on Knowledge (Tactics) skill 
checks when planning a tactical assault. 

96 – 100 

+2 bonus on Craft (mechanical) skill 
checks to upgrade ammunition type 
from standard ammunition to armor 
piercing or hollow point. 
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and often unsafe experience for those passengers.  As a rule of thumb, one additional passenger can be 
carried for each 250 pounds of unused cargo capacity. 

Initiative: The modifier added to the driver’s or pilot’s initiative check when operating the vehicle. 

Maneuver: The modifier added to any Drive or Pilot checks attempted with the vehicle. 

Top Speed: The maximum number of squares the vehicle can cover in 1 round at character scale (with the 
number of squares at chase scale in parentheses). This is the fastest the vehicle can move.  

Fuel: This is the amount of miles a vehicle can travel per fusion cell unit. 

Defense (DEF): The vehicle’s Defense. 

Hardness: The vehicle’s hardness.  Subtract this number from any damage dealt to the vehicle. 

Hit Points: The vehicle’s full normal hit points. 

Size: Vehicle size categories are defined differently from the size categories for weapons and other objects.

Vehicle Crew Pass Cargo Init Man Speed Fuel DEF Hard HP Size SCRC Cost 
Cobra 
Impaler 

1 1 175 -2 0 350 (35) 25 8 6 150 H VR 175000 

Colt 
Switchblade 

1 1 50 0 +2 200 (20) 50 10 5 80 M R 17500 

Dune Buggy 1 2 250 -1 0 150 (15) 40 8 5 120 L R 20000 
RoadMaster 
MK IV 

1 5 350 -2 -1 250 (25) 15 8 10 350 H VR 125000 

Sidecar 
attachment 

0 1 25 -1 -2 ― ― 0 2 35 S R 5000 

 

Cobra Impaler  
This is the ultimate sports car of the 21st Century designed by 
American Vintage with the classic styling of an automotive 
lineage that went back one hundred years.  It featured classic 
analog systems instead of digital and had no computers 
or electronics that could be damaged by an 
electromagnetic pulse.  The 800 horse power 
engine could go from zero to sixty miles 
an hour in half a second.  
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Roadmaster Mk IV 
This classic family car from Dynamic Motors was the 
premier freeway cruiser of the pre-war era with 
room for six and loads of trunk space.   

 

 
Sidecar 
A sidecar is a metal basket with a wheel located under the center of the basket or attached to the side.  The 
basket can be attached to certain vehicles, such as a dune buggy or motorcycle, and allows one additional 
passenger and cargo; however, this degrades the performance of the primary vehicle.   

Vehicle Movement and Combat 
For simply traveling from point to point, the vehicle used is largely a matter of personal style and finances. 
Skill checks are only required in extraordinary circumstances.  These rules are primarily focused on ground 
vehicles—cars, trucks, and light military vehicles.  The rules can be modified for boats, heavier armored 
vehicles, and aircraft. 

Characters in Vehicles 
A character in a vehicle fills one of several possible roles, which determines what the character can do. 

Driver: The driver of the vehicle controls its movement.  Most vehicles have only one position from where 
the vehicle can be driven, so the person seated there is the driver.  Driving a vehicle is, at a minimum, a move 
action, which means that the driver may be able to do something else with his or her attack action.  There can 
be only one driver in a vehicle at one time. 
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Exploding Vehicles: If the attack that disables a vehicle deals damage equal to half its full normal hit points 
or more, the vehicle explodes after 1d6 rounds.  This explosion deals 10d6 points of fire damage to everyone 
within the vehicle (Reflex save, DC 20, for half damage), and half that much to everyone and everything within 
30 feet of the explosion (Reflex save, DC 15, for half damage). 

Repairing Damage 
Repairing damage to a vehicle takes a full hour of work, a mechanical tool kit, and a garage or some other 
suitable facility. (Without the tool kit, a character takes a –4 penalty on his Repair check.) At the end of the 
hour, make a Repair check (DC 20).  Success restores 2d6 hit points.  If damage remains, the character may 
continue to make repairs for as many hours as it takes to restore all of the vehicle’s hit points. 
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Grabbing Objects 
A character can also use disarm to snatch away an object worn by a target.  Doing this works the same as a 
Disarm attempt (see above), except for the following: 

Attack of Opportunity: If the target’s attack of opportunity inflicts any damage, the attempt to grab the object 
automatically fails. 

Modifiers: If the object is well secured or otherwise difficult to grab from the target, the target gets a +4 
bonus.  On the other hand, if the object is poorly secured or otherwise easy to snatch or cut away, the attacker 
gets a +4 bonus. 

Failed Attempts: Failing an attempt to grab an object does not allow the target to attempt to disarm the 
character. 

 

 

 

 

 

 

 

 

 

 

 

Grapple 
Grappling means wrestling and struggling hand-to-hand.  

There are three stages to grappling: grabbing, holding, and pinning. 

Grabbing 
Normally, a grab is just the first step to starting a grapple.  If the 

character grabs an opponent, but fails to go on to hold him, the character 
does not actually start a grapple.  Sometimes all a character wants to do is grab the 

target, however. 

Holding 
Once a character has established a hold, he is involved in a grapple. From a hold, a character can attempt a 
number of actions, including damaging the opponent or pinning the opponent.  A character cannot get a hold 
on any creature more than two size categories larger than the character.  Such a creature can, however, get a 
hold on the character—so while a character cannot initiate a grapple with a creature more than two size 
categories larger than, a character can still end up in one.) 

Pinning 
Getting the opponent in a pin is often the goal of a grapple.  A pinned character is held immobile. 
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Acid 
Corrosive acids deal damage each round of exposure. The amount of damage varies depending on the acid’s 
strength, as noted on the Acid Damage table below. 
 
Acid damage from an attack reduces hit points. A 
character fully immersed in acid takes potentially more 
damage per round of exposure than a character splashed 
with acid. 
The fumes from most acids are inhaled poisons. Those 
who come within 5 feet of a large body of acid must 
make a Fortitude save (DC 15) or take 1 point of 
temporary Constitution damage. A second save must succeed 1 minute later to avoid taking another 1d4 
points of Constitution damage. 

Electricity 
Electrical hazards come in many 
forms, including stun guns, downed 
power lines, and electric security 
fences.  The Electricity Damage 
table below gives damage values 
for various electrical hazards based 
on relative voltage.  A character can 
make a Fortitude saving throw to reduce the damage by half.  If that character is not grounded or is otherwise 
insulated from the current, a successful save indicates that no damage is suffered. 

Radiation 
In 2012, the lands and bodies of water in the civilized world 
became radiated by fallout produced from millions of nuclear 
bombs detonations.  Places that were once safe to hold daily 
activities with the children (provided you survived the bombs) 
became void of life from toxic radiation.  Over the passing of years, 
the level of radiation has dropped, and inhabitants of the milder 
radiated area have adapted to the environment.  Still, radiation exists 
in the world that will have you puking your lungs out, so make sure 
you have a good supply of Radium X and Rad-Blocker 2 before 
exploring the radiated wastes. 

Effects of Radiation  
When a character or creature comes into contact with radioactive 
material (such as uranium or plutonium) or a radiated area, they are 
subject to radiation over a exposure period and possible radiation 
sickness following the exposure period.   

Radiation is measured in RAD (Radiation Absorbed Dose) units and 
has eight degrees of exposure as displayed in the chart below.  To 
determine the degree of exposure consult the chart below to 
determine the exposure time that saving throws are 
made. 

While a character is in a radiated area, he 
gains the minimum amount of RADs from the 
Degree of Exposure over the course of the 
Exposure Period and the full amount over 

Acid Damage 
Acid Strength Splash Attack* Total Immersion* 
Mild 1d6 1d10 
Potent 2d6 2d10 
Concentrated 3d6 3d10 
*Damage per round of exposure. 

Electricity Damage 
Type Examples Damage Fort DC 
Jolt Car battery, stun gun 1d3 10 
Low voltage Fuse box, electrical socket 2d6 15 
Medium voltage Industrial transformer, electric fence 4d6 15 
High voltage Power line, electric chair, lightning 8d6 20 
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Chapter VI  
Advanced Classes 

Several advanced classes are available for heroes who have excelled in the Wastes, or wish to specialize or 
join an organization.  Many requirements for advanced classes are based on plotlines; Overseers will want to 
discuss with their players what advanced classes the players might choose, so they can plan accordingly. 

Some Modern SRD Advanced Classes have been included in this chapter.  These classes have been updated 
and modified to fit into the Exodus campaign setting.  Some of these classes have been renamed, and will be 
denoted in the initial descriptive text of the class.  

Bounty Hunter  
Bounty Hunters are hired Wasteland warriors that excel in finding an individual or group to capture or kill 
based on the contract terms made with the employer.  Look out Dawg, a new hunter is in town!      

Requirements 
To qualify to become a Bounty Hunter, a character must fulfill the following criteria: 

Base Attack Bonus: +2 

Skills: Investigate 6 ranks, Sense Motive 6 ranks, Knowledge (underworld) 3 ranks, and 
Survival 4 ranks. 

Feats: Track, and Personal Firearms Proficiency or Archaic Weapons Proficiency. 

Class Information 
The following information pertains to the Bounty Hunter 
Advanced Class. 

Hit Die 
Bounty Hunters gain 1d8 hit points per 
level.  The character’s Constitution 
modifier applies. 

Karma Points 
A Bounty Hunter receives 3 Karma Points 
plus ½ of his character level (round 
down) upon attaining a new level in this 
class. 

Class Skills 
The Bounty Hunter’s class skills are as 
follows: Bluff, Diplomacy, Gather 
Information, Intimidate, Investigate, 
Knowledge (geography, occult, street, 
and underworld), Listen, Profession, 
Research, Search, Sense Motive, Spot, and 
Survival. 

Skill Points at Each Level: 3 + 
Intelligence modifier. 
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Bounty Hunter Bonus Feats 
Adrenaline Rush, Armor Proficiency (light), Armor 
Proficiency (medium), Awareness, Brawl, Die 
Hard, Endurance, Explorer, HtH Fighter, Improved 
Brawl, Improved Feint, Improved Grapple, 
Improved Knockout Punch, Knockout Punch, Quick 
Pockets, Quick Recovery, Street Fighting, and 
Stuntman. 

Class Features 
The following features pertain to the 
Bounty Hunter Advanced Class. 

Target Bonus 
The Bounty Hunter, as a full-round 
action, may designate an individual as a 
target.  He spends one Karma Point to 
select a target, and thereafter gains a 
competence bonus on certain actions 
involving that particular target. The 
Bounty Hunter does not need to know 
the target personally and may know 
him only through his actions or Description.  The Bounty Hunter may not select a target while he or the target 
is in combat; and, once he chooses a target, he must wait 24 hours before choosing another. 

The Bounty Hunter gains the target bonus as a competence bonus on attacks against that particular target, as 
well as when using the following skills directly against the target, or in tracking a target: Bluff, Computer Use, 
Gather Information, Investigate, Listen, Research, Search, Sense Motive, and Spot.  The target bonus applies to 
a single individual and lasts until the Bounty Hunter chooses a new target.  The bonus is +1 at 1st level, +2 at 
4th, and +3 at 7th level. 

Swift Track 
At 2nd level, the Bounty Hunter may move at normal speed while using Track without taking the –5 penalty. 

Bonus Feats 
At 3rd, 6th, and 9th levels, the Bounty Hunter gets a bonus 
feat. The bonus feat must be selected from the feats 
presented here, and the Bounty Hunter must meet all the 
prerequisites of the feat to select it.  

No Trace 
At 4th level, the Bounty Hunter knows how to hide his own 
tracks, and may, at his choice, move into “No Trace” mode.  

All attempts to use the Track feat against the Bounty Hunter (though not allies) treat the ground as “firm” for 
purposes of success.  In addition, the DC of any attempts to use Computer Use, Gather Information, 
Investigate, and Research on matters involving the Bounty Hunter are increased by the Bounty Hunter’s 
advanced class levels.  

Play a Hunch 
At 5th level, the Bounty Hunter can call on a ‘gut feeling’ and may make a guess to be assured that it is correct. 
The Bounty Hunter may, as a full-round action, spend a Karma Point to determine whether an assumption, 
hunch, or guess is correct.  The player states the assertion and pays a Karma Point.  The Overseer secretly 
rolls percentile dice with a success rate of 70% +1% per Bounty Hunter advance class level chance of getting 
a response on the hunch (failure indicates merely that the character is unsure if this is true or not). 

If the roll is a success, the character has a strong feeling that the hunch is true, false, both or neither.  A “both” 
response is possible for vague assumptions.  An “unknown” response is for questions with no immediate 
answer. 

It may be determined that a hunch is so obvious that it does not require a roll, or that it is so vague that there 
is no chance for success.  In these cases, the Karma Point is not spent (though the attempt still counts as a full-
round action).  A hunch does not translate as a legal truth, and will not stand up in a court of law.  Rather, it is 
an obvious fact to the Bounty Hunter alone.  Finding proof of an assumption would require additional work. 

  

The  Bounty Hunter 
Level BAB Fort Ref Will Defense 

Bonus 
Special 

1st +0 +1 +1 +1 +1 Target bonus +1 
2nd +1 +2 +2 +2 +2 Swift track 
3rd +2 +2 +2 +2 +2 Bonus feat 
4th +3 +2 +2 +2 +3 No trace, target bonus +2 
5th +3 +3 +3 +3 +3 Play a hunch 
6th +4 +3 +3 +3 +3 Bonus feat 
7th +5 +4 +4 +4 +4 Target bonus +3 
8th +6 +4 +4 +4 +4 Perception 
9th +6 +4 +4 +4 +5 Bonus feat 
10th +7 +5 +5 +5 +5 Locate target 
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Perception 
At 8th level, the Bounty Hunter gains an uncanny perception of his surroundings.  If the Bounty Hunter 
spends a Karma Point, he can as a full-round action sense the vibrations of life an area of 60ft radius.  The 
Bounty Hunter can sense within five feet of where all of the targets are in the area and can determine the base 
type of life (such as animal, humanoid, plant, or vermin).  This ability lasts for the number of rounds equal to 
the Bounty Hunter’s advanced class levels and is centered on, and moves with, the character.  

A hidden character or creature still remains hidden from the Bounty Hunter, unless the Bounty Hunter 
succeeds a Spot check to view the hidden character.  Since the Bounty Hunter can sense the life (and knows 
the general location of where the creature is hidden) the Bounty Hunter receives a +20 to his Spot check.       

Locate Target 
At 10th level, the Bounty Hunter gains the uncanny ability to detect his target when the target is in the 
general vicinity (1,000 feet of the Bounty Hunter).  This ability applies only to the target, and does not reveal 
attitude, status, or the presence of others around the target.  

Daredevil 
A wise Ghūl once told you, “The only thing to fear is fear itself” and since you’re fearless, no stunt is 
impossible. You are the unknown stuntman that makes falling from a tall building, swinging on cables, and 
leaping chasms look easy.  

Requirements 
To qualify to become a Daredevil, a character must fulfill the following criteria: 

Base Attack Bonus: +2 

Skills: Concentration 6 ranks, Tumble 6 ranks. 

Feat: Acrobatic, Endurance, Diehard, and Stuntman. 

Class Information 
The following information pertains to the Daredevil Advanced Class. 

Hit Die: 1d10  

Karma Points: A Daredevil receives 3 Karma Points plus ½ of his character level (round down) upon 
attaining a new level in this class. 

Class Skills 
The Daredevil’s class skills are: Balance, Climb, Concentration, Demolitions, Escape Artist, Intimidate, Jump, 
Knowledge (street), Perform (act), Profession, Ride, Spot, Swim, and Tumble. 

Skill Points at Each Level: 4 + Int modifier. 

Class Features 
The following features pertain to the Daredevil Advanced Class. 

Fearless 
A Daredevil gains a +4 morale bonus on Will saves 
to resist fear effects and on level checks to oppose 
Intimidate checks. 

Kip-Up 
A Daredevil of 2nd level or higher can stand up 
from a prone position as a free action that does 
not provoke an attack of opportunity. 
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Daredevil Bonus Feats 
Acrobatic, Armor Proficiency (light), Armor 
Proficiency (medium), Athletic, Awareness, Brawl, 
Cautious, Dodge, Dodger, Fleet of Foot, Force 
Stop, Hit the Deck, HtH Fighter, Improved Brawl, 
Improved Damage Threshold, Improved Knockout 
Punch, Knockout Punch, Lead Foot, Light Step, 
Mobility, Nimble, Quick Recovery, Spring Attack, 
Street Fighting, Stunt Man, Surface Vehicle 
Operation, Toughness, Vehicle Dodge, Vehicle 
Expert. 

 

Bonus Feats 
At 3rd, 6th, and 9th level, 
the Daredevil gets a 
bonus feat.  The bonus 
feat must be selected 
from the feats presented 
here, and the Daredevil 
must meet all the 
prerequisites of the feat 
to select it. 

 
 

Karma Boost 
This ability, gained at 4th level, allows a Daredevil to spend 2 
Karma Points on a single action in a round.  A Daredevil can 
spend a Karma Point, see the result of the roll, and then 
decide to spend a second point, as long as he does so before 
the Overseer reveals the result of the action. 

Adrenaline Rush 
At 5th level, a Daredevil can temporarily increase one of his 
physical ability scores (Strength, Dexterity, or Constitution).  
The Daredevil spends 1 Karma Point and gets to increase the 
selected ability score by 4 points. The increase lasts for the 

number of rounds equal to his class level.  At the end of the duration, the Daredevil is fatigued for 2d4 rounds. 

At 8th level, a Daredevil can temporarily increase two physical ability scores.  At the end of the duration, the 
Daredevil is fatigued for 3d4 rounds. 

Delay Damage 
Once per day, a Daredevil of 7th level or higher can delay the damage dealt by a single attack or effect for the 
number of rounds equal to his class level. 

Damage Threshold 
A 10th-level Daredevil increases his massive damage threshold by 3 points.  This increase stacks with the 
increase provided by the Improved Damage Threshold feat. 

Desert Ranger 
The Desert Ranger force is known across the Wastes as being fearsome with tough soldiers and expert 
survivalists.  They serve a variety of purposes, but are primarily a mix of Special Forces and vigilante lawmen, 
like the Texas Rangers before the Exodus.  They primarily concern themselves with keeping law and order in 
the smaller towns, and making strategic military strikes against enemies of the people, like the large Slaver 
groups.   

The Desert Rangers will accept anyone into their ranks as long as that person passes some military and 
survival tests.  Acceptance into the Rangers is a great honor in the Wasteland. 

Requirements 
To qualify to become a Desert Ranger, a character must meet the following requirements: 

Base Attack Bonus: +3 

Skills: Survival 8 ranks. 

Feats: Explorer, Pathfinder, Personal Firearms Proficiency, Track. 

The Daredevil 

Level BAB Fort  Ref  Will  
Defense 
Bonus Special 

1st +0 +0 +2 +0 +2 Fearless 
2nd +1 +0 +3 +0 +3 Kip-up 
3rd +1 +1 +3 +1 +3 Bonus feat 
4th +2 +1 +4 +1 +4 Karma boost 
5th +2 +1 +4 +1 +4 Adrenaline rush (one ability score) 
6th +3 +2 +5 +2 +5 Bonus feat 
7th +3 +2 +5 +2 +5 Delay damage 
8th +4 +2 +6 +2 +6 Adrenaline rush (two ability scores) 
9th +4 +3 +6 +3 +6 Bonus feat 
10th +5 +3 +7 +3 +7 Damage threshold 
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Swift Tracker: Beginning at 3rd level, a Desert Ranger can move at his normal speed while following tracks 
without taking the normal –5 penalty.  He takes only a –10 penalty (instead of the normal –20) when moving 
at up to twice normal speed while tracking. 

Combat Shooting 
At 5th level, the Ranger can easily assess a target in the heat of battle and aim for a soft spot.  The Ranger may, 
on his action before making an attack roll, choose to subtract a number from all ranged attack rolls during his 
round and add the same number to all ranged damage rolls.  This number may not exceed the Ranger’s base 
attack bonus.  The penalty on attacks and bonus on damage applies until the Ranger’s next turn. 

Camouflage 
At 7th level, a Desert Ranger can use the Hide skill in any sort of natural terrain, urban environment, or 
Wasteland ruins, even if the terrain does not grant cover or concealment. 

Adapted Warfare 
At 9th level, the Ranger has mastered the art of fighting strategically in a certain location.  The Desert Ranger 
must choose one of the following locations for his adapted area: Urban (inside a city, but not indoors), 
Wasteland (in the Wastes), or Indoors (in a building or other enclosed location).  When fighting in one of 
those locations, the Ranger receives a +1 tactical bonus to attack and damage rolls. 

Squad Leader 
At 10th level, the Desert Ranger is able to inspire nearby comrades with his experience and overall leadership 
in combat.  Party members and friendly NPCs within 20’ of the Ranger receive a +1 morale bonus to their 
attack rolls when fighting alongside a Ranger; these effects stack if more than one Ranger with the Squad 
Leader ability is fighting alongside the party members. 

Dreadnought 
The Dreadnought is a rare individual that is compared to an unstoppable 

machine of destruction that wanders the Wasteland looking for victims to 
inflict pain upon.  It is rumored that after the Exodus, secret US military 

trans-genetic humans that survived, escaped from any remaining captors 
and wandered into the Wastes. 

Requirements 
To qualify to become a Dreadnought, a character must fulfill 

the following criteria: 

Skill: Intimidate 6 ranks. 

Feat: Endurance, Improved Damage Threshold, Die Hard. 

Talents: Damage Reduction (Stoneskin PDR/3). 

Class Information 
The following information pertains to the Dreadnought 

Advanced Class. 

Hit Die 
The Dreadnought gains 1d12 hit points per level. 

The character’s Constitution modifier applies. 

Karma Points: A Dreadnought receives 3 
Karma Points plus ½ of his character level 

(round down) upon attaining a new level in 
this class. 

  



Advanced Classes 
 

 

240 

Dreadnought Bonus Feats 
Adrenaline Rush, Advanced Combat Martial Arts, 
Advanced Firearms Proficiency, Advanced Two-
Weapon Fighting, Armor Proficiency (light), Armor 
Proficiency (medium), Armor Proficiency (heavy), 
Athletic, Better Critical, Bracing, Brawl, Burst Fire, 
Cleave, Combat Expertise, Combat Martial Arts, 
Combat Reflexes, Endurance, Frightful Presence, 
Great Cleave, Improved Brawl, Improved Bull 
Rush, Improved Combat Martial Arts, Improved 
Combat Throw, Improved Disarm, Improved 
Knockout Punch, Improved Trip, Improved Two-
Weapon Fighting, Knockout Punch, Mobility, More 
Critical, Power Attack, Run, Spring Attack, Strafe, 
Street Fighting, Strong Back, Stone Wall, Sunder, 
Toughness, Two-Weapon Fighting. 

Class Skills 
The Dreadnought’s class skills are as follows: Balance, Climb, Concentration, Intimidate, Jump, Profession, 
Survival, Swim, and Tumble. 

Skill Points at Each Level: 1 + Int modifier. 

Class Features 
The following class features 
pertain to the Dreadnought 
Advanced Class. 

Fearless 
The Dreadnought is 
immune to fear effects. 

Stability 
The Dreadnought is 
incredibly sure-footed. He 
gains a +4 stability bonus 
on all rolls made to resist being tripped, overrun, knocked prone, or pushed back by a bull rush attack. 

Unhindered 
The Dreadnought treats any suit of armor worn as though its armor penalty is 2 better. 

Ability Surge 
At 2nd level, the Dreadnought can temporarily increase his Strength, but at a penalty to Defense.  At 5th and 
8th level he can use this ability more frequently. 

The Dreadnought gains a +8 morale bonus to Strength, but takes a –4 penalty to Defense.  Activating ability 
surge is a free action, and the surge lasts for the number of rounds equal to the Dreadnought’s class level. 
Following the ability surge, the Dreadnought is fatigued for as many rounds as he surged, but may negate this 
penalty as a free action by spending a Karma Point. The Dreadnought may use the ability surge once per day 
at 2nd level, twice per day at 5th level, and three times per day at 8th level. 

Steamroller 
Starting at 2nd level, the Dreadnought does not need to move before making an overrun attempt against an 
opponent.  He also gains a +2 bonus on any trip attack made against an opponent who blocks his overrun 
attempt. 

Bonus Feats 
At 3rd, 6th, and 9th level, the Dreadnought gets a bonus feat.  
The bonus feat must be selected from the feats presented 
here, and the Dreadnought must meet all the prerequisites of 
the feat to select it.  

Master Defender 
Starting at 4th level, the Dreadnought becomes especially 
skilled in defensive fighting.  Whenever he fights defensively, 
or takes the total defense action, he gains a +2 bonus to 
Defense (in addition to the dodge bonus to Defense gained 
while fighting defensively or engaged in total defense). 

The Dreadnought must be wearing medium, heavy, or 
Powered Armor to gain this bonus. 

The bonus increases to +4 at 7th level and +6 and 10th level. 

  

The Dreadnought 

Level BAB Fort  Ref  Will  
Defense  
Bonus 

Special 

1st +1 +2 +0 +1 +0 Fearless, stability, unhindered 
2nd +2 +3 +0 +2 +1 Ability surge (1/day), steamroller 
3rd +3 +3 +1 +2 +1 Bonus feat 
4th +4 +4 +1 +2 +1 Master defender (+2) 
5th +5 +4 +1 +3 +2 Ability surge (2/day), knockdown 
6th +6 +5 +2 +3 +2 Bonus feat 
7th +7 +5 +2 +4 +2 Master defender (+4) 
8th +8 +6 +2 +4 +3 Ability surge (3/day), heavy artillery 
9th +9 +6 +3 +4 +3 Bonus feat 
10th +10 +7 +3 +5 +3 Master defender (+6) 
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Knockdown 
At 5th level and beyond, whenever the Dreadnought is allowed to apply his Strength modifier to damage, he 
forces the target of his successful attack to make at a Fortitude save (DC = damage dealt) or be knocked prone 
by the force of the blow. 

Heavy Artillery 
Beginning at 8th level, a Dreadnought treats all weapons as one size category smaller for purposes of 
determining whether or not he can wield them in one hand and if they are considered light weapons. 

Explorer 
The Explorer wanders the Wastes unearthing forgotten ruins from bygone days; seeking out old and lost 
technology; not to mention, following up on similar rumors.  Many an adventurous soul goes down the path of 

the Explorer. 

Requirements 
To qualify to become an Explorer, a character must fulfill the 
following criteria: 

Skills: Knowledge (geography) 6 ranks, Knowledge (history, 
science, or theology and philosophy) 4 ranks, Search 4 ranks, 
Survival 6 ranks. 

Talent: Aware. 

Class Information 
The following information pertains to the Explorer Advanced 
Class. 

Hit Die 
The Explorer gains 1d8 hit points per level.  The character’s 
Constitution modifier applies. 

Karma Points: The Explorer receives 3 Karma Points plus ½ 
of his character level (round down) upon attaining a new level 
in this class. 

Class Skills 
The Explorer’s class skills are as follows: Balance, Bluff, Climb, 
Decipher Script, Disable Device, Gather Information, Handle 
Animal, Investigate, Jump, Knowledge (geography, history, 
occult, science, and theology and philosophy), Listen, Navigate, 
Research, Ride, Search, Sense Motive, Spot, Survival, Swim, and 
Treat Injury. 

Skill Points at Each Level: 4 + Int modifier.  

Class Features 
The following class features pertain to the Explorer Advanced 
Class. 
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Explorer Bonus Feats  
Action Boy, Advanced Two-Weapon Fighting, Archaic 
Weapons Proficiency, Attentive, Brawl, Comprehension, 
Die Hard, Dodge, Dodger, Educated, Endurance, Exotic 
Firearms Proficiency, Exotic Melee Weapon Proficiency, 
Explorer, Heroic Surge, Improved Feint, Improved 
Knockout Punch, Improved Two-Weapon Fighting, 
Knockout Punch, Mobility, Nimble, Pathfinder, Quick 
Pockets, Rad Child, Rad Resistance, Ranger, Renown, 
Street Fighting, Studious, Track, or Two-Weapon Fighting. 

Explorer Lore 
An Explorer picks up stray and obscure facts during her adventures. She may make a special Explorer lore 
check with a bonus equal to her Explorer class level + Intelligence modifier to see whether or not she knows 
some relevant knowledge about notable people, legendary items, or noteworthy places.  If the Explorer has 5 
or more ranks in Knowledge (history), she gains a +2 bonus on this check.  She may take 10 but cannot take 
20 on this check. 

Survivalist 
At 1st level, the Explorer gains 
the bonus feats Guide and Track. 

Resolve 
Beginning at 2nd level, an 
Explorer gains a morale bonus 
equal to one-half her Explorer 
class level (rounded down) on 
saving throws to resist fear 
effects and Intimidate checks. 

Skilled Searcher 
When actively searching for 
secret doors or traps, an Explorer of 2nd level or 
higher gains a bonus on her Search checks equal to 
one-half her Explorer class level (rounded down). 

Bonus Feats 
At 3rd, 6th, and 9th level, the Explorer gains a bonus 
feat.  The bonus feat must be selected from the feats 
presented here, and the Explorer must meet all the 
prerequisites of the feat to select it.  

Trap Sense 
At 4th level, an Explorer gains an intuitive sense that 
alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps, and a +1 dodge 
bonus to Defense against attacks made by traps.  These bonuses rise to +2 at 7th level and +3 at 10th level. 

Extra Step 
An Explorer of 5th level or higher can spend a Karma Point to take an extra 5-foot step during her turn, as a 
free action.  This extra 5-foot step does not provoke attacks of opportunity.  At 10th level, the Explorer can 
take the extra 5-foot step without spending a Karma Point. 

Explorer’s Evasion 
If an Explorer of 8th level or higher is exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, the Explorer suffers no damage if she makes a successful saving throw.  
If the Explorer already has evasion, she gains improved evasion instead.  Improved evasion works similar to 
evasion, except the Explorer suffers only half damage on a failed saving throw. 

Explorer Lore 
DC Type of Knowledge Examples 

10 
Common, known by at least a substantial minority of the 
local population. 

A local official’s hobbies and interests; common 
legends or rumors. 

20 
Uncommon but available, known by only a few people in 
the area. 

The coordinates of a known but uncharted locale; local 
legends and rumors. 

25 Obscure, known by few, hard to come by.  
The customs of a non-human race, a human culture 
(like Tribals or a crime family), or a non-civilized 
Wasteland city. 

30 
Extremely obscure, known by very few, possibly forgotten 
by most who once knew it, possibly known only by those 
who do not understand the knowledge’s significance. 

The most likely location of a long-lost military base; 
knowledge of an experimental weapon or armor. 

The Explorer 

Level BAB Fort  Ref  Will  
Defense  
Bonus Special 

1st +0 +1 +1 +0 +1 Explorer lore, Survivalist 
2nd +1 +2 +2 +0 +2 Resolve, Skilled Searcher 
3rd +2 +2 +2 +1 +2 Bonus feat 
4th +3 +2 +2 +1 +3 Trap sense (+1) 
5th +3 +3 +3 +1 +3 Extra step 
6th +4 +3 +3 +2 +3 Bonus feat 
7th +5 +4 +4 +2 +4 Trap sense (+2) 
8th +6 +4 +4 +2 +4 Explorer’s evasion 
9th +6 +4 +4 +3 +5 Bonus feat 
10th +7 +5 +5 +3 +5 Extra step, trap sense (+3) 
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Field Medic Bonus Feats 
Armor Proficiency (light), Armor Proficiency 
(medium), Cautious, Comprehension, Defensive 
Martial Arts, Dodge, Dodger, Educated, Healer, 
Improved Initiative, Living Anatomy, Medical 
Expert, Personal Firearms Proficiency, Quick 
Pockets, Rad Child, or Rad Resistance. 

 

Field Medic 
The Field Medic is a necessity and rarity in the Wasteland serving as traveling doctors. The Field Medic is 
generally found traveling with a scouting group from an organization, city, or adventurers to treat the team’s 
ailments and keep the non-red shirt team members alive. 

Requirements 
To qualify to become a Field Medic, a character must fulfill the following criteria:  

Base Attack Bonus: +2 

Occupation: Doctor. 

Skills: Treat Injury 6 ranks, Spot 6 ranks. 

Feats: Medic and Surgery.  

Class Information 
The following information pertains to the Field Medic Advanced Class. 

Hit Die: 1d8  

Karma Points: The Field Medic receives 3 Karma Points plus ½ of his character level (round down) upon 
attaining a new level in this class. 

Class Skills 
The Field Medic’s class skills are: Computer Use, Concentration, Craft (pharmaceutical), Diplomacy, 
Knowledge (medicine, science, street, technology, and theology and philosophy), Listen, Profession (doctor), 
Research, Spot, and Treat Injury. 

Skill Points at Each Level: 4 + Int modifier. 

Class Features 
The following features pertain to the 
Field Medic Advanced Class. 

Medical Specialist 
At 1st level the Field Medic receives a 
+1 competence bonus on Treat 
Injury checks.  This bonus increases 
to +2 at 5th level and to +3 at 8th 
level. 

Expert Healer 
At 2nd level, the Field Medic’s ability 
to restore hit points with a medical 
kit or surgery kit, and a successful use of the Treat Injury skill improves. In addition to the normal hit point 
recovery rate (1d4 for a medical kit, 1d6 per patient’s character level for surgery), the Field Medic restores 1 
hit point for every level he has in this advanced class. 

Bonus Feats 
At 3rd, 6th, and 9th level, the Field Medic gets a bonus feat.  
The bonus feat must be selected from the feats presented 
here, and the Field Medic must meet all the prerequisites of 
the feat to select it.  

  

The Field Medic 

Level BAB Fort  Ref  Will  
Defense 
Bonus Special 

1st +0 +2 +0 +1 +1 Medical specialist +1 
2nd +1 +3 +0 +2 +2 Expert healer 
3rd +1 +3 +1 +2 +2 Bonus feat 
4th +2 +4 +1 +2 +3 Medical mastery 
5th +2 +4 +1 +3 +3 Medical specialist +2 
6th +3 +5 +2 +3 +3 Bonus feat 
7th +3 +5 +2 +4 +4 Minor medical miracle 
8th +4 +6 +2 +4 +4 Medical specialist +3 
9th +4 +6 +3 +4 +5 Bonus feat 
10th +5 +7 +3 +5 +5 Medical miracle 



Advanced Classes 
 

244 

Medical Mastery 
At 4th level, a Field Medic may take 10 when making a Treat Injury skill check, even if stress and distractions 
would normally prevent him or her from doing so.  

Minor Medical Miracle 
 At 7th level, a Field Medic can save a character reduced to –10 hit points or lower.  If the Field Medic is able 
to administer aid within 3 rounds of the character’s death, he can make a Treat Injury check (DC 30).  The 
Field Medic cannot take 10 or take 20 on this check.  If the check succeeds, the dead character can make a 
Fortitude save (DC 15) to stabilize and be restored to 0 hit points.  

If the Field Medic fails the skill check or the patient fails the save, the dead character can’t be saved. 

Medical Miracle 
At 10th level, a Field Medic can revive a character reduced to –10 hit points or lower.  If the Field Medic is 
able to administer aid within 3 minutes of the character’s death, he or she can make a Treat Injury check (DC 
40).  The Field Medic cannot take 10 or take 20.  If the check succeeds, the dead character can make a 
Fortitude save (DC 20) to stabilize and be restored to 0 plus 2d4 hit points. 

If the Field Medic fails the skill check or the patient fails the Fortitude save, the dead 
character cannot be restored. 

Field Scientist 
The Field Scientist is a rare find in the Wasteland since only a 
few cities and organizations have the technology that a 
scientist needs to accomplish scientific tasks.  A Field Scientist 

is normally found working for a power or organization in 
the Wastes to further that powers goals.    

Requirements 
To qualify to become a Field Scientist, a character must 

fulfill the following criteria:  

Skills: 6 ranks in either Craft (chemical or electronic), 6 
ranks in Knowledge (medicine, nature, science, or 
technology), and 6 ranks in Research. 

Class Information 
The following information pertains to the Field Scientist 
Advanced Class. 

Hit Die: 1d8  

Karma Points: The Field Scientist receives 3 Karma 
Points plus ½ of his character level (round down) upon 
attaining a new level in this class. 

Class Skills 
The Field Scientist’s class skills are: Computer Use, 

Craft (chemical, electronic, mechanical, and 
pharmaceutical), Decipher Script, Demolitions, 

Disable Device, Investigate, Knowledge (medicine, 
nature, science, and technology), Navigate, 

Profession, Research, and Search. 

Skill Points at Each Level: 6 + Int modifier. 
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Field Scientist Bonus Feats 
Archaic Weapons Proficiency, Attentive, Cautious, 
Combat Expertise, Comprehension, Educated, 
Flower Child, Gearhead, Mr. Fixit, Pack Rat, 
Personal Firearms Proficiency, Point Blank Shot, 
Quick Pockets, Rad Resistance, Renown, or 
Studious. 

 

Class Features 
The following features pertain to 
the Field Scientist Advanced Class. 

Smart Defense 
At 1st level, a Field Scientist applies 
his Intelligence bonus and his 
Dexterity bonus to his Defense.  
Any situation that would deny the 
Field Scientist his Dexterity bonus 
to Defense also denies the 
Intelligence bonus. 

Scientific Improvisation 
At 2nd level, a Field Scientist gains the ability to improvise solutions using common objects and scientific 
know-how.  This ability lets the Field Scientist create objects in a dramatic situation quickly and cheaply, 
though they do have a limited duration. 

By spending 1 Karma Point and combining common objects with a Craft check that corresponds to the 
function desired, the Field Scientist can build a tool or device to deal with any situation.  

Only objects that can normally be used 
more than once can be improvised.  

Electronic devices, special tools, weapons, 
mechanical devices, and more can be built 
with scientific improvisation.  It takes a 
full-round action to make an object with 
scientific improvisation.  The object, when 
put into use, lasts for the number of 

rounds equal to the Field Scientist’s class level, or until the end of the current encounter, before it breaks 
down.  The object cannot be repaired. 

Bonus Feat 
At 3rd, 6th, and 9th level, the Field Scientist gets a bonus feat. 
The bonus feat must be selected from the feats presented 
here, and the Field Scientist must meet all the prerequisites of 
the feat to select it. 

Skill Mastery 
At 4th level, a Field Scientist selects a number of skills from 

his class list equal to 3 + his Intelligence modifier. When making a skill check using one of these skills, the 
Field Scientist may take 10 even if stress and distractions would normally prevent him or her from doing so.  

Minor Breakthrough 
At 5th level, a Field Scientist receives credit for a minor scientific breakthrough that earns him recognition of 
his peers.  The Field Scientist chooses one of the following Knowledge skills: medicine, science, or technology.  
When dealing with others with at least 1 rank in the same Knowledge skill, the Field Scientist gains a +2 
bonus on Diplomacy skill checks.  The Field Scientist also gains +5% reputation (fame) to one reputation 
category of his choice (this is the organization or Wasteland civilization he shared the breakthrough with) 
and 1000 coin.  

Smart Survival 
A Field Scientist of 7th level or higher can spend 1 Karma Point to reduce the damage dealt by a single attack 
or effect by 5 points. 

  

The Field Scientist 

Level BAB Fort  Ref  Will  
Defense 
Bonus Special 

1st +0 +1 +1 +0 +0 Smart defense 
2nd +1 +2 +2 +0 +1 Scientific improvisation 
3rd +1 +2 +2 +1 +1 Bonus feat 
4th +2 +2 +2 +1 +1 Skill mastery 
5th +2 +3 +3 +1 +2 Minor breakthrough 
6th +3 +3 +3 +2 +2 Bonus feat 
7th +3 +4 +4 +2 +2 Smart survival 
8th +4 +4 +4 +2 +3 Smart weapon  
9th +4 +4 +4 +3 +3 Bonus feat 
10th +5 +5 +5 +3 +3 Major breakthrough 

Improvisation DC Example 
Simple 10 Mounting a illuminator to a long-arm 
 15 Modify electronic lockpick 
Hard 20 Expanding a ammo clip 
 25 Expanding the range of a walkie-talkie by 50% 
Difficult 30 Reinforcing armor (into MK II version) 
 35 Harding Power Armor with chemicals 
Complex 40 Accelerating a Plasma Rifle shot output 
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Gunslinger Bonus Feats 
Advanced Firearms Proficiency, Advanced Two-
Weapon Fighting, Bonus Ranged Damage, 
Burst Fire, Dead Aim, Double Tap, Far Shot, 
Improved Two-Weapon Fighting, Precise Shot, 
Quick Draw, Quick Reload, Shot on the Run, 
Skip Shot, Strafe, Two-Weapon Fighting. 

 

Class Features 
The following features pertain to the Gunslinger Advanced Class. 

Close Combat Shot 
At 1st level, a Gunslinger gains the ability to make a ranged attack with a Medium-size or smaller firearm 
while in a threatened area without provoking an attack of opportunity. 

Weapon Focus 
At 2nd level, a Gunslinger gains the Weapon Focus feat and must choose a specific personal firearm in which 
he is proficient.  

Bonus Feats 
At 3rd, 6th, and 9th level, the Gunslinger gets a bonus feat.  The bonus 
feat must be selected from the feats presented here, and the Gunslinger 
must meet all the prerequisites of the feat to select it. 

Defensive Position 
Starting at 4th level, the Gunslinger gains an additional +2 cover bonus 
to Defense and an additional +2 cover bonus on Reflex saves whenever 
he or she has one-quarter, one-half, three-quarters, or nine-tenths cover. 

Lightning Shot 
Starting at 5th level, a Gunslinger can make a flurry of ranged attacks with a personal firearm at the expense 
of accuracy.  With a lightning shot, the Gunslinger may make one extra ranged attack with a personal firearm 
in a round at his or her highest base attack bonus.  This attack, and each other attack, made in the round take 
a –2 penalty.  This ability can only be used when taking the full attack action.  The penalty applies to all 
attacks for one full round, including attacks of opportunity.  

Sharp-Shooting 
At 7th level, if the Gunslinger uses a personal firearm to attack a target, the cover bonus to the target’s 
Defense for one-quarter, one-half, three-quarters, or nine-tenths cover is reduced by 2. 

Greater Weapon Focus 
At 8th level, a Gunslinger receives a +1 competence bonus on attack rolls made with the firearm selected for 
the Weapon Focus ability at 2nd level.  This bonus stacks with the earlier bonus. 

Bullseye 
At 10th level, a Gunslinger becomes so adept at using the firearm to which he or she has applied Weapon 
Focus and Greater Weapon Focus that the gunslinger’s attacks with that firearm can deal extra damage.  With 
a successful attack, before damage is rolled, the Gunslinger can spend 1 Karma Point to deal +3d6 points of 
damage. 
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Harvester 
Ever have that problem when stuff starts growing on you?  
We’re just not talking fungus here either!  The best 
conclusion to come to is either you’re pushing up daisies or 
you’re a Ghūl with funky growth issues.  Being a victim of 
the Trans-Genetic Warrior Project, your skin and muscles 
are so grainy that moss and plants have started to grow on 
your body.  With the proper discipline and will power, you 
can produce and harvest the fruits of your labor.      

Requirements 
To qualify to become a Harvester, a character must meet the 
following requirements: 

Race: Ghūl 

Base Will Save: +5 

Feats: Iron Will 

Skills: Knowledge (nature) 6 ranks 

Class Information 
The following information pertains to the Harvester 
Advanced Class. 

Hit Die 
The Harvester gains 1d8 hit points per level plus the 
character’s Constitution modifier. 

Karma Points 
A Harvester receives 3 Karma Points plus ½ of his character 
level (round down) upon attaining a new level in this class. 

Class Skills 
Harvester class skills are: Concentration, Climb, Craft (pharmaceutical), Hide, Knowledge (nature and 
theology and philosophy), Listen, Search, Spot, and Swim. 

Skill Points at Each Level: 5 + Int modifier 

Class Features 
The following features pertain to the Harvester 
Advanced Class. 

Fungus 
At 1st level, the Harvester develops a fungus 
problem.  The fungus grows in several light 
layers all over the Ghūl’s body granting him 
natural armor much like bark from a tree.  The 
Harvester gains 1 points of Physical Damage 
Reduction (PDR 1) from this thick fungus.  

Green Thumb 
At 2nd level, the Harvester develops a unique empathy with plants.  When tending garden, the plants grow 
twice as fast and twice as big as the normal variety.  If the Harvester spends more than 2 hours tending 
garden, he hears the whispers of the plants, and can become one with nature, attaining knowledge of the 
surrounding territory.  The Harvester instantly gains knowledge of as many as three facts from among the 

Harvester 

Level BAB  Fort Ref Will 
Defense 
Bonus Special 

1 +0 +0 +0 +2 +1 Fungus 

2 +1 +1 +1 +3 +2 Green Thumb  

3 +1 +1 +1 +3 +2 Bonsai 

4 +2 +1 +1 +4 +3 Way of the Fruit 

5 +2 +2 +2 +4 +3 Shape Fruit 
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following subjects: the ground or terrain, plants, minerals, bodies of water, people, general animal population, 
presence of woodland creatures, presence of powerful unnatural creatures, or even the general state of the 
natural setting. 

Bonsai 
At 3rd level, the Harvester’s fungus issue is not half of his problems.  A small oriental tree, known as the 
bonsai by the San Francisco Chi, has grown overnight on the torso or head of the Ghūl.  This small bonsai 
provides the Ghūl with extra nutrients that were lost during his transformation from human to Ghūl.  These 
nutrients bestow a +4 Fortitude save against Disease and Poison effects.  Should the bonsai tree be destroyed, 
another will spring up from its roots 3 months later.   

A bonsai tree has 20 hit points, a hardness of 5, and the Defense of the Harvester that must be targeted (-6 to 
attack rolls) in order to be hit.  

Way of the Fruit 
At 4th level, the Harvester’s bonsai tree 
begins to produce fruit.  The Harvester 
grows a single piece of fruit once every 
10 days that is ripe for the picking.  The 
fruit is lumpy and green, about 3 inches 
in diameter, and is very tasty.  The life of 
a ripe or picked fruit is 5 days before 
spoiling.  When eaten, the fruit bestows 
strange random properties as denoted 
on the chart. 

Shape Fruit 
At 5th level, the Harvester can attempt to 
shape his fruit into a specific benefit 
instead of a random ability.  The 
Harvester may choose a property from 
the table above and attempt to shape 
the fruit into that ability by making a 
successful Will saving throw.  Failing the 
save means that the fruit is random.    

Infiltrator 
An Infiltrator is a master of deception and stealth, a spy that has honed his art of blending in with a particular 
crowd of individuals to gather an item of note or knowledge—and sometimes, even to eliminate a mark.  An 
Infiltrator is normally part of a crime syndicate, or the thieves’ underground.  They are rarely found 
freelancing, since the underworld does not tolerate freelancer working in their areas of influence.  

Requirements 
To qualify to become an Infiltrator, a character must fulfill the following criteria: 

Base Attack Bonus: +2 

Skills: Hide 6 ranks, Move Silently 6 ranks. 

Feat: Ghost or Stealthy 

D% Way of the Fruit’s Benefit Shape DC 
01-04 +2 chemical bonus to Strength for 12 hours 18 
05-08 +2 chemical bonus to Dexterity for 12 hours 18 
09-12 +2 chemical bonus to Constitution for 12 hours 18 
13-16 +2 chemical bonus to Intelligence for 12 hours 18 
17-20 +2 chemical bonus to Wisdom for 12 hours 18 
21-24 +2 chemical bonus to Charisma for 12 hours 18 
25-28 Yuk, its rotten, become Nauseated for 1 hour  8 
29-32 +4 chemical bonus to Fortitude saves for 12 hours 20 
33-36 +4 chemical bonus to Will saves for 12 hours 20 
37-40 Cures Chemical Addiction effects 35 
41-44 Cures Disease 35 
45-48 Cures all Radiation effects 30 
49-52 No beneficial effects, but very tasty, umm yummy. 8 
53-56 Heals 1d4 points of damage 12 
57-60 Heals 1d8+1 points of damage  15 
61-64 Heals 2d8+3 points of damage  18 
65-68 Heals 3d8+5 points of damage  23 
69-72 No beneficial effects, but very tasty, umm yummy. 8 
73-76 Yuk, its rotten, become Nauseated for 2 hour 12 
77-80 Removes 200 RADs of Radiation 23 
81-84 Removes any Chemical after effects 25 
85-88 Removes any Poison effects 25 
89-92 Yuk, its rotten, become Nauseated for 3 hour 16 
93-96 No beneficial effects, but very tasty, umm yummy. 8 
97-100 Re-roll twice ignoring this result if rolled again N/A 
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Infiltrator Bonus Feats 
Acrobatic, Alertness, Armor Proficiency (light), 
Athletic, Attentive, Awareness, Brawl, Cautious, 
Defensive Martial Arts, Dodge, Dodger, Elusive 
Target, Fleet of Foot, Meticulous, Mobility, 
Nimble, Renown, Run, Stealthy. 

 

Class Information 
The following information 
pertains to the Infiltrator 
Advanced Class. 

Hit Die: 1d8 

Karma Points: The 
Infiltrator receives 3 Karma 
Points plus ½ of his 
character level (round 
down) upon attaining a new 
level in this class. 

Class Skills 
The Infiltrator’s class skills 
are: Balance, Climb, Disable 
Device, Disguise, Escape 
Artist, Hide, Investigate, 
Jump, Knowledge (civics, 
street, and underworld), 
Listen, Move Silently, 
Profession, Search, Sleight of 
Hand, Spot, and Tumble. 

Skill Points at Each Level: 4 + Int modifier. 

Class Features 
The following features pertain to the 
Infiltrator Advanced Class. 

Sweep 
An Infiltrator knows how to size up 
an area and get the lay of the land in 
a single sweep of his or her eyes. 
This sweep provides a +4 
circumstance bonus on Spot checks 
and covers an area out to 30 feet 
away from the Infiltrator. The 
Infiltrator can use this bonus at the 
start of an encounter. 

Anything not concealed can be spotted in a sweep with a successful check (DC 10).  The DC for concealed or 
less obvious threats is equal to their Hide check result. 

Improvised Implements 
At 2nd level, an Infiltrator no longer takes a –4 penalty when wielding an improvised weapon.  Also, the 
Infiltrator is able to make do without proper equipment in certain circumstances: the Infiltrator no longer 
takes a –4 penalty when using the Climb and Disable Device skills without the proper tools. 

Bonus Feats 
At 3rd, 6th, and 9th level, the Infiltrator gets a bonus feat.  
The bonus feat must be selected from the feats presented 
here, and the Infiltrator must meet all the prerequisites of the 
feat to select it. 

  

The Infiltrator 

Level BAB Fort Ref Will 
Defense 
Bonus Special 

1st +0 +0 +2 +0 +1 Sweep 
2nd +1 +0 +3 +0 +2 Improvised implements 
3rd +1 +1 +3 +1 +2 Bonus feat 
4th +2 +1 +4 +1 +3 Improved evasion 
5th +2 +1 +4 +1 +3 Skill mastery 
6th +3 +2 +5 +2 +3 Bonus feat 
7th +3 +2 +5 +2 +4 Improvised weapon damage 
8th +4 +2 +6 +2 +4 Improved sweep 
9th +4 +3 +6 +3 +5 Bonus feat 
10th +5 +3 +7 +3 +5 Without a trace 

Infiltrator 
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Improved Evasion 
If an Infiltrator of 4th level or higher is exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, the Infiltrator suffers no damage if he or she makes a successful saving 
throw and only half damage on a failed save.  Improved evasion can only be used when wearing light armor 
or no armor. 

For an Infiltrator who does not have evasion (see the talent Description), improved evasion counts as evasion 
for the purpose of meeting the prerequisites on the talent tree. 

Skill Mastery 
At 5th level, an Infiltrator selects a number of skills from his or her class list equal to 3 + his or her 
Intelligence modifier.  When making a check using one of these skills, the Infiltrator may take 10 even if stress 
and distractions would normally prevent him or her from so doing. 

Improvised Weapon Damage 
At 7th level, an Infiltrator’s attacks with improvised weapons deal more damage.  The Infiltrator treats an 
improvised weapon as one size category larger than it is for the purpose of determining the damage it deals. 

Improved Sweep 
At 8th level, an Infiltrator’s ability to get the lay of the land improves.  Now the Infiltrator not only spots 
potential perils with a successful check, he or she can determine the relative strength of these dangers.  A 
successful check relates the danger’s strength compared to the Infiltrator: stronger (higher level or Hit Dice), 
on par (same level or HD), or weaker (lower level or HD). 

Without a Trace 
At 10th level, when an Infiltrator uses any of the following skills: Balance, Climb, Disable Device, Escape 
Artist, Hide, Move Silently, and Sleight of Hand, those using Investigate, Listen, Search, or Spot to detect the 
Infiltrator’s activity, take a –4 penalty. 

Made Man 
A Made Man is someone who has become a trusted member of an organized crime syndicate.   The Made Man 
is considered above suspicion and completely trustworthy to all members of the gang; and, a rival gang’s 
killing of a Made Man is considered the equivalent of killing a family member, and is therefore a declaration of 
war. 

Although women can technically become “made,” the sexist nature of most organized crime syndicates 
prevents this from happening.  “Made” characters are at the beck and call of their gang; it is not simply a 
matter of a job, it is a matter of honor and family that when the gang comes a’knocking, the Made Man is 
ready to grab his gun and start rocking (basically doing whatever is asked).  Made Men who refuse the gang 
typically end up in shallow graves in short order. 

Requirements 
To qualify to become a Made Man, a character must meet the following requirements: 

Background/Occupation:  
Background: Gangster or Occupation: Wiseguy.  

Base Attack Bonus: +5 

Reputation (crime syndicate) 50%  

Special: Saving the life of the head of the family, or several family members.   

Class Information 
The following information pertains to the Made Man Advanced Class.  

Hit Die 
The Made Man gains 1d8 hit points per level plus the character’s Constitution modifier. 
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Soldier 
At 3rd level, a Made Man is one of the foremost soldiers in the family and receives benefits accordingly.  The 
family will provide the Made Man with any personal firearm and ammunition of a scarcity rating of common, 
uncommon, or infrequent.  Additionally, the Made Man will be fitted with a Concealed Mesh Suit for armor. 

Magnetic Personality 
At 4th level, a Made Man gains the Magnetic Personality as a bonus feat and may gain a cohort and followers.   

Connected 
At 7th level, the Made Man is connected and has developed many contacts.  The character can call in a favor to 
the boss or an associate to gain a +10 circumstance bonus to Gather Information or Research skill check.  
Additionally, the character can opt to buy a Rare or Very Rare item at a discounted rate of 50% from a 
syndicate merchant (though, cannot Barter the price down further).  This favor can be called on once per 
month.     

Respected 
At 8th level, the Made Man becomes respected widely by the community and his family influenced areas.  He 
gains the benefits of free lodging, food, prostitutes, and has access to 500 trade coins of the community wealth 
(either in trade or paper).  The latter is an allowance collectable once per month.  

Right Hand of the Devil 
At 10th level, the Made Man becomes known as the Main Man, the right hand of the Don.  Word spreads like 

wildfire in the underworld of the Wasteland, and the word is that you are the enforcer of the 
family.  There is a percent chance equal to your fame (your crime syndicate family) plus 
character level that enforcers from other crime syndicates, gang members, and slavers 
recognize you and either flee the scene or pay homage (this is up to the Overseer to 
determine). 

Martial Artist 
Ah, Grasshopper… You have studied under a master of the Chi, 
learning the secrets of Kung Fu fighting.  Woo-Ha, with roundhouse 
kicks and karate chops bodies will hit the floor.   

Requirements 
To qualify to become a Martial Artist, a character must fulfill the following 
criteria: 

Background/Talents: Chi background or all of the martial arts talents 
(Judo, Karate, and Kendo)  

Base Attack Bonus: +3 

Skill: Jump 3 ranks. 

Feats: Combat Martial Arts, Defensive Martial Arts. 

Class Information 
Hit Die: 1d8  

Karma Points 
A Marital Artist receives 3 Karma Points plus ½ of his character 

level (round down) upon attaining a new level in this class. 
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Martial Artist Bonus Feats 
Acrobatic, Adrenaline Rush, Advanced Combat 
Martial Arts, Archaic Weapons Proficiency, 
Combat Reflexes, Combat Throw, Dodge, Dodger, 
Earlier Sequence, Elusive Target, Exotic Melee 
Weapon Proficiency, Improved Combat Throw, 
Improved Combat Martial Arts, Improved Initiate, 
Karma Beacon, Presence, Quick Recovery, Stunt 
Man, Stonewall, Unbalance Opponent.. 

Class Skills 
The Martial Artist’s class skills are: Balance, Climb, Escape Artist, Hide, Intimidate, Jump, Knowledge (street, 
occult, and theology and philosophy), Move Silently, Perform (dance), Profession, Spot, and Tumble. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features 
The following features pertain to the 
Martial Artist Advanced Class. 

Living Weapon 
The Martial Artist attacks with either fist 
interchangeably, or even with elbows, 
knees, and feet.  This means that the Martial 
Artist may even make unarmed strikes 
when his or her hands are full, and there is 
no such thing as an off-hand attack for a 
Martial Artist striking unarmed. 

The Martial Artist also deals more damage 
with unarmed strikes.  At 1st level, the 
Martial Artist deals 1d6 points of damage with an unarmed strike.  At 4th level, damage increases to 1d8.  At 
8th level, it increases to 1d10.  This is an increase to Combat Martial Arts damage; this has no effect on Brawl.   

This ability stacks with the Martial Arts Talent (Karate) increasing the damage die by the talent rank from 
1d6 to 2d4, 1d8 to 2d6, and 1d10 to 2d8. 

Flying Kick 
Starting at 2nd level, a Martial Artist can use a charge to deliver a devastating flying kick to an opponent.  At 
the end of this charge, the Martial Artist adds his Martial Artist class level as a bonus to the damage he deals 
with an unarmed strike. 

Bonus Feats 
At 3rd, 6th, and 9th level, the Martial Artist gets a bonus feat.  
The bonus feat must be selected from the feats presented 
here, and the Martial Artist must meet all the prerequisites of 
the feat to select it. 

Iron Fist 
At 5th level, a Martial Artist gains the ability to spend 1 Karma 
Point to increase the damage he deals to a single opponent 
with a single unarmed strike.  The Martial Artist declares the 
use of the Karma Point after making a successful unarmed 
strike. The result of the Karma Point roll is added to the damage roll for that attack. 

At 10th level, this ability improves.  The Martial Artist now adds the result of the Karma Point roll to all 
successful attacks he makes in a round. 

Flurry of Blows 
At 7th level, a Martial Artist gains the ability to strike with a flurry of blows at the expense of accuracy.  The 
Martial Artist must be unarmored to use this talent, and he must make unarmed strikes to gain the benefit.  
With a flurry of blows, the Martial Artist may make one extra attack in a round at his or her highest base 
attack bonus.  This attack, and each other attack made in the round, takes a –2 penalty.  This ability can only 
be used when taking the full attack action.  The penalty applies to all attacks for one full round, including 
attacks of opportunity.  

 

The Martial Artist 
Level BAB Fort Ref Will Defense 

Bonus 
Special 

1st +1 +0 +2 +0 +2 Living weapon 1d6 
2nd +2 +0 +3 +0 +3 Flying kick 
3rd +3 +1 +3 +1 +3 Bonus feat 
4th +4 +1 +4 +1 +4 Living weapon 1d8 
5th +5 +1 +4 +1 +4 Iron fist (one attack) 
6th +6 +2 +5 +2 +5 Bonus feat 
7th +7 +2 +5 +2 +5 Flurry of blows 
8th +8 +2 +6 +2 +6 Living weapon 1d10 
9th +9 +3 +6 +3 +6 Bonus feat 
10th +10 +3 +7 +3 +7 Iron fist (all attacks) 
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Master Trader 
You have refined the art of bartering and making deals to the point where others eat out of your hand—
sometimes literally.  You know the fastest routes through which you can take caravans, the best ways of 
motivating guards, and your knowledge of finance would make even the drollest accountant wince.  The 
world is yours, baby, yeah! 

Requirements 
To qualify to become a Master Trader, a character must meet the following requirements: 

Skills: Barter 5 ranks, Bluff 5 ranks, and Diplomacy 5 ranks 

Feats: Negotiator 

Talent: Skill Emphasis (Barter) 

Class Information 
The following information pertains to the Master Trader Advanced Class. 

Hit Die 
The Master Trader gains 1d8 hit points per level plus the character’s Constitution modifier. 

Karma Points 
A Master Trader receives 3 Karma Points plus ½ of his character level (round down) upon attaining a new 
level in this class. 

Class Skills 
The Master Trader’s class skills are: Barter, Bluff, Diplomacy, Gather Information, Knowledge (civic, street, 
and underworld), Listen, Navigate, Profession (merchant), Sense Motive, Spot, and Survival. 

Skill Points at Each Level: 5 + Int modifier.  

Class Features 
The following features 
pertain to the Master 
Trader Advanced Class. 

Caravan Handling 
At 1st level, the Master 
Trader has experienced the 
trade routes of the Wastes 
and has learned how to 
handle his wares and 
caravan when traveling.  
The Master Trader gains 
Handle Animal (Bison) as a 
class skill and can use this 
skill untrained.  Not all merchants deal with caravans. 

Trade Assets 
At 1st level, the Master Trader barters 500 Coins worth of trade assets of common and uncommon goods to 
sell at his bazaar.  At 5th level the Trader receives 1000 Coins worth of trade assets with infrequent goods.  At 
9th level the Trader receives 2500 Coins worth of trade assets with an occasional rare goods.   

Deal Maker 
The Master Trader’s ability to read his business associates’ like a book allows him to get discounts normal 
traders cannot.  On a successful opposed Barter roll, the Master Trader gets a bonus discount on goods he is 
buying– or a premium on goods he is selling –according to his Deal Maker ability.  This discount or bonus 

Master Trader 

Level BAB  Fort Ref Will 
Defense 
Bonus Special 

1 +0 +0 +0 +2 +1 Caravan Handling, Trade Assets 

2 +1 +1 +1 +3 +2 Deal Maker 5%, Snake Oil Salesman 

3 +1 +1 +1 +3 +2 Caravan Navigation 

4 +2 +1 +1 +4 +3 Deal Maker 10%, Superior Barterer 

5 +2 +2 +2 +4 +3 Trade Assets, Proper Motivation  

6 +3 +2 +2 +5 +3 Deal Maker 15% 

7 +3 +2 +2 +5 +4 Assistant 

8 +4 +3 +3 +6 +4 Deal Maker 20%, Superior Barterer 

9 +4 +3 +3 +6 +5 Deal Shark, Trade Assets  

10 +5 +3 +3 +7 +5 Deal Maker 25%, Everyone has a Price  
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adds the successful Barter skill check.  The Master Trader receives a bonus of 5% at 2nd level, 10% at 4th level, 
15% at 6th level, 20% at 8th level, and 25% at 10th level.   

Example: Weston, a 4th level Defensive Class/ 4th level Master Trader, bartering with a merchant makes an opposed Barter skill check 
and beats the merchant’s check by 15.  Weston can now buy goods at a 40% discount (30% from barter + 10% from Master Trader) or 
sell goods at a 40% higher price (again the original sell value is ½ of the original cost value).   

Snake Oil Salesman  
At 2nd level, the Master Trader masters the art of tricking customers into buying bogus products and junk 
items as the real deal.  The Master Trader gains a +2 Bluff when deceiving a custom with garbage items.  

Caravan Navigation 
At 3rd level, the Master Trader’s experience with navigating the Wastes gives him the ability to find little 
shortcuts unknown to all but the most stalwart rangers.  A Master Trader with this ability takes 25% less time 
when traveling through the Wastes (for example, a 4-day journey would only take 3 days.) 

Superior Barterer 
At 4th level, the Master Trader has mastered the art of Bartering and gains a +2 bonus to Barter and Bluff skill 
checks.  At 8th level this ability increases to +4. 

Proper Motivation 
Very little moves a person like the motivation of money.  At 5th level, a Master Trader can take a full round 
action to motivate up to 10 + his Charisma modifier in Hit Dice of characters or NPCs by explaining the vast 
rewards that await them upon the successful completion of their task (no save). Characters properly 
motivated receive +1 to their attack rolls.  Whether or not these rewards actually exist is a moot point, 
although the Master Trader may have to follow through on his promises at some point—especially if he uses 
this trick over and over on the same group.  This motivation lasts the number of 
rounds equal to the level of the Master Trader. 

Assistant 
At 7th level, the Master Trader acquires a financial Assistant follower.  This NPC 
is a trusted confidant and helps the Master Trader keep the smaller aspects of 
his business running smoothly, freeing the Master Trader for more important 
and higher-level matters.   

The Assistant is 6 minus the character’s Charisma modifier in levels lower 
than the character and is created and run by the Master Trader character.  
The Assistant receives 22 points to purchase ability scores from the 
planned generation rules in Chapter 1.  He can only take levels in 
the Defensive Class and Master Trader class, and must have 
the Merchant Occupation: other than this, it is up to the 
player to determine the rest of the genetic makeup of the 
Assistant.    

If the Assistant dies or becomes a slave, the Master Trader receives a –25% 
penalty to Reputation (fame) in all trade cities.  As long as the Assistant 
remains alive and accompanies the Master Trader, however, the Master 
Trader receives a +2 competence bonus to his Barter rolls. 

If the Master Trader loses his Assistant either through death or slavery, the 
Master Trader, may acquire a second Assistant, with the same build rules as 
above.  Should this Assistant be lost, no other Assistants will be willing to 
work with the Master Trader.   

Deal Shark 
At 9th level, the Master Trader has become famous for his ability to cut deals.  
The Master Trader may stack his ranks of Intimidation skill with his Barter 
skill ranks when making Barter checks. 
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Everyone has a Price 
At 10th level, the Master Trader has made a deal with the devil.  The Master Trader uses his serpent tongue to 
convince a buyer that the product he is selling is the product buyer needs and everyone has a price.  The 
Master Trader can convince the target to buy his product with a successful persuasion check.  The Master 
Trader rolls a d20 plus his Master Trader levels and CHR modifier against the target’s NPC level and Sense 
Motive.  If the Trader beats his target, then he convinces the target to buy the item, however this item is still 
subject to opposed Barter rolls for pricing.   

Mutant Berserker 
Embrace your anger, and go wild my trans-mutant friend.  A Mutant Berserker has embraced the fact that he 
was made for war and destruction.  His adrenaline and blood pumps to blinding levels and he becomes an 
unstoppable killing machine.   

Requirements 
To qualify to become a Mutant Berserker, a character must meet the following requirements: 

Race: Trans-Genetic Mutant 

Base Attack Bonus: +5 

Feats: Endurance, Improved Damage Threshold, Power Attack, and Weapon Focus (any one melee weapon 
or unarmed). 

Class Information 
The following information pertains to the Mutant Berserker Advanced Class. 

Hit Die 
The Mutant Berserker gains 1d12 hit points per level plus the character’s Constitution modifier. 

Karma Points 
A Mutant Berserker receives 3 Karma Points plus ½ of his character level (round down) upon attaining a new 
level in this class. 

Class Skills 
Mutant Berserker class skills are: Climb, Intimidate, Jump, Knowledge (tactics), Survival, and Swim. 

Skill Points at Each Level: 2 + Int modifier. 

 

Class Features 
The following features pertain 
to the Mutant Berserker 
Advanced Class. 

Adrenaline Rush 
At 1st level, a Mutant Berserker 
can boost his adrenaline 
increasing blood flow, gaining a 
+2 morale bonus to Strength, 

Dexterity, and Constitution for the number of rounds equal to his newly modified Constitution bonus plus 3.  
This ability can be used the number of times per day equal to the character’s Mutant Berserker level.  After 
the effects of the Adrenaline Rush wears off the Mutant Berserker is fatigued for 1 hour and cannot use 
another Rush until this time passes.  At 3rd level the ability bonus from the Adrenaline Rush increases to +4 
and at 5th level +6.  

  

Mutant Berserker 

Level BAB  Fort Ref Will 
Defense  
Bonus Special 

1 +1 +2 +0 +0 +0 Adrenaline Rush +2, DR +1 (DR 4)  

2 +2 +3 +0 +0 +1 Destructive Rage 

3 +3 +3 +1 +1 +1 Adrenaline Rush +4, DR +2 (DR 5) 

4 +4 +4 +1 +1 +1 Berserk Frenzy 

5 +5 +4 +1 +1 +2 Adrenaline Rush +6, DR +3 (DR 6) 
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Improved Damage Reduction 
At 1st level, a Mutant Berserker’s DR improves by 1 point (for a total of 4 DR).  The DR increases again at 3rd 
(for a total of 5 DR) and again at 5th level (for a total of 6 DR) by 1 point. 

Destructive Rage 
At 2nd level, a Mutant Berserker can enter into an Adrenaline Rush that allows him, in addition to the normal 
bonuses from the rush, to ignore 5 DR or 10 points of an object’s hardness on success melee attack rolls.  A 
Destructive Rage lasts for the number of rounds equal to Mutant Berserker’s level plus 3. 

Berserk Frenzy  
At 4th level, a Mutant Berserker can enter into an Adrenaline Rush that allows him, in addition to the normal 
bonuses from the rush, to deal double STR damage on all melee attacks.  This frenzy lasts for a number of 
rounds equal to Mutant 
Berserker’s level plus 3. 
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Mutant Commando 
Before the Exodus, you received advanced training in the Trans-Genetic Warrior Project.  Now that training is 
coming to use. 

Requirements 
To qualify to become a Mutant Commando, a character 
must meet the following requirements: 

Race: Trans-Genetic Mutant 

Ability Score: Intelligence 12+ 

Base Attack Bonus: +5 

Feats: Advanced Firearm Proficiency, Personal 
Firearm Proficiency, Energy Weapon Proficiency, 
Heavy Weapon Proficiency, Point Blank Shot, Power 
Attack, Precise Shot and Weapon Focus (one melee 
weapon). 

Class Information 
The following information pertains to the 
Mutant Commando Advanced Class. 

Hit Die 
The Mutant Commando gains 1d10 hit points per 
level plus the character’s Constitution modifier. 

Karma Points 
The Mutant Commando receives 3 
Karma Points plus his Mutant Commando 
level plus ½ of any other character levels 
upon attaining a new level.  This replaces the 
initial ruling of 3 Karma Points + ½ character 
level.   

Class Skills 
Mutant Commando class skills are: Balance, Climb, Demolitions, Disable Device, Escape Artist, Hide, Jump, 
Knowledge (tactics), Listen, Move Silently, Navigate, Search, Spot, Survival, Swim, and Tumble. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features 
The following features pertain to 
the Mutant Commando Advanced 
Class.  

Improved Stealth 
 At 1st level, the Mutant 
Commando becomes the shadows 
and moves like a leaf on the wind.  
The Commando receives a +4 
competence bonus to Hide and 
Move Silently skill checks.  In 
dimly illuminated areas, this 
bonus doubles and becomes +8.    

Mutant Commando 

Level BAB  Fort Ref Will 
Defense 
Bonus Special 

1 +1 +2 +1 +0 +0 Improved Stealth 

2 +2 +3 +2 +0 +1 Silent Death +1d6 

3 +3 +3 +2 +1 +1 Bonus Feat 

4 +4 +4 +2 +1 +1 Leave No Enemy Alive 

5 +5 +4 +3 +1 +2 Bonus Feat 

6 +6/+1 +5 +3 +2 +2 Silent Death +2d6 

7 +7/+2 +5 +4 +2 +2 Bonus Feat 

8 +8/+3 +6 +4 +2 +3 Leave No Enemy Alive II 

9 +9/+4 +6 +4 +3 +3 Bonus Feat 

10 +10/+5 +7 +5 +3 +3 Death Strike, Silent Death +3d6 
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Mutant Commando Bonus Feats 
Adrenaline Rush, Better Criticals, Bonus Ranged 
Damage, Burst Fire, Combat Reflexes, Dead Aim, 
Dodge, Double Tap, Endurance, Far Shot, Great 
Fortitude, Heroic Surge, Improved Damage 
Threshold, Improved Grapple, Improved Overrun, 
Lightning Reflexes, Living Anatomy, Mobility, 
Pyromaniac, Shot on the Run, Strafe, Quick 
Reload, Run, Stealthy, Toughness, Track, and 
Weapon Focus. 

Silent Death 
At 2nd level, the Mutant Commando gains the Sneak Attack ability dealing an extra +1d6 points of damage to 
targets that are caught flat-footed, denied their Dexterity, or flanked with melee attacks only.  At 6th level the 
damage increases to +2d6 and again at 10th level to +3d6.     

Bonus Feats 
At 3rd, 5th, 7th, and 9th level, a Mutant Commando can choose a 
bonus feat.  The bonus feat must be selected from the feats 
presented here, and the Mutant Commando must meet all the 
prerequisites of the feat to select it.   

Leave No Enemy Alive 
At 4th level, the Mutant Commando has become a master of 
delivering a killing strike to a weakened enemy.  Any time the 
Commando delivers a wound in a melee strike that drops an 
enemy below zero hit points, he may make a free coup de 
grace attack against that enemy that provokes an attack of 
opportunity.  If the Commando is struck during the attack of opportunity the coup de grace fails. 

Leave No Enemy Alive II 
At 8th level, the Mutant Commando has mastered the killing strike of a weakened enemy.  Any time the 
Commando delivers a wound in a melee strike that drops an enemy below zero hit points, he may make a free 
coup de grace attack against that enemy that does not provokes an attack of opportunity.   

Death Strike 
At 10th level, all of the Mutant Commando attacks critical threat range increases by +1, this ability stacks with 
the Better Critical and the More Critical feats.   

Prizefighter 
You’re a contender.  Whether you have mastered the sweet science of boxing or another less honorable form 
of prizefighting, you have taken your skills and honed them to the point where you routinely fight in the ring 
for prizes.  Perhaps you are a slave who has become a gladiator or maybe you are a person who uses his 
talents to get rich.  Either way, you have made unarmed or melee combat your calling, and know many 
fighting techniques most people do not. 

Requirements 
To qualify to become a Prizefighter, a character must meet the following requirements: 

Base Attack Bonus: +3 

Talent: Strong Attack 

Feats: Power Attack, Brawl, Street Fighting, and Toughness. 

Class Information 
The following information pertains to the Prizefighter Advanced Class. 

Hit Die 
The Prizefighter gains 1d10 hit points per level plus the character’s Constitution modifier. 

Karma Points 
A Prize Fighter receives 3 Karma Points plus ½ of his character level (round down) upon attaining a new level 
in this class. 
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Class Skills 
Prizefighters class skills are: Climb, Concentration, Gamble, Intimidate, Jump, Sense Motive, Spot, and Tumble. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features 
The following features 
pertain to the Prizefighter 
Advanced Class. 

Knockout Punch 
At 1st level, a Prizefighter 
receives the Knockout 
Punch feat as a bonus feat. 

Taunt 
At 1st level, a Prizefighter learns how to taunt an opponent.  The net effect of taunting is to throw an opponent 

off-rhythm; when successful, the Prizefighter receives a +2 modifier to his attack 
bonus for the duration of the fight.  Taunting is a full round action, and the 

opponent gets a Will save (DC 10+ the Prizefighter’s Level and Charisma 
modifier) to avoid the effects of the taunt.  Taunt may only be used once per 
opponent in any combat, and does not incur an attack of opportunity. 

HtH Talent 
At 2nd and 5th level, the Prizefighter receives a bonus Hand to Hand 

Talent.  

Improved Knockout Punch 
At 2nd level, the Prizefighter receives the Improved Knockout 

Punch feat as a bonus feat. 

Improved Taunt 
At 3rd level, a Prizefighter learns how to taunt his opponent 

through intimidation.  The net effect of this taunting is to infuriate 
the opponent; when successful, the Prizefighter receives a +4 

modifier to his attack bonus for the duration of the fight.  Taunting is a 
full round action, and the opponent gets a Will save (DC 10 + the 
Prizefighter’s Level + ranks of Intimidate + Charisma modifier) to avoid 
the effects of the taunt.  Taunt may only be used once per opponent in any 
combat, and does not incur an attack of opportunity. 

Whirlwind Attack 
At 3rd level, the Prizefighter receives the Whirlwind Attack feat as a bonus 
feat. 

Contender 
At 4th level, the Prizefighter name becomes known in the Wasteland 
fighting circuit.  Once per month, the Prizefighter is called upon to defend 
his title (if he has one), or challenge another.  He must spend one full day 
in a local town preparing for, and fighting his fight.  For doing this, he 
gains an income of 100 coins times the opponent’s level upon winning the 
challenge or 25 coins times opponent’s level the for losing.  (Overseers 
are encouraged to expound upon this skill, perhaps creating whole 
boxing circuits for the character to become involved in).  

  

Prizefighter 

Level BAB  Fort Ref Will Defense 
Bonus 

Special 

1 +1 +1 +1 +0  +1 Knockout Punch, Taunt 

2 +2 +2 +2 +0 +1 Improved Knockout Punch, HtH Talent  

3 +3 +2 +2 +1 +2 Whirlwind Attack, Improved Taunt 

4 +4 +2 +2 +1 +2 Contender, Work the Crowd  

5 +5 +3 +3 +1 +3 Finishing Blow, HtH Talent 
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Work the Crowd 
At 4th level, the Prizefighter knows how to work a crowd during a fight.  Through a combination of gestures, 
threats, and insults the Prizefighter can energize the crowd to support him in the fight, giving him an edge 
against an opponent.  To use the Work the Crowd ability, there must be at least 20 spectators watching the 
fight; these spectators cannot be involved as combatants on either side.  Working the Crowd is a full round 
action, and requires an Intimidate check (DC = 10+ opponent’s level, for multiple opponents add their levels 
together). Working the Crowd does incur an attack of opportunity. 

Finishing Blow 
At 5th level, a Prizefighter has learned when his opponents are close to being defeated and knows how to 
finish them in a final stunning blow.  When his opponent is at one-quarter of his total hit points, the 
Prizefighter gets a Spot check (free action, DC = 10 + opponent’s level) to identify an opponent is nearly 
defeated.  The Prizefighter may make a Finishing Blow as his next attack; a Finishing Blow is a full round 
attack action.  A successful hit means the opponent has suffered a Finishing Blow.  A Finishing Blow is a 
confirmed critical hit and stuns the opponent if the opponent is not knocked out.  If the opponent remains 
conscious, he must make a Fortitude save (DC = damage dealt) to avoid being stunned for 1 round.  If the 
opponent fails the save, he is stunned for one round. 

Rigger 
The Wasteland is filled with broken and malfunctioning junk.  This is where a Rigger excels, salvaging 
workable parts and making use of them later.  Basically, give a Rigger some junk pieces and a malfunctioning 
piece of machinery, and a short time later the machine is working (well temporary anyways).   

Requirements 
To qualify to become a Rigger, a character must meet the following requirements: 

Skills: Craft (mechanical) 5 ranks, Knowledge (science or technology) 5 ranks, and Repair 5 ranks 

Feats: Gearhead and Mr. Fixit. 

Class Information 
The following information pertains to the Rigger Advanced Class. 

Hit Die 
The Rigger gains 1d8 hit points per level plus the character’s Constitution modifier. 

Karma Points 
A Rigger receives 3 Karma Points plus ½ of his character level (round down) upon attaining a new level in 
this class. 

  
Rigger 

Level BAB  Fort Ref Will Defense 
Bonus 

Special 

1 +0 +0 +2 +0 +1 Improvised Tools, Jury-Rig  

2 +1 +0 +3 +0 +2 Builder, Rig Firearm (Hand Guns and Long Arms) 

3 +1 +1 +3 +1 +2 Jury-Rig +2  

4 +2 +1 +4 +1 +3 Rig Vehicle 

5 +2 +1 +4 +1 +3 Rig Firearm (Heavy Guns) 

6 +3 +2 +5 +2 +3 Jury-Rig +4, Advanced Rigging 

7 +3 +2 +5 +2 +4 Persuade Malfunctioning Device 

8 +4 +2 +6 +2 +4 Rig Technological Device 

9 +4 +3 +6 +3 +5 Jury-Rig +6, Rig Firearm (Energy Weapons) 

10 +5 +3 +7 +3 +5 Superior Rigging 
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Class Skills 
Rigger class skills are: Computer Use, Concentration, Craft (electronic), 
Craft (mechanical), Knowledge (physical science: engineering), 
Knowledge (technology), Repair, Spot, and Search.  

Skill Points at Each Level: 5 + Int modifier. 

Class Features 
The following features pertain to the Rigger Advanced 
Class. 

Improvised Tools 
At 1st level, the Rigger can improvise a tool for 
Repair checks and does not suffer the –4 penalty 
from not having right tool for the job.  

Jury-Rig 
At 1st level, a Rigger can use the “jury-rig” 
application of the Repair skill without penalty to 
the DC.  At the 3rd level the Rigger gains a +2 
skilled bonus to Jury-Rigging.  This bonus increases 
again by another +2 at 6th and at 9th level. 

 

Rig Firearm  
At 2nd level, the Rigger can jury-rig a broken Firearm 
(Hand Guns and Long Arms) to temporary work.  The 
Rigger must make a successful Repair (DC 15) check on the 
weapon.  The weapon works for one round plus the number of 
rounds for every point the check succeeds.  At 5th level, the 
Rigger can jury-rig Heavy Firearms with a Repair (DC 20) skill check and at 9th level, the Rigger can jury-rig 
Energy Firearms and Weapons with a Repair (DC 30) skill check.  If the Rigger fails the Repair check by 10 or 
more, then he rigs the gun in such a fashion that it fails to function or misfires, becoming useless.  In the case 
of an Energy Firearm or Weapon, the weapon’s fusion cell is depleted and the weapon overloads, becoming 
useless until properly repaired. 

Builder 
At 2nd level, the Rigger gains the Builder feat (Craft: electronic and Craft: mechanical) as a bonus feat. 

Rig Vehicle 
At 4th level, the Rigger has the mechanical knowledge to rig a motor vehicle to temporary work.  .  . Well at 
least to get the eight track working.  Rigging a vehicle requires a Repair (DC 25) skill check and some fusion 
cells.  The vehicle runs for the number of hours that the check exceeds the DC unless the fusion cell is 
depleted first.  If the Rigger fails the Repair check by 10 or more, then he fuses together the fusion generator 
and ruins the vehicles engine.     

Advanced Rigging 
At 6th level the Rigger can take 10 on Repair Jury Rig skill checks when being threatened or distracted. 

Persuade Malfunctioning Device 
At 7th level, the Rigger understands the inner workings of machines and knows how to kick or smack them in 
the right places to make them work (or at least operational for a short period).  A Rigger can persuade a 
malfunctioning machine or electronic device with a success Repair (DC 30) skill check to work for an hour 
plus an hour for every point the check succeeds.  If the Rigger fails the Repair check by 10 or more, then the 
device fails to function and breaks, becoming unusable. 
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Rig Technological Device 
At 8th level, the Rigger has the technical knowledge to rig computers, bypass electronic locks, force fields, and 
other security devices, and so forth.  Rigging a technological device requires a Repair (DC 35) skill check.  The 
device works for one round plus the number of rounds that the check exceeds the DC.  If the Rigger fails the 
Repair check by 10 or more, then he fails to rig the device, being locked out of computers, permanently 
setting the security devices and so on.     

Superior Rigger 
At 10th level, the Rigger can take 20 on Repair Jury Rig skill checks when being threatened or distracted. 

Slayer 
Tribal fables speak of a Slayer, a pale man dressed in black that can slay the dreaded Desert Reaper with 
nothing more than a dull spoon.  Low and behold that pale man, the Slayer, does walks the Wastelands and 
it’s you.  You have perfected the art of melee combat such that you are nearly invincible in battle.  Woe to 
those who stand in your way, Slayer! 

Requirements 
To qualify to become a Slayer, a character must meet the following requirements: 

Base Attack Bonus: +8 

Feats: Awareness, Cleave, Improved Damage Threshold, Quick Draw, Power Attack, and Weapon Focus (or 
Weapon Finesse). 

Talent: Advanced Damage Reduction or Advanced Melee Smash.   

Class Information 
The following information pertains to the Slayer Advanced Class. 

Hit Die 
The Slayer gains 1d12 hit points per level plus the character’s 
Constitution modifier. 

Karma Points 
The Slayer receives 3 Karma Points + his Slayer level and ½ of his 
other character levels upon attaining a new level.  This replaces 
the initial ruling of 3 Karma Points + ½ character level.   

Class Skills 

A Slayer’s class skills are: Climb, Hide, Intimidate, Jump, 
Knowledge (street and tactics), Listen, Move Silently, 
Spot, Survival, Swim, and Tumble. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features 
The following features pertain to the Slayer 
Advanced Class. 

Better Critical  
Beginning at 1st level, the Slayer gains Better 
Critical as a bonus feat and can apply it only to a 
melee weapon or melee finesse group in which that 
the character is proficient.  At 3rd level, the Slayer 
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gains this bonus feat again, applying it to a different melee weapon or finesse group.  

Favored Weapon  
At 2nd level, the Slayer has particular weapons he fancies with which to kill.  All of the Slayer’s Weapon Focus 
feats (or Weapon Finesse groups) deal 2d6 points of extra damage per hit. 

Living Anatomy 
At 2nd level, the Slayer has killed enough foes with melee weapons to better understand that a good strike to 
the liver (or other vital areas) puts his foe down quickly.  The Slayer gains Living Anatomy as a bonus feat 
even if he does not have the prerequisites to normal gain the feat. 

More Critical  
Beginning at 3rd level, the 
Slayer gains More Critical as a 
bonus feat and can apply it 
only to a melee weapon or 
melee finesse group in which 
that the character is 
proficient.  At 5th level the 
Slayer gains this bonus feat 
again, applying it to a different 
melee weapon of finesse group.  

Bypass Armor 
At 4th level, a Slayer’s knows the weak points of armor and his melee attacks ignore the first 5 points of a 
target’s PDR. 

Death Stalks the Land 
At 5th level, the Slayer may make a Death Attack against a target that he has studied for at least three rounds.  
The target must be unaware of the attack, denied his Dexterity, flat-footed, flanked, or helpless in melee in 
order for the attack to be successful.  Studying the target requires that the Slayer spend three full-round 
actions in non-combat actions, and may only make 5-ft adjustments, failure to spend these actions results in a 
failed Death Attack.  After studying the target, the Slayer must make the Death Attack in the next three 
rounds; else the target evades the Death Attack, becoming aware of the Slayer’s actions.  If the Slayer’s attack 
roll is successful, then the target must make a Fortitude save DC 10 plus damage dealt or die from the critical 
Death Attack.  If the target has the Improved Damage Threshold feat, he receives a +3 bonus (times the feat 
ranks) to the Fortitude saves.    

Sniper 
Throughout history the military has trained assassins in the use of high-powered sniper rifles to strike and 
kill targets from up to a mile away.  You have rediscovered the mastery of the Sniper Rifle and few can ever 
hope to match your prowess.  Now find yourself a nice spot on a grassy knoll or bell tower and get to work! 

Requirements 
To qualify to become a Sniper, a character must meet the following requirements: 

Base Attack Bonus: +8 

Feats: Advanced Firearm Proficiency, Far Shot, Weapon Focus (sniper rifle), Point Blank Shot, Precise Shot, 
and Quick Reload. 

Equipment: Sniper Rifle 

Slayer 

Level BAB  Fort Ref Will 
Defense 
Bonus Special 

1 +1 +2 +0 +0 +0 Better Critical 

2 +2 +3 +0 +0 +1 Favored Weapon, Living Anatomy 

3 +3 +3 +1 +1 +1 Better Critical, More Critical 

4 +4 +4 +1 +1 +1 Bypass Armor 

5 +5 +4 +1 +1 +2 Death Stalks the Land, More Critical 
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Class Information 
The following information pertains to the Sniper Advanced Class. 

Hit Die 
The Sniper 1d10 hit points per level plus the character’s Constitution 
modifier. 

Karma Points 
The Sniper receives 3 Karma Points + his Sniper level and ½ of his 
other character levels upon attaining a new level.  This replaces 
the initial ruling of 3 Karma Points + ½ character level. 

Class Skills 
Snipers may choose two skills from this list to add to their 
class skills: Balance, Climb, Craft (mechanical: guns), 
Concentration, Hide, Jump, Knowledge (tactics), Move 
Silently, Spot, and Survival. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features 
The following features pertain to the Sniper Advanced Class. 

Better Criticals  
Beginning at 1st level, the Sniper gains Better Criticals (Sniper 
Rifle) as a bonus feat.  

Improved Rifle 
At 1st level, the Sniper can use a 
normal rifle with a scope as a 
ghetto sniper rifle.  The Sniper 
can benefit from any feat that he 
has with a sniper rifle, the only 
change is the range of the rifle 
versus the sniper rifle.  

Bypass Cover  
At 2nd level, the Sniper has learned to pinpoint targets with his sniper rifle when using cover to hide behind 
and ignores cover bonus of one-half or less.  Targets using one-half of less cover do not gain the Defense 
benefits provided by the cover when this character shoots at them. 

Sniper Shot  
At 2nd level, the Sniper’s Far Shot feat increases the range of the weapon by times 2 instead of 1.5 for 
determining range and range increments.  At 4th level, this increases to times 3.  Killing at long distances is 
even easier now.  

More Criticals  
Beginning at 3rd level, the Sniper gains More Critical (Sniper Rifle) as a bonus feat.  

Improved Targeting 
At 4th level, the character has learned to pinpoint a particular body part from a ranged distance and strike 
with deadly force.  When using a targeted attack, the character gains a +4 bonus with his sniper rifle to strike 
a chosen body part, or a creature or robot’s anatomy.  

  

Sniper 

Level BAB  Fort Ref Will 
Defense  
Bonus Special 

1 +1 +0 +2 +0 +1 Better Critical, Improvised Rifle  

2 +2 +0 +3 +0 +2 Bypass Cover, Sniper Shot  

3 +3 +1 +3 +1 +2 More Critical  

4 +4 +1 +4 +1 +3 Improved Targeting, Sniper Shot  

5 +5 +1 +4 +1 +3 One Shot, One Kill 
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One Shot, One Kill 
At 5th level, the Sniper may make a Targeted Attack with his sniper rifle against an unwitting foe.  The target 
must be unaware of the attack and not immune to critical hits (like robots).  This attack increases the damage 
multiplier by +1 on a successful hit.  If the hit is a critical hit, the damage multiplier increases by +2 to the 
targeted area, plus the critical status effects that apply, should the target still be alive.    

Socialite 
The Socialite is a man or woman that is a sharp dresser and is well-known in the Wasteland.  The Socialite 
demands attention, making great conversationalists, and serves those willing to pay as a source of 
information and sometimes even as escorts.  A Socialite’s natural environment is in upstanding Wasteland 
establishments where she can excel at her trade.      

Requirements 
To qualify to become a Socialite, a character must fulfill the following criteria: 

Ability: Charisma 13+. 

Reputation: 20% any one category. 

Skills: Bluff 6 ranks, Sense Motive 6 ranks. 

Class Information 
The following information pertains to the Socialite Advanced Class. 

Hit Die 
Socialites gain 1d6 hit points per level.  The character’s Constitution modifier applies. 

Karma Points: The Socialite receives 3 Karma Points plus ½ of his character level (round down) upon 
attaining a new level in this class. 

Class Skills 
The Socialite’s class skills are as follows: Bluff, 
Concentration, Diplomacy, Decipher Script, Disguise, 
Forgery, Gamble, Gather Information, Intimidate, 

Knowledge (behavioral sciences, current events, 
popular culture, streetwise), Listen, Perform 
(acting and music), Profession, Sense Motive, 
and Spot. 

Skill Points at Each Level: 6 + 
Intelligence modifier. 

Class Features 
The following features pertain to the Socialite 
Advanced Class. 

Self-Confidence 
At 1st level, the Socialite may treat her 
Socialite levels as Charisma bonus to any 

Talent where a Charisma bonus is applied. 
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Daze 
Display: Mental, Sensual  
Time: Attack action  
Range: Close (30 ft.)  
Target: One person not in combat 
Duration: 1 round  
Saving Throw: DC = 10 + Socialite level + CHR bonus. Will negates.   

Daze clouds the mind of a NPC target so that he or she takes no actions. 
NPCs over the character’s Socialite levels are not affected. The dazed 
subject is not stunned (so attackers get no special advantage against him 
or her), but the subject cannot move or take actions. 

 

Charm Person 
Display: Mental, Sensual  
Time: Attack action  
Range: Close (30 ft.)  
Target: One person not in combat 
Duration: 10 hours  
Saving Throw: DC = 10 + Socialite level + CHR bonus. Will negates.   

This power makes a NPC regard the Socialite as his or her trusted friend and ally.  This charm does not enable the Socialite to 
control the charmed person as if he or she was an automaton, but he or she does perceive the Socialite’s words and actions in 
the most favorable way. The Socialite can try to give the subject orders, but the Socialite must win an opposed Charisma check 
to convince the subject to do anything he or she would not ordinarily do. (The Socialite cannot try again.) A charmed person 
never obeys suicidal or obviously harmful orders. Any act by the Socialite or his or her apparent allies that threatens the 
charmed person breaks the charm. Note also that the Socialite must speak the person’s language to communicate his or her 
commands. 

 

Socialite Bonus Feats 
Alertness, Attentive, Awareness, Confident, 
Creative, Deceptive, Earlier Sequence, Empathy, 
Improved Initiative, Iron Will, Low Profile, 
Magnetic Personality, Negotiator, Renown, Thief, 
Trustworthy, Windfall. 

Hidden Motives 
At 2nd level, the Socialite increases her ability 
to hide her motives and intentions.  She gains 
a circumstance bonus equal to her Socialite 
levels when using Bluff against a Sense 
Motive skill. In addition, the DC for Bluff 
checks against her is increased by her 
Socialite levels. 

 
 
 

 
Bonus Feats 
At 3rd, 6th, and 9th level, the Socialite gets a bonus feat.  The 
bonus feat must be selected from the feats presented here, 
and the Socialite must meet all the prerequisites of the feat to 
select it. 

Hidden Allegiance 
At 4th level, the Socialite can suppress her loyalties. When questioned about her loyalties, the character gains 
a +10 bonus to her Bluff skill check and any other skill checks, such as Intimidate, that would try to extract 
her loyalties.  

Audience 
At 5th level, the Socialite may extend any 
Charm or Fast-Talk talents to a number 
of targets equal to her total of Socialite 
levels. Individual targets are otherwise 
affected as described under the talent.  

Daze 
At 7th level, the Socialite gains the ability 
to flaunt her stuff and daze an individual 
of her choice.  This ability may be used a 
number of times per day equal to the 

character’s Socialite’s level. This ability cannot be used on other player characters. 

Utterly Convincing 
At 8th level, the Socialite is a master at convincing people.  Whenever the Socialite spends a Karma Point to 
improve a Charisma-based skill check, she adds an additional 1d6 to the result. 

Charm Person 
At 10th level, the Socialite gains the ability to make friends easily and may charm one individual, once per 
day.  This ability may be used once per day and cannot be used on other player characters. 

The Socialite 

Level BAB Fort  Ref  Will  
Defense 
Bonus Special 

1st +0 +0 +2 +0 +1 Self-confidence 
2nd +1 +0 +3 +0 +2 Hidden motives 
3rd +1 +1 +3 +1 +2 Bonus feat 
4th +2 +1 +4 +1 +3 Hidden allegiance 
5th +2 +1 +4 +1 +3 Audience 
6th +3 +2 +5 +2 +3 Bonus feat 
7th +3 +2 +5 +2 +4 Daze 
8th +4 +2 +6 +2 +4 Utterly convincing 
9th +4 +3 +6 +3 +5 Bonus feat 
10th +5 +3 +7 +3 +5 Charm person 
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Soldier 

The Soldier is the poor man’s army of hired a gunman.  A Soldier trains his body and mind to be prepared for 
combat and the other dangers of the wastelands. 

Requirements 
To qualify to become a Soldier, a 
character must fulfill the following 
criteria: 

Base Attack Bonus: +3 

Skill: Knowledge (tactics) 3 ranks. 

Feat: Personal Firearms 
Proficiency.  

Class Information 
The following information pertains 
to the Soldier Advanced Class. 

Hit Die: 1d10 

Karma Points 
A Soldier receives 3 Karma Points plus ½ of his character level (round 

down) upon attaining a new level in this class. 

Class Skills 
The Soldier’s class skills are: Demolitions, Intimidate, Jump, 

Knowledge (history, street, and tactics), Listen, Navigate, 
Profession, Spot, Survival, and Swim. 

Skill Points at Each Level: 3 + Int modifier. 

Class Features 
The following features pertain to the Soldier Advanced Class. 

Weapon Focus 
At 1st level, a Soldier gains the Weapon Focus class 
feature, providing the benefit of the feat with the same 
name. The Soldier chooses a specific weapon.  The 
Soldier can choose unarmed strike or grapple as the 
weapon.  

The Soldier must be proficient with the chosen 
weapon. The Soldier adds +1 to all attack rolls made 
using the selected weapon. 

Weapon Specialization 
At 2nd level, a Soldier gains Weapon Specialization 

with a specific melee or ranged weapon to which he also 
has applied the Weapon Focus class feature from 1st level.  

The Soldier gets a +2 bonus on damage rolls with the chosen 
weapon. 

  

The Soldier 
Level BAB Fort Ref Will Defense 

Bonus 
Special 

1st +0 +1 +1 +0 +1 Weapon Focus 
2nd +1 +2 +2 +0 +2 Weapon specialization 
3rd +2 +2 +2 +1 +2 Bonus feat 
4th +3 +2 +2 +1 +3 Tactical aid 
5th +3 +3 +3 +1 +3 Improved critical 
6th +4 +3 +3 +2 +3 Bonus feat 
7th +5 +4 +4 +2 +4 Improved reaction 
8th +6 +4 +4 +2 +4 Greater weapon specialization 
9th +6 +4 +4 +3 +5 Bonus feat 
10th +7 +5 +5 +3 +5 Critical strike 
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Soldier Bonus Feats 
Advanced Firearms Proficiency, Archaic Weapons 
Proficiency, Armor Proficiency (light), Armor 
Proficiency (medium), Armor Proficiency (heavy), 
Brawl, Burst Fire, Cleave, Combat Reflexes, 
Demolition Expert, Exotic Firearms Proficiency, 
Exotic Melee Weapon Proficiency, Far Shot, Great 
Cleave, Heave Ho!, HtH Evade, HtH Fighting, Im-
proved Brawl, Improved Grapple, Improved 
Knockout Punch, Knockout Punch, and Power 
Attack. 

 

Bonus Feats 
At 3rd, 6th, and 9th level, the Soldier gets a bonus feat.  The 
bonus feat must be selected from the feats presented here, 
and the Soldier must meet all the prerequisites of the feat to 
select it. 

Tactical Aid 
As a full-round action, the Soldier provides tactical aid to all 
of his allies (including himself) within sight and voice range 
of his position. This use of Tactical Aid requires an action 
point. 

This aid provides a +1 competence bonus on attack rolls. The bonus lasts for the number of rounds equal to 
one-half of the Soldier’s advanced class level, rounded down. 

Improved Critical 
At 4th level, the weapon the Soldier applied Weapon Specialization at 2nd level increases its critical threat 
range by one.  

Improved Reaction 
At 7th level, a Soldier gains a +2 competence bonus on initiative checks. 

Greater Weapon Specialization 
At 8th level, a Soldier gains Greater Weapon Specialization with the weapon he selected at 2nd level.  This 
ability increases the bonus on damage rolls to +4 when using the selected weapon. 

Critical Strike 
At 10th level, a Soldier can spend a Karma Point to automatically confirm a threat as a critical hit when 
attacking with the weapon he has applied weapon specialization to at 2nd level, eliminating the need to make 
a roll to confirm the critical hit. 

Steel Disciple  
Initiate 
The Steel Disciples is the one of the United 
States Government splinted-cell 
organizations that plans to restore order 
to the Wasteland by amassing a great 
army.  With their technology and military 

background, they have the discipline to do 
just that.  The Disciples do not recruit lightly, 

however.  It is a lifetime commitment, and the 
initiate must show a great deal of combat 

prowess and pass an initiation quest.  The rank of 
Initiate is merely the first step into full membership 

within the Steel Disciples. 

This advanced class is the prerequisite to advance to a Scribe or 
Knight in the Steel Disciples. 

Requirements 
To qualify for membership in the Steel Disciples, potential 
initiates must meet the following requirements: 

Base Attack Bonus: +1 



Survivor’s Guide v1.5 

 

271 

Quest: Potential recruits are given a mission to fulfill before they are extended the final invitation into the 
Disciples.  This often involves retrieving some piece of technology in which the Disciples is interested; it can 
also involve information or military intelligence about an enemy of the Disciples.  The initiation quest is 
designed to be difficult and to test a potential recruit’s dedication. 

Class Information 
The following information pertains to the Steel Disciples Initiate Advanced Class. 

Hit Die 
The Disciple Initiate gains 1d10 hit points per level plus the character’s Constitution modifier. 

Karma Points 
The Disciple Initiate receives 3 Karma Points plus his Disciple level plus ½ of any other non-Disciple 
character levels upon attaining a new level.  This replaces the initial ruling of 3 Karma Points + ½ character 
level.          

Class Skills 
The Steel Disciples Initiates class skills are: Computer Use, Demolitions, Disable Device, Drive, Knowledge 
(History), Repair, Research, Spot, Survival, Treat Injury. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features  
The following features pertain to the 
Steel Disciples Initiate Advanced 
Class. 

Basic Training 
At 1st level, a Steel Disciple Initiate 
gains the Weapon Focus feat for a 
specific weapon of choice in which 
the Initiate is proficient. 

Initiate 
At 2nd level, an Initiate gains access to the Disciples vast weapon resources.  Initiates are not trusted with the 
most important weapons, but may choose a single personal firearm or melee weapon from the Disciples 
armory.  This includes any weapon that falls under the Personal Firearm Proficiency or the Archaic Weapon 
Proficiency that has a scarcity rating of common, uncommon, or infrequent qualifies.  The Initiate receives the 
weapon of his choice, and should the weapon break or be lost, a replacement will be supplied.  The Initiate 
also receives sufficient ammunition for his weapon (usually 5 reloads) and may replenish the supply from a 
Disciple depot when said supply runs out. 

Senior Initiate 
At 3rd level, the Initiate is trained to defend himself in the art of hand to hand melee fighting and gains one of 
the following Feats as a result: Brawl, Defensive Martial Arts, Dodge, Power Attack, Weapon Finesse, or 
Weapon Focus.  

Advanced Training 
At 4th level, the Initiate begins to go through advanced Disciple military training.  He gains one of the 
following as a bonus feat: Exotic Firearm (energy), Exotic Firearm (heavy weapons), or Exotic Weapon (any).  

Initiation to BOS 
At 5th level, the Initiate’s membership in the Disciples is complete.  The Initiate gains access to other Disciple 
advanced classes as he progresses, and must declare whether he wishes to become a Scribe or a Knight.  The 
Initiate gains a suit of combat armor and can upgrade his weapon from the Initiate level scarcity to include 
rare category of weaponry.  If a rare scarcity weapon is lost, however, it will not be replaced. 

Disciples  of Steel Initiate 

Level BAB  Fort Ref Will Defense 
Bonus 

Special 

1 +1 +1 +0 +1 +1 Basic Training 

2 +2 +2 +0 +2 +2 Initiate 

3 +3 +2 +1 +2 +2 Senior Initiate 

4 +4 +2 +1 +2 +3 Advanced Training 

5 +5 +3 +1 +3 +3 Initiation to BOS 



Advanced Classes 
 

 

272 

Steel Disciple Knight 
The Steel Disciple Knight is the enforcer of the Disciples.  These knights are trained hard to combat threats, 
like Trans-Genetic Mutants, and to gather lost technology from the Wasteland to further their goals in 
restoring humanity to a pre-war state—under their direct supervision, of course.     

Requirements 
To qualify for the Steel Disciple Knight, a character must meet the following requirements: 

Advanced Class: Steel Disciple Initiate – Level 5. 

Class Information 
The following information pertains to the Steel Disciple Knight Advanced Class. 

Hit Die 
The Disciple Knight gains 1d10 hit points per level plus the character’s Constitution modifier. 

Karma Points 
The Disciple Knight receives 3 Karma Points plus his Disciple level plus ½ of any other non-Disciple character 
levels upon attaining a new level.  This replaces the initial ruling of 3 Karma Points + ½ character level.          

Class Skills 
The Steel Disciple Knight class skills are: Climb, Diplomacy, Gather Information, Jump, Intimidate, Knowledge 
(civics and tactics), Listen, Move Silently, Navigate, Search, and Swim. 

Skill Points at Each Level: 2 + Int modifier. 

Class Features  
The following features 
pertain to the Steel Disciple 
Knight Advanced Class. 

Favored Enemy 
Beginning at 1st level, a 
Knight may choose a 
particular organization or 
type of creature as a sworn 
enemy on the chart.  The Knight receives +1 to 
attack rolls against his Favored Enemy, or a 
member of an Enemy organization (provided the 
Knight knows he’s dealing with an Enemy).  
Additionally, the Knight gains a +2 bonus on Bluff, 
Listen, Sense Motive, Spot, and Survival checks 
when using these skills against creatures of this 
type.  At 3rd and 5th level the Knight gains an 
additional enemy from which to choose.  The knight 
may choose the same enemy to stack the attack and 
skill bonuses.    

Knight 
At 1st level, the Knight has been initiated into the Steel Disciples, and has taken an oath to further the 
Disciple’s goals to restore the Wasteland to order and bring a new golden age to humanity.  The Knight is 
expected to follow all orders given by a superior officer (Paladins and Generals) and to take initiative to 
further SD goals during off time.  Failure to follow an order, or sabotage the goals of the Disciples, results in 
the character being: stripped of all equipment, locked in the brig for 10 years, and then released into the 
Wasteland.  

Steel Disciple Knight 

Level BAB  Fort Ref Will Defense 
Bonus 

Special 

1 +1 +1 +1 +0 +1 Favored Enemy, Knight 

2 +2 +2 +2 +0 +1 Awareness, Energy Weapon 

3 +3 +2 +2 +1 +1 Favored Enemy, Power Armor 

4 +4 +2 +2 +1 +2 Tactical Master 

5 +5 +3 +3 +1 +2 Bolster Troops, Favored Enemy  

Steel Disciple Knight Favored Enemy  
Organization Creature 
Beastmasters Ghūls 
Children of the Apocalypse Humans 1 
Crime Syndicate (any one crime 
family or wasteland town) 

Trans-Genetic 
Mutants 

NEMO  
 Raiders 

San Francisco (Chi Rebels) 
Slavers 
1 SD knights cannot choose humans as their favored enemy; they must pick a 
human organization instead. 
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Awareness 
At 2nd level, the Knight gains Awareness as a bonus feat, even if he fails to meet 
the prerequisites.  If the Knight already has this feat, then it counts as the second 
(or third) level progression of the feat, as described in the Awareness 
Description. 

Energy Weapon 
At 2nd level, the Knight gains the Exotic Firearm (energy) as a bonus feat.  If 
the Knight already has the Exotic Firearm (energy) feat from his initiate 
days, he instead gains a +1 proficiency bonus on attack rolls (the character 
must have the Exotic Firearm (energy) feat prior to this ability to benefit 
the proficiency bonus; this bonus cannot be gained later .  The 
Disciples also equips the Knight with an ElectroMac 1000 laser 
pistol.  Should this weapon be destroyed or lost the Disciples will 
not replace the firearm. 

Power Armor 
At 3rd level, the Disciple’s equips a Knight with a suit of 
SD Power Armor.  Should this Power Armor be 
destroyed or lost the Disciples will not replace the suit, 
and the character faces expulsion from the Disciples after 
a fair trial by a panel of three Steel Disciple Paladins.  If the suit is stolen, then the 
Knight faces being: stripped of all equipment, locked in the brig for 10 years, and 
then released into the Wasteland. 

Tactical Master 
At 4th level, the Knight has fielded enough hours to understand terrain and its 
effect in combat.  When using cover during combat the Knight gains an additional 
cover bonus of +1 to existing cover (includes reflex save from cover).   

Bolster Troops 
At 5th level, the Knight’s presence raises his troops’ morale.  All of the Knight’s 
fellow Steel Disciple soldiers and allies within 60 feet of the Knight gain a +1 
tactical bonus to attack rolls and +1 morale bonus to fear-based Will saving 
throws.  If the Knight spends a full-round action before combat speaking with his 
troops and allies, the bonuses increase by +1 (for a total +2 bonus) for the 
duration of the combat.  

Steel Disciple Scribe 

The Steel Disciple Scribe is the brain of the Steel Disciple 
organization.  While Steel Disciple Knights enforce the ethics of the Disciples and gather new and lost 
technology, it is the Scribe that researches what the Knight finds and reports.  A Scribe’s job in the Disciples is 
to learn the weaknesses of their enemies through study and experimentation; and, to research found 
technology to further scientific advancements for the Disciples.  

Requirements 
To qualify for membership in the Steel Disciples Scribe, a character must meet the following requirements: 

Advanced Class: Steel Disciple Initiate– Level 5. 

Class Information 
The following information pertains to the Steel Disciple Scribe Advanced Class. 

Hit Die 
The Disciple Scribe gains 1d6 hit points per level plus the character’s Constitution modifier. 
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Steel Disciple Scribe Bonus Feats 
Attentive, Awareness, Builder, Cautious, 
Comprehension, Educated, Gearhead, 
Meticulous, or Quick Pockets. 

 

Karma Points 
The Disciple Scribe receives 3 Karma Points plus his Disciple level plus ½ 

of any other non-Disciple character levels upon attaining a new level.  
This replaces the initial ruling of 3 Karma Points + ½ character level.          

Class Skills 
The Steel Disciple Scribe class skills are: Craft (any), 

Decipher Script, Forgery, Gather Information, 
Investigate, Knowledge (civics, geography, science, 

technology, and theology and philosophy), Research, 
and Sense Motive.  

Skill Points at Each Level: 6 + INT modifier. 

Class Features  
The following features pertain to the Steel Disciples Scribe 

Advanced Class.  

Research 
At 1st level, a Disciple Scribe gains Studious as a bonus feat.  

Additionally, when researching in a Disciple facility, the time it takes 
to research a known topic (such as a Disciple Knight’s Favored Enemy), 

the time required is reduced from 1d4 hours to 1d2 hours.   

Skill Mastery 
At 1st level, a Scribe selects a number of skills from his or her class list 
equal to 3 + his or her Intelligence modifier.  When making a skill check 
using one of these skills, the Scribe may take 10 even if stress and 
distractions would normally prevent him or her from so doing. 

Bonus Feat 
At 2nd and 4th levels, a Scribe can 
choose a bonus feat from the feats 
presented here, and the Scribe must 
meet all the prerequisites of the feat 
to select it. 

Energy Weapon 
At 2nd level, the Scribe gains the Exotic Firearm (energy) as a bonus 

feat.  If the Scribe already has the Exotic Firearm (energy) feat from his initiate days, he instead gains a +1 
proficiency bonus on attack rolls (the character must have the Exotic Firearm (energy) feat prior to this 
ability to benefit from the proficiency bonus; this bonus cannot be gained later .  The Disciples also equips the 
Scribe with a Mega-Watz 500 laser pistol.  Should this weapon be destroyed or lost the Disciples will not 
replace the firearm. 

Technology Master 
At 3rd level, a Scribe has mastered technology.  He gains a +2 proficiency bonus to Craft (technology), and 
Knowledge (technology) skill checks.  The Scribe also gains a +2 proficiency bonus to Disable Device and 
Repairs skill checks made on technical devices.  The Scribe also gains the blueprints and schematics to build 
Energy Firearms (Pistols and Rifles) and Power Armor.  

  

Steel Disciples Scribe 

Level BAB Fort Ref Will 
Defense  
Bonus Special 

1 +0 +0 +1 +1 +1 Research, Skill Mastery 

2 +1 +0 +2 +2 +2 Bonus Feat, Energy Weapon 

3 +1 +1 +2 +2 +2 Technology Master 

4 +2 +1 +2 +2 +3 Bonus Feat, Power Armor 

5 +2 +1 +3 +3 +3 The Collective 
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Power Armor 
At 4th level, the Disciples equip a Scribe that goes out into the field with a suit of Disciple Power Armor.  
Should this Power Armor be destroyed or lost the Disciples will not replace the suit, and the character faces 
expulsion from the Disciples after a fair trial by a panel of three Steel Disciple Paladins.  If the suit is stolen, 
then the Scribe faces being: stripped of all equipment, locked in the brig for 10 years, and then released into 
the Wasteland. 

The Collective 
At 5th level, the Scribe gains access to the Disciples collective library.  The Scribe gains a +10 bonus to all 
Knowledge (engineering, history, geography, medicine, nature, science, technology, and theology and 
philosophy) and Research skill checks when consulting the collective. 

Street Warrior 
Warriors, come out to play.  A Street Warrior is an urban fighter usually belonging to a criminal organization, 
street gang, or protectorate.    

Requirements 
To qualify to become a Street Warrior, a character must fulfill the following criteria: 

Background: City Slicker, Cultist, Gangster, Urban Survivor, or 
Special. 

Base Attack Bonus: +3 

Skills: Knowledge (street or underworld) 6 ranks. 

Feats: Street Fighting, Brawl. 

Special: Before taking the Street Warrior Advanced 
Class, the Street Warrior must have an allegiance of 
some from with an urban area or group.  This could 
include a particular cult, gang, or organization that 
would be suitable for an urban-oriented character. 

Class Information 
The following information pertains to the Street Warrior 
Advanced Class. 

Hit Die 
Street Warriors gain 1d10 hit points per level.  The 
character’s Constitution modifier applies. 

Karma Points 
A Street Warrior receives 3 Karma Points plus ½ of his 
character level (round down) upon attaining a new level 
in this class. 

Class Skills 
The Street Warrior’s class skills are as follows: Bluff, 
Diplomacy, Disable Device, Drive, Gamble, Gather 
Information, Hide, Intimidate, Investigate, Jump, 

Knowledge (street and tactics), Move Silently, 
Profession, Sense Motive, Spot, and Survival. 

Skill Points at Each Level: 2 + Intelligence 
modifier.  
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Street Warrior Bonus Feats 
Advanced Firearms Proficiency, Armor 
Proficiency (Light), Combat Throw, Defensive 
Martial Arts, Elusive Target, Fleet of Foot, 
Gambler, HtH Fighter, Improved Brawl, 
Improved Combat Throw, Improved Feint, 
Improved Knockout Punch, Knockout Punch, 
Personal Firearms Proficiency, Thief, Weapon 
Focus, and Unbalance Opponent. 

Class Features 
The following features pertain to the 
Street Warrior Advanced Class. 

Urban Survival 
At 1st level, the Street Warrior gains 
a +4 competence bonus on Survival 
checks in urban areas, that includes 
the ability to follow tracks, hunt feral 
animals, find (or lose) individuals in 
urban the maze, find safe places to 
crash, and avoid hazards peculiar to 
a city environment. 

Improvised Weapons 
At 2nd level, the Street Warrior becomes an expert at using Improvised Weapons. The Street Warrior does 
not take a –4 penalty on attack rolls when wielding an improvised weapon. 

Bonus Feats 
At 3rd, 6th, and 9th level, the Street Warrior gets a bonus feat.  
The bonus feat must be selected from the feats presented here, 
and the Street Warrior must meet all the prerequisites of the feat 
to select it. 

Street Cred 
At 4th level, the Street Warrior adds his Reputation bonus to 
Charisma skill checks in his home location, or in situations 
involving others of his chosen allegiance(s). These skills include 
Bluff, Diplomacy, Gather Information, and Intimidate. 

Improved Street Fighting 
The extra damage provided by the Street Fighting feat increases to 1d4+2. 

Weapon Specialization 
At 7th level, the Street Warrior gains weapon specialization with a specific melee weapon (including unarmed 
strike).  The weapon must be one in which the Street Warrior has a Weapon Focus feat.  He gets a +2 bonus on 
all damage rolls with the chosen weapon.  Should the Street Warrior not have a Weapon Focus, he does not 
get this ability until such a time that he gains Weapon Focus. 

Improvised Weapon Damage 
At 8th level, the Street Warrior’s attacks with improvised weapons deal more damage.  He treats an 

improvised weapon as one size category larger than it is for the 
purpose of determining the damage it deals. 

Advanced Street Fighting 
The extra damage provided by the Street Fighting feat 

increases to 1d4+4. 

  

The Street Warrior 
Level BAB Fort Ref Will Defense 

Bonus 
Special 

1st +1 +2 +0 +0 +1 Urban survival 
2nd +2 +3 +0 +0 +2 Improvised Weapons 
3rd +3 +3 +1 +1 +2 Bonus feat 
4th +4 +4 +1 +1 +3 Street Cred 
5th +5 +4 +1 +1 +3 Improved Street Fighting 
6th +6 +5 +2 +2 +3 Bonus feat 
7th +7 +5 +2 +2 +4 Weapon specialization 
8th +8 +6 +2 +2 +4 Improvised weapon damage 
9th +9 +6 +3 +3 +5 Bonus feat 
10th +10 +7 +3 +3 +5 Advanced  Street Fighting 
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Swindler 
A Swindler is a master of luck and tricky.  It is said that 
a sucker is born every minute, and you don’t have any 
problems finding suckers to pull a scam on.  

Requirements 
To qualify to become a Swindler, a character 
must fulfill the following criteria: 

Skills: Bluff 6 ranks, Disguise 4 ranks, Gamble 
6 ranks. 

Talents: Any two of the following talents: 
Charm, Coordinate, Fast-Talk. 

Class Information 
The following information pertains to the 
Swindler Advanced Class. 

Hit Die 
The Swindler gains 1d6 hit points per level. The character’s 
Constitution modifier applies. 

Karma Points 
A Swindler receives 3 Karma Points plus ½ of his 
character level (round down) upon attaining a new level 
in this class. 

Class Skills 
The Swindler’s class skills are as follows: 
Barter, Bluff, Diplomacy, Disguise, Escape 
Artist, Forgery, Gamble, Gather 
Information, Knowledge (civics, street, 
underworld, and theology and 
philosophy), Perform (Cha), Research, Sense Motive, 
Sleight of Hand, and Tumble. 

Skill Points at Each Level: 5 + Int modifier 

Class Features 
The following class features pertain to 
the Swindler Advanced Class. 

Cheat Fate 
Fortune favors the Swindler.  Once per 
day, he may re-roll one roll that he has 
just made before the success or failure 
of the result is announced.  The 
Swindler must take the result of the re-
roll, even if it is worse than the original 
roll. 

Thousand Faces 
A Swindler’s ability to manipulate probability makes him unpopular in certain circles, increasing the need for 
a ready number of disguises.  At 2nd level, the Swindler becomes a master of the quick disguise.  He can don a 
convincing disguise in one-tenth the normal time (1d4 minutes). 

The Swindler 
Level BAB Fort Ref Will Defense 

Bonus 
Special 

1st +0 +0 +1 +2 +0 Cheat fate 
2nd +1 +0 +2 +3 +1 Thousand faces 
3rd +2 +1 +2 +3 +1 Bonus feat 
4th +3 +1 +2 +4 +1 Fortune’s favor (+2) 
5th +3 +1 +3 +4 +2 Warp probability (30 ft.) 
6th +4 +2 +3 +5 +2 Bonus feat 
7th +5 +2 +4 +5 +2 Fortune’s favor (+4) 
8th +6 +2 +4 +6 +3 Warp probability (60 ft.) 
9th +6 +3 +4 +6 +3 Bonus feat 
10th +7 +3 +5 +7 +3 Fortune’s favor (+6) 
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Swindler Bonus Feats 
Blind-Fight, Better Critical, Comprehension, 
Confident, Deceptive, Educated, Elusive 
Target, Gambler, Harmless, Karma Beacon, 
Low Profile, More Critical, Negotiator, Nimble, 
Pickpocket, Renown, Thief, and Trustworthy 

Bonus Feats 
At 3rd, 6th, and 9th level, the Swindler gets a bonus feat.  The 
bonus feat must be selected from the feats presented here, and 
the Swindler must meet all the prerequisites of the feat to 
select it. 

Fortune’s Favor 
Starting at 4th level, the Swindler learns to subtly manipulate 
the fortunes of his adversaries, making him harder to strike in combat.  He can spend a Karma Point to gain a 
+2 luck bonus to Defense against all attacks for the number of rounds equal to his Swindler’s advanced class 
levels. The Swindler must use this ability on his turn; and, uses this ability instead of Dodge on his turn.  The 
luck bonus to Defense increases to +4 at 7th level and +6 at 10th level. 

Warp Probability 
At 5th level, the Swindler can affect another creature’s attack roll, skill check, ability check, level check, or 
saving throw.  As a free action during another creature’s turn, the Swindler can spend a Karma Point to alter 
the target’s d20 roll result.  The Swindler must be within 30 feet of the target, must be able to see the target, 
and must declare that he is spending the Karma Point before the result of the target’s roll is revealed.  The 
Swindler’s Karma Point die result counts either as a bonus or penalty to the target’s roll, at the Swindler’s 
discretion.  At 8th level, the range of this ability increases to 60 feet. 

Thrasher 
The Thrasher is the barbarian of the Wastelands, relying on the 
“Might Make Right” belief to walk through life.  

Requirements 
To qualify to become a Thrasher, a character must fulfill the 
following criteria: 

Base Attack Bonus: +2. 

Skills: Concentration 6 ranks, Survival 6 ranks. 

Feats: Athletic or Endurance. 

Class Information 
The following information pertains to the Thrasher 
Advanced Class. 

Hit Die 
Thrashers gain 1d12 hit 
points per level. The 
character’s Constitution 
modifier applies. 

Karma Points 
A Thrasher receives 
3 Karma Points plus 
½ of his character 
level (round down) 
upon attaining a 
new level in this 
class. 
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Thrasher Bonus Feats 
Adrenaline Rush, Alertness, Blind-Fight, Brawl, 
Bracing, Cleave, Combat Expertise, Combat 
Reflexes, Far Shot, Focused, Great Cleave, Heave 
Ho!, HtH Fighter, Improved Brawl, Improved 
Knockout Punch, Improved Trip, Knockout Punch, 
Power Attack, Presence, Strong Back, and 
Stonewall. 

 

Class Skills 
The Thrasher’s class skills are as follows: Balance, Climb, Concentration, Drive, Profession, Ride, Spot, Swim, 
Survival, and Tumble. 

Skill Points at Each Level: 1 + Intelligence modifier. 

Class Features 
The following features pertain to the Thrasher Advanced Class. 

Tough Defense 
Using his Constitution instead of his Dexterity, the Thrasher applies his Constitution bonus to his Defense 
instead of his Dexterity bonus.  Any situation that would deny the Thrasher his Dexterity bonus to Defense 
denies the Constitution bonus.  

Ability Surge 
At 2nd, 5th, and 8th level, the Thrasher 
can temporarily increase his Strength 
and Dexterity, but at a penalty to saving 
throws.  The Thrasher gains a +4 
morale bonus to both Strength and 
Dexterity, but takes a –2 penalty on all 
saving throws.  Activating ability surge 
is a free action, and the surge lasts for 
as many rounds as the character has 
Thrasher levels.  Following an ability 
surge, the Thrasher is fatigued (–2 to 
Strength and Dexterity) for as many 
rounds as he surged, but may negate this penalty as a free action by spending an action point. 

The Thrasher may use the ability surge once per day at 2nd level, twice per day at 5th level, and three times 
per day at 8th level. 

Bonus Feats 
At 3rd, 6th, and 9th level, the Thrasher gets a bonus feat.  The 
bonus feat must be selected from the feats presented here, 
and the Thrasher must meet all the prerequisites of the feat to 
select it. 

Uncanny Dodge X 
The Thrasher gains the talent Uncanny Dodge, or increases 
the potency of this talent to Uncanny Dodge 2.  If the Thrasher 

already has Uncanny Dodge 2, then he gains no further benefit from 
this ability. 

Damage Reduction 
Starting at 7th level, the Thrasher gains the ability to shrug off some amount of injury from each 
attack.  The Thrasher gains damage reduction PDR 3, which stack with the damage reduction 
talents or any other class ability that grants PDR.  At 10th level, this damage reduction increases 
to PDR 5.  

  

The Thrasher 

Level BAB Fort Ref Will 
Defense 
Bonus Special 

1st +1 +2 +1 +0 +0 Tough Defense 
2nd +2 +3 +2 +0 +1 Ability surge 1/day 
3rd +3 +3 +2 +1 +1 Bonus feat 
4th +3 +4 +2 +1 +1 Uncanny dodge X 
5th +4 +4 +3 +1 +2 Ability surge 2/day 
6th +5 +5 +3 +2 +2 Bonus feat 
7th +6 +5 +3 +2 +2 Damage reduction 5/+1 
8th +6 +6 +4 +2 +3 Ability surge 3/day 
9th +7 +6 +4 +3 +3 Bonus feat 
10th +8 +7 +5 +3 +3 Damage reduction 10/+1 
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Tribal Shaman 
A Shaman is the leader in tribal society.  Although a Shaman may not “rule” like a raider king or an elected 
official, he or she is certainly the most respected member of the tribe.  He or she acts as an advisor of sorts to 
those who rule in name, often being called upon to make the most difficult decisions.  Shamans are both 
intelligent and spiritual, recognizing the need for religious tradition even if they do not necessarily believe it 
themselves. 
 

Requirements 
To qualify to become a Tribal Shaman, a character must meet the following requirements: 

Ability Score: Intelligence and Wisdom 13+ 

Base Attack Bonus: +3 

Background: Tribal  

Skills: Diplomacy 6 ranks and Knowledge (theology and philosophy) 6 ranks 

Feats: Presence, Trustworthy. 

Class Information 
The following information pertains to the Shaman Advanced Class. 

Hit Die 
The Tribal Shaman gains 1d8 hit points per level plus the character’s Constitution modifier. 

Karma Points 
A Tribal Shaman receives 3 Karma Points plus ½ of his character level (round down) upon attaining a new 
level in this class. 

Class Skills 
A Shaman’s class skills are: Bluff, Craft (chemical), Decipher Script, Diplomacy, Handle Animal, Intimidate, 
Knowledge (nature and theology and philosophy), Listen, Perform (dance and music), and Sense Motive. 

Skill Points at Each Level: 6 + Int modifier.  

Class Features 
The following 
features pertain to the 
Tribal Shaman 
Advanced Class. 

Mediation 
At 1st level, the Tribal 
Shaman learns the 
ancient ways of meditation.  Meditation involves the use of an addictive chemical (drug) and allows the 
Shaman to see visions to help guide his way and that of whom he protects.  A shaman must use a chemical and 
spend a minimum of one hour in solitude in order to gain a vision; some abilities take more time and are 
described in the ability below.  The Shaman does not gain the benefits or a penalty of the addictive drug used 
to gain the vision, but does have the addiction chance and penalties therein.    

Voice of the Ancestors 
At 1st level, the Tribal Shaman can call for spiritual guidance.  This ability spoken through chants has a 
calming and focusing effect on the Shaman’s companions.  All friendly characters within hearing distance 
receive a +1 inspiration bonus to skill checks and fear-based Will saving throws.  This ability lasts as long as 
the Shaman chants and for 3 rounds after he stops. 

Strength of the Ancestors 

Tribal Shaman 
Level BAB Bonus Fort Ref Will Defense  

Bonus 
Special 

1 +0 +0  +0  +2 +0 Mediation, Voice of the Ancestors 
2 +1 +1 +1 +3 +0 Bonus Feat, Strength of the Ancestors 
3 +1 +1 +1 +3 +1 Brew Tribal Remedies 
4 +2 +1 +1 +4 +1 Bonus Feat, Blood of the Ancestors 
5 +2 +2 +2 +4 +1 Vision of the Ancestors 
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Tribal Shaman Bonus Feats 
Alertness, Animal Affinity, Comprehension, 
Deceptive, Educated, Endurance, Great Fortitude, 
Iron Will, Lightning Reflexes, Negotiator, Rad 
Child, or Toughness. 

At 2nd level, the Tribal Shaman can call upon his ancestral faith to bolster his body and mind.  The Shaman 
gains a +2 faith bonus to STR, CON, and WIS after praying to his ancestors for one full-round action.  This 
bonus lasts the number of rounds equal to the Shaman’s level +1.  The Shaman may use this ability only the 
number of times per day equal to his Tribal Shaman levels.  Additionally the Shaman can expend a Karma 
Point and boost the faith bonus to a +4 instead of +2 to STR, CON, and WIS.   

Bonus Feat 
At levels 2nd and 4th levels, a Shaman may choose a bonus 
feat from the following list to the right.  The Shaman must 
still meet the requirements of the bonus feat in order to gain 
its benefits. 

Brew Tribal Remedies 
At 3rd level, a Tribal Shaman receives a vision from the ancestors during a meditation period showing him the 
chemicals of the earth and how to mix them together to make Tribal Remedies.  The Shaman learns how to 
brew the Tribal chemical (drugs) of Antidote, Healing Powder, and Voodoo.  The craft DC listed for these 

chemicals are reduced by 5 for the Shaman.  The Shaman must still gather the 
material in order to brew the remedies.  These Tribal Remedies are by far 

not the only remedies throughout the Wasteland; the Shaman may gain 
future visions through meditation for additional 
remedies as the Overseer sees fit to allow in his 
campaign.   

Blood of the Ancestors 
At 4th level, the Shaman can call spiritual forces to 

bolster the tribe’s warriors in battle.  This ability 
gives a number of creatures or characters equal 
to the Shaman’s level gain 2d6 temporary hit 

points for one hour.  Using this ability requires 
mediation and affects a number of chosen targets 

within the level limit that the Shaman touches.  The 
Shaman cannot benefit from this ability and the effects do 

not stack with other abilities or items that provide 
temporary hit points. 

Visions of the Ancestors 
At 5th level, the Tribal Shaman can enter into a meditative 

state that grants him visions of future events.  The visions 
granted by this ability give the shaman a brief look into the 

future and grants him a +1 insight (paranoia) bonus to Defense 
and Reflex saves for the number of hours equal to the character’s 

Tribal Shaman level plus Wisdom modifier.  The visions that the 
Shaman receives may not be of good or ill tidings, however, they 

may not be anything at all.  The Shaman has a chance of losing a 
Karma Point when using this ability if he has a foreboding vision.  

The chance of loss is 1 in 20 on a d20 roll.  This ability may only be 
used once every 24-hours.  

  



Advanced Classes 
 

 

282 

Tribal Warrior 
Tribal society is based largely on the idea that all members of the tribe must be able to do everything, 
otherwise the tribe will not survive.  While Tribals know how to defend the tribe against threats, Tribal 
Warriors are members who are full-time protectors, and are among the greatest– and most vicious –warriors 
in the Wastes. 

Requirements 
To qualify to become a Tribal Warrior, a character must meet the following requirements: 

Base Attack Bonus: +1 

Skills: Survival 4 ranks 

Feats: Power Attack, Weapon Focus (archaic weapon).  

Class Information 
The following information pertains to the Tribal Warrior Advanced Class. 

Hit Die 
The Tribal Warrior gains 1d10 hit points per level plus the character’s Constitution modifier. 

Karma Points 
A Tribal Warrior receives 3 Karma Points plus ½ of his character level (round down) upon attaining a new 
level in this class. 

Class Skills 
Tribal Warriors class skills are: Balance, Climb, Handle Animal, Jump, Knowledge (geography and nature), 
Survival, Spot, Swim, and Tumble. 

Skill Points at Each Level: 3 + Int modifier. 

Class Features 
The following features pertain to the 
Tribal Warrior Advanced Class.  

Desert Survival 
At 1st level, a Tribal Warrior gains the 
ability to survive in the desert for long 
periods of time, mostly due to hours and 
days spent training in extreme conditions.  
The character gains Endurance as a bonus 
feat and can survive long periods in 
extreme heat conditions without food and 
water longer than the normal Wasteland 
survivor.   

The Tribal Warrior environmental 
hazards change as described in Chapter 5 
to the following:  

When in the desert climate the warrior can survive one hour of prolonged heat exposure before having to 
make a Fortitude save vs. heat exhaustion, and then only having to make additional saves every one-half hour 
afterwards.  The Warrior can go without water for 3 days plus the number of hours equal to his Constitution 
modifier before needing to succeed a Constitution check to avoid dehydration.  Lastly, the Warrior can go 
without food for five days plus his Constitution modifier before needing to succeed a Constitution check to 
avoid starvation.   

  

Tribal Warrior 
Level BAB  Fort Ref Will Defense  Special 

1 +0 +1 +1 +0 +0 Desert Survival  

2 +1 +2 +2 +1 +0 Tribal Weapon Master 

3 +2 +2 +2 +1 +1 Bonus Feat  

4 +3 +2 +2 +1 +1 Better Criticals  

5 +3 +3 +3 +2 +1 Ancestral Frenzy  

6 +4 +3 +3 +2 +2 Bonus Feat 

7 +5 +4 +4 +2 +2 Wasteland Resistance 

8 +6 +4 +4 +2 +2 More Criticals  

9 +6 +4 +4 +3 +3 Bonus Feat  

10 +7 +5 +5 +3 +3 Ancestral Frenzy x2 
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Tribal Warrior Bonus Feats 
Acrobatic, Animal Affinity, Armor Proficiency, 
Awareness, Combat Expertise, Combat 
Reflexes, Dodge, Agile Riposte, Mobility, 
Spring Attack, Endurance, Frightful Presence, 
Heroic Surge, Improved Initiative, Lightning 
Reflexes, Power Attack, Cleave, Great Cleave, 
Improved Bull Rush, Sunder, Quick Draw, Rad 
Resistance, Run, Track, Weapon Finesse, 
Weapon Focus. 

Tribal Weapon Master 
At 2nd level, a Tribal Warrior becomes a master of tribal weapons.  When using one of the following archaic 
melee or ranged weapons, the Warrior gains a +1 mastery bonus to attack rolls:  

Melee Weapons: Club, Knife, Pipe, Unarmed, and Spear. 
Ranged Weapons: Javelin, Rock, Short Bow, and Spear. 

Bonus Feat 
At 3rd, 6th, and 9th level, a Tribal Warrior may choose a bonus feat 
presented here.  All of the feat’s prerequisites must be met before 
the Tribal Warrior may choose that feat. 

Better Critical  
At 4th level, a Tribal Warrior gains the Better Critical feat, even if he 
does not meet the requirement.  This bonus feat applies only to the 
list of Tribal Weapon Master archaic melee weapons listed above, 
however. 

Ancestral Fury 
At 5th level, a Tribal Warrior can call upon the 
spirits of his ancestors to aid him in battle.  He 
enters into a combat frenzy and receives a 
temporary +4 morale bonus to STR and CON, and 
+2 to Will saves, for the number of rounds equal to 
one-half his Tribal Warrior levels plus his newly 
modified Constitution modifier.  The Warrior 
becomes fatigued for one-hour after the effects of 
the frenzy ends.  This ability can be used only once 
per day at 5th level, twice per day at 10th level.  The 
Warrior can also harness his fury by spending a 
Karma Point to gain additional uses per day. 

Wasteland Resistance 
At 7th level, a Tribal Warrior has endured the 
Wasteland elements, building up immunities.  
He gains a +4 resistance bonus to Fortitude 
saves against Poison and Radiation effects.  
Additionally, the Warrior becomes immune to 
Radiation levels of 300 RAD and less.    

More Critical  
At 8th level, a Tribal Warrior gains the More Critical 
feat, even if he does not meet the 
requirement.  This bonus feat applies 
only to the list of Tribal Weapon Master 
archaic melee weapons listed above, 
however. 
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Weaponsmaster Bonus Feats 
Advanced Two-Weapon Fighting, Awareness, 
Better Critical, Blind-Fight, Combat Expertise, 
Cleave, Combat Reflexes, Dead Aim, Exotic Melee 
Weapon Proficiency, Far Shot, Great Cleave, 
Heave Ho!, Improved Bull Rush, Improved Disarm, 
Improved Trip, Improved Two-Weapon Fighting, 
More Critical, Power Attack, Sunder, Two-Weapon 
Fighting, and Weapon Focus. 

   Weaponsmaster  
Archaic weapons are the second most popular weapon, next to the gun, in the Wasteland, but cheaper and 
easier to get.  A Weaponsmaster trains with melee and ranged archaic weapons found in the Wastes to master 
their individual strengths, styles, and techniques to unleash powerful attacks on foolish opponents that come 
within range.    

Requirements 
To qualify to become an Weaponsmaster, a character must fulfill the following criteria: 

Base Attack Bonus: +3. 

Skills: Knowledge (tactics) 4 ranks. 

Feats: Archaic Weapon Proficiency, Weapon Focus with an archaic weapon. 

Class Information 
The following information pertains to the Weaponsmaster Advanced Class. 

Hit Die 
Weaponsmasters gain 1d10 hit points per level plus the character’s Constitution modifier. 

Karma Points 
Weaponsmasters receive 3 Karma Points plus ½ of his character level (round down) upon attaining a new 
level in this class. 

Class Skills 
The Weaponsmaster’s class skills are as follows: Climb, Craft (mechanical, structural), Handle Animal, Jump, 
Knowledge (tactics, theology and philosophy), Profession, Ride, Swim, and Tumble. 

Skill Points at Each Level: 2 + Intelligence modifier. 

Class Features 
The following features pertain to the 
Weaponsmaster Advanced Class. 

Weapon Specialization 
At 1st level, the Weaponsmaster 
gains the Weapon Specialization feat 
to a single archaic weapon in which 
he is proficient and has the Weapon 
Focus feat.  He gains a +2 bonus on 
all damage rolls with the weapon.  

Improved Weapon Focus 
At 2nd level, the Weaponsmaster 
may treat any archaic weapon he wields as if he has the Weapon Focus feat for purposes of attack rolls.  This 
does not qualify the weapons as a Weapon Focus requirement for other feats, the Weaponsmaster must still 
take the Weapon Focus feat to meet other feat’s requirements.  

At 8th level, the Weaponsmaster may treat any archaic weapon he wields as if he has a second Weapon Focus 
(that stacks with the first) feat gaining a +2 to attacks. 

Bonus Feat 
At 3rd, 6th, and 9th levels, the Weaponsmaster gets a bonus 
feat.  The bonus feat must be selected from the following list, 
and the Weaponsmaster must meet all of the prerequisites 
for the feat to select it. 

The Weaponsmaster 

Level BAB Fort Ref Will 
Defense  
Bonus Special 

1st +1 +2 +0 +0 +1 Weapon specialization 
2nd +2 +3 +0 +0 +1 Improved Weapon Focus +1 
3rd +3 +3 +1 +1 +2 Bonus feat 
4th +4 +4 +1 +1 +2 Quick weapon draw 
5th +5 +4 +1 +1 +3 Expert in your field 
6th +6 +5 +2 +2 +3 Bonus feat 
7th +7 +5 +2 +2 +4 Weapon stun 
8th +8 +6 +2 +2 +4 Improved Weapon Focus +2 
9th +9 +6 +3 +3 +5 Bonus feat 
10th +10 +7 +3 +3 +5 Increased weapon critical 
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Quick Weapon Draw 
At 4th level, the Weaponsmaster gains the ability to draw her weapon as a free action.  This applies only to 
the weapons for which the Weaponsmaster has Weapon Specialization. 

Expert In Your Field 
At 5th level, the Weaponsmaster is considered to be a master of his particular weapon, whether this is as a 
scholar with a detailed knowledge of the weapon’s history, or as a practitioner, such as a professional archer. 
Starting with 5th level, the Weaponsmaster gains a circumstance bonus equal to ½ his Weaponsmaster levels 
on skill checks that are directly involved with his knowledge and proficiency with the weapon.  Such skills 
would include applicable Knowledge skills, as well as such social skills as Intimidate and Bluff. 

Weapon Stun 
At 7th level, the Weaponsmaster can use his weapon to deal non-lethal 

damage, without taking the –4 penalty on attack rolls.  The 
Weaponsmaster must have Weapon Specialization in the 
weapon to use it in this fashion. 

Increased Weapon Critical 
The Weaponsmaster increases his threat range by one when 
using an archaic weapon in which he has Weapons 

Specialization.  A weapon that would threaten a critical on 20 
would now do so on a 19 or 20, and one which threatens 

on a 19 or 20 would now do so on an 18 to 20.  This 
ability works with other abilities that increase threat 
ranges.  

 

 















Custom Class 
 

 

292 

Appendix A:  
Optional Character Class (Custom) 
Rather than offering several classes that reflect the possible roles that characters can adopt, Exodus players 
use a fully customizable system to generate the characters’ base attributes.  As the character progresses, he or 
she may gain certain specialized training or join one of many Wasteland organizations.  These further 
specializations and affiliations are reflected in the various advanced classes, detailed in Chapter 6. 

The Customizable Class  
The customizable class allows a player to build a character in any fashion or flavor for the Exodus World.  
This is presented with the core Base Attack Bonus, Saving Throws, Defense, Hit Die, and Skill Points that are 
found in the Core Classes from the d20 Core Modern Core Rulebook. 

There are a few simple steps to determine the progression of each of the mentioned attributes. 

 First choose a BAB progression  

 Second choose a Defensive progression 

 Third choose a Hit Die per Level progression 

 Finally choose a Save bonus progression 

Now that your character base attributes progression levels are 
set, total up your Option Values and consult the Skill values table 
below to determine your base Skill Points per Level progression. 

Base Attack Bonus 
This is the character’s base attack bonus and determines the 
base number of attacks he receives at a particular level.  When a 
character gains a +6 BAB through one of the Base Attack Bonus options or an Advanced Class, he then gains a 
second attack starting at +1 (BAB +6/+1) which increases with each addition to the BAB (example BAB 
+7/+2).  At +11 BAB (+11/+6/+1) and +16 BAB (+16/+11/+6/+1) the character gains a third and fourth 

attack with the same progression. 

Defense Bonus  
This is a character’s bonus to Defense.  A character receives a 
dodge bonus based on character level that stacks with all other 
bonuses to his total Defense as noted on the Defense Option 
table.  The character’s Dexterity modifier and equipment bonus 
also applies.  
 

Hit Die 
The die type used by 
characters to determine the 
number of hit points gained 
per level.  A player rolls one 

die of the given type each time his or her character gains a new level.  The 
character’s Constitution modifier is applied to the roll.  Add the result to the character’s hit point total.  Even 
if the result is 0 or lower, the character always gains at least 1 hit point.  A 1st-level character gains maximum 
hit points rather than rolling (although the Constitution modifier is still applied). 

The character’s Constitution modifier is applied as a bonus to this amount at each level.  At 1st level characters 
receive the maximum possible hit points plus their Constitution modifier.  

Base Attack Bonus Options 

Class Level 1 2 3 
1st +0 +0 +1 
2nd +1 +1 +2 
3rd +1 +2 +3 
4th +2 +3 +4 
5th +2 +3 +5 
6th +3 +4 +6/+1 
7th +3 +5 +7/+2 
8th +4 +6/+1 +8/+3 
9th +4 +6/+1 +9/+4 
10th +5 +7/+2 +10/+5 
AKA Wimp Average Joe Hitman 

Defense Options 

Class Level 0 1 2 
1st +0 +1 +2 
2nd +1 +2 +3 
3rd +1 +2 +3 
4th +1 +3 +4 
5th +2 +3 +4 
6th +2 +3 +5 
7th +2 +4 +5 
8th +3 +4 +6 
9th +3 +5 +6 
10th +3 +5 +7 
AKA Kamikaze Average Dodger 

Hit Die per Level 

0 1 2 3 

D4 D6 D8 D10 
Sickly Weak Average Healthy 
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Saving Throws 
A character has three saving throws (Fortitude, Reflex, and Will), each with different progressions options.  
The character chooses his save options according to the chart below, with each of the three saves designated 
by him as corresponding to one of the Save columns.  Once the Save option is chosen, the character is stuck 
with the Save progression per level, even if taking levels of Advanced Classes and returning to the Custom 
Class.   

Saving Throw Options 

Level 0 1 2 (A) 2 (B) 3(A) 3(B) 
1st +0 +0 +0 +0 +0 +1 +0 +1 +1 +0 +0 +2 +0 +1 +2 +1 +1 +1 
2nd +0 +0 +1 +0 +0 +2 +0 +2 +2 +0 +0 +3 +0 +2 +3 +2 +2 +2 
3rd +1 +1 +1 +1 +1 +2 +1 +2 +2 +1 +1 +3 +1 +2 +3 +2 +2 +2 
4th +1 +1 +1 +1 +1 +2 +1 +2 +2 +1 +1 +4 +1 +2 +4 +2 +2 +2 
5th +1 +1 +2 +1 +1 +3 +1 +3 +3 +1 +1 +4 +1 +3 +4 +3 +3 +3 
6th +2 +2 +2 +2 +2 +3 +2 +3 +3 +2 +2 +5 +2 +3 +5 +3 +3 +3 
7th +2 +2 +2 +2 +2 +4 +2 +4 +4 +2 +2 +5 +2 +4 +5 +4 +4 +4 
8th +2 +2 +3 +2 +2 +4 +2 +4 +4 +2 +2 +6 +2 +4 +6 +4 +4 +4 
9th +3 +3 +3 +3 +3 +4 +3 +4 +4 +3 +3 +6 +3 +4 +6 +4 +4 +4 
10th +3 +3 +3 +3 +3 +5 +3 +5 +5 +3 +3 +7 +3 +5 +7 +5 +5 +5 
AKA Bad Average Good Good Great Great 

Example: A character taking Option 2 takes for Save 1 (Fortitude), for Save 2 (Will), and for Save 3 (Reflex).  This option 
is now fixed for the character as denoted in the choice of column pick per level. 

Skills 
Once the player chooses all of his 
options tally the total together, and 
consult the skill progression chart to 
determine the number of skill points 
the character attains.   

After the progression is determined, 
the character then chooses three 
different skills at character creation, 
called “Tag Skills”, to become additional 
class skills.  A Tag Skill allows a 
character to exceed the normal skill 
rank by +2 (skill rank limit becomes 
character level +5 instead of +3).  The 
Exodus Hero can never choose new Tag 
Skills (unless provided from a 
background or by taking the feat Tag!), 
even if the Hero changes to an 

advanced class (although advanced 
classes may confer new class skills).  Should a character chose a skill that does not have ranks, such as 
Read/Write Language or Speak Language, the character instead gains one bonus language in that field. 

A character's Background or Occupation may provide him or her with additional class skills or starting skill 
points at creation.  Skills are detailed in Chapter 2.  

In Exodus, it is possible for a character to gain no skill points at character creation or upon advancing a level if 
the character has a negative modifier to INT that put his skill points gained to or below 0.  Plainly put, the 
character is too dumb to learn and maintain the Intelligence to possess any non-physical skills.  In this case 
the character instead gains ½ skill points per level (two skill-points at first level) and can only apply the ½ 
skill point to his class skills and the following untrained skills: Climb, Intimidate, Hide, Jump, Listen, and Spot.   

Gifted applies to this rule and reduces the ½ skill point to ¼ skill points per level and 1 skill point at first 
level. 

Skill Point Progression per Level 
Option Value 1st Level Skill points  Skills points per level 1 
1 10 + INT x 4 10 + INT  
2 9 + INT x 4 9 + INT  
3 8 + INT x 4 8 + INT  
4 7 + INT x 4 7 + INT  
5 6 + INT x 4 6 + INT  
6 5 + INT x 4 5 + INT  
7 4 + INT x 4 4 + INT  
8 3 + INT x 4 3 + INT  
9 2 + INT x 4 2 + INT  
10 1 + INT x 4 1 + INT  
11 0 + INT x 4 0 + INT 
1 In Exodus, it is possible for a character to gain no skill points at character creation or upon 

advancing a level if the character has a negative modifier to INT that put his skill points gained 
below 0.   Plainly put, the character is too dumb to learn and maintain the Intelligence to 
possess any non-physical skills.  In this case the character instead gains ½ skill points per level 
(two skill-points at first level) and can only apply the ½ skill point to his class skills and the 
following untrained skills: Climb, Intimidate, Hide, Jump, Listen, and Spot.   

Gifted applies to this rule and reduces the ½ skill point to ¼ skill points per level and 1 skill 
point at first level. 
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Starting Feats 
All characters start with feats at 1st level (though they must meet the prerequisites for them). These Feats 
may be chosen from this guidebook or other Exodus sourcebooks.  Additionally all characters begin play with 
the Simple Weapons Proficiency feat in addition to any perks conferred by a Background or an Occupation. 

Class Features 
The following are class features of characters. 

Bonus Feats 
At 2nd, 4th, 6th, 8th, and 10th level characters receive a bonus feat that may be selected from this guidebook, or 
other Exodus sourcebooks. 

Talents 
At 1st, 3rd, 5th, 7th, and 9th level an Exodus character selects a talent from the talent trees detailed in Section 
6.  As long as the character meets the prerequisites for the talent, he can select freely from any and all of 
talent trees.  No talent can be selected more than once unless expressly indicated.  

Karma Points 
Karma Points are a pool of points that a character receives upon gaining a level.  The point total equals 3 plus 
½ character level (plus any other bonuses from a class feature or perk).  Each time the character advances a 
level, his Karma Point pool refreshes to maximum points total as denoted above (the points gained do not add 
to the existing total, if any, but instead replaces the pool point total).   

Karma Points provide characters with the means to affect game play in significant ways.  A character always 
has a limited amount of Karma, and while the character replenishes this supply with every new level he or 
she attains, the character must use them wisely.  A character can spend 1 karma point to do one of these 
things: 

 Alter a single d20 roll used to make an attack, a skill check, an ability check, a level check, or a saving 
throw. 

 Use a class talent or class feature during your turn for which the expenditure of 1 action point is 
required. 

When a character spends 1 Karma Point to improve a d20 roll, add 1d6 to the d20 roll to help meet or exceed 
the target number.  A character can declare the use of 1 action point to alter a d20 roll after the roll is made—
but only before the Overseer reveals the result of that roll (whether the attack or check or saving throw suc-
ceeded or failed).  A character cannot use a Karma Point on a skill check or ability check when he or she is 
taking 10 or taking 20. 

When a character spends 1 Karma Point to use a class feature, he or she gains the benefit of the feature but 
does not roll a d6.  In this case, the Karma Point is not a bonus to a d20 roll. 

A character may only spend 1 Karma Point in a round.  If a character spends a point to use a class feature, he 
or she cannot spend another one in the same round to improve a die roll, and vice versa. 

Multi-class Rebuilds 
A character can multi-class the Custom Class every level up to 10 levels of this class.  Just rebuild the custom 
class as above and record the changes for each multi-class level for the Overseer to view.  It works the same 
as the first build except keep a tracking sheet labeled Custom A, Custom B, and so forth. 
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Appendix B 
Exodus Historic 
American Vintage produced 1960 and 1970 replica vehicles from 1996 until the Exodus.  All of the replica 
vehicles were made with Detroit steel and contained state-of-the-art technology and included the addition of 
the fusion cell in 2002.  They are known for vehicles such as the Cobra Impaler and Colt Switchblade.    

Bushwhack Armaments was the leading firearm designers of the 21st century making several high 
powered weapons and experimental firearms and hand-to-hand weapons.  Bushwhack produced the 
infamous stun club (great for getting a late night date) and several models of laser and plasma weapons. 

Dynamic Motors produce vehicles from the early 1950’s until the Exodus.  Most of the vehicles produce 
used the classic land-boat body style.  Dynamic Motors was known mostly for their Roadmaster series (I–IV) 
of vehicles.   

Mr. Fusion International was the original company to produce the Fusion Cell.  The Fusion Cell, once a 
military contract, powered energy weapons, but later were converted to power household appliances and 
gadgets, power armor, and vehicles.  With the expansion of the fusion-powered items, several no-name 
companies licensed the patent of the Fusion Cell, producing a mass of Fusion Cells between 2002 and 2012. 

Rad-Tek was contracted by the United States government to educate the populous about atomic war and 

fallout.  Rad-Tek replaced the Civil Defense government sponsored program during the Cold War in the 
1960’s and produced several safety guides to surviving the fallout and life afterwards.   

In the 1980’s Rad-Tek shifted to developing several drugs to combat the effects of Radiation.  Most of these 
drugs were created for the military and was unavailable to the public until the War began in 2010.  Two of 

their most popular drugs were Rad-Blocker 2, a glow in the dark pill that blocked harmful effects of 

radiation for a short time, and Radium X, a power drink that reduces the effects of radiated person.   

RoboCore was a company based in Chicago that built small sentry robots for military and police forces for 
the United States and allied countries.  While experimenting with the cyborg limb replacement program in the 
late 1990’s, the basis for the suit of Power Armor was achieved.  With the unit perfected after several years of 
experimenting through a cyborg police program in Detroit, RoboCore began to mass produce Power Armor in 
2002. 

Later the Japanese company, Mitsunami improved the Power Armor by adding a hardened crystallized 
chemical to the exterior shell. 

Savage Arms was the premier hand-to-hand weapon maker in the late 20th century.  They made all sort of 
weapons, such as the Slugger’s Arm baseball bat, Big Pimpin brass knuckles, and Savage Viet Kong combat 
knifes.  At the turn of the century Savage Arms, began to experiment with power weapons, and created the 
Bitchslap Power Fist and Cutter Plasma Knife. 

Vector Junction produced several Plasma-based firearms in the late 2000’s for the US military.  They also 
created several other military armaments based on Mr. Fusion engine schematics, such as the plasma cannon 
for black hawk copters, plasma gun turrets at military installations, and several prototype mech warriors.     
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A 

Ability Scores, 6 
Age, 24 
Aggressive Class, 21 
Aid Another, 210 
Ammunition, 135 
Arizona, 288 
Armed Unarmed Attacks, 199 
Armor, 158 
Attack, 192 
Attack Bonus, 192 
Attacks of Opportunity, 198, 
204 
Auto-fire, 210 
Auto-Fire, 207 

B 

Backgrounds, 15 
Base Attack Bonus, 23, 293 
Bounty Hunter, 234 
Bull Rush, 213 
Burst Fire, 207 

C 

California, 289 
Carrying Capacity, 130 
Character Creation, 10 
Charge, 201 
Chemical Addiction, 229 
Chemicals, 166 
Chi Descendant, 15 
Children of the Apocalypse, 
286 
Children of the Apocalyse, 16 
City Slicker, 15 
Class Skills, 21 
Classes, 20 
Combat, 192 
Combination Longarms, 146 
Concealment, 208 
Coup de Grace, 208 
Cover, 206 
Critical Hits, 194 
Cultist, 16 
Currency, 131 
Custom, 293 

D 

Damage, 193 
Daredevil, 236 
Defense, 194 
Defense Bonus, 22, 293 
Defensive Class, 21 
Delay, 209 
Desert Ranger, 237 

Dice, 6 
Disarm, 214 
Dreadnought, 239 

E 

Energy Melee Weapons, 153 
Energy Pistols, 149 
Energy Rifles, 151 
Environmental Dangers, 220 
Equipment, 129 
Exotic Weapons, 147 
Explorer, 241 
Explosives, 151, 211 

F 

Fame, 49 
Feats, 95 
Feral Child, 16 
Field Gear, 170 
Field Medic, 243 
Field Scientist, 244 
Fighting Defensively, 198 
Firearms, 210 
Flanking, 206 
Freed Slave, 17 
Friendly Fire, 207 
Full Attack, 202 
Full-Round Actions, 201 

G 

Gangster, 17 
Ghuls, 12 
Grapple, 215 
Grenades, 151, 211 
Gunslinger, 246 

H 

Handguns, 137 
Hardness, 212 
Harvester, 248 
Healing, 229 
Heavy Weapons, 147 
Helpless, 208 
Hit Die, 20, 293 
Hit Points, 195 
Humans, 11 

I 

Improvised Weapons, 156 
Infamy, 49 
Infiltrator, 249 
Initiative, 196 

J 

Jinxed, 297 

K 

Karma Points, 21, 295 
Knockout Blow, 208 

L 

Longarms, 140 

M 

Made Man, 251 
Manuals, 177 
Martial Artist, 253 
Massive Damage, 227 
Master Trader, 255 
Material Scarcity, 62 
Medical Supplies, 165 
Melee Weapons, 154 
Move Actions, 201 
Multi-class Characters, 22 
Mutant Berserker, 257 
Mutant Commando, 259 
Mutant Defector, 17 

N 

Nevada, 290 
New Era Mexican Order 
(NEMO), 286 
New Mexico, 291 
Non-lethal Damage, 228 

O 

Object, 212 
Occupations, 28 
Overrun, 218 

P 

Prizefighter, 260 
Projectile Weapons, 157 

R 

Races, 11 
Radiant One, 18 
Radiation, 224 
Range Penalty, 193 
Ranged Attacks, 200 
Ready, 209 
Reloading Firearms, 135 
Reputation, 49 
Rigger, 262 
Run, 203 

S 

San Francisco, 287 
Saving Throws, 21, 195, 294 
Savior’s Army, 287 

Savior's Army, 16 
Scarcity, 132 
Shelter Dweller, 18 
Skills, 50, 294 
Slayer, 264 
Sniper, 265 
Socialite, 267 
Soldier, 269 
Speed, 195 
Steel Disciple Initiate, 270 
Steel Disciple Knight, 272 
Steel Disciple Scribe, 273 
Steel Disciples, 286 
Street Warrior, 275 
Surprise, 197 
Survivalist, 18 
Swindler, 277 

T 

Tag Skills, 21, 294 
Talents, 22, 35 
Targeted Attacks, 219 
Techno-Reaper, 19 
Techno-Reapers, 16, 287 
Thrasher, 278 
Thrown Weapons, 157 
Total Defense, 200 
Toxic Waste, 226 
Traits, 25 
Trans-Genetic Mutant, 13 
Tribal, 19 
Tribal Shaman, 280 
Tribal Warrior, 282 
Trip, 219 
Two Weapons, 202 

U 

Unarmed Attacks, 198 
Unity, 16, 287 
Urban Survivor, 19 
Utah, 292 

V 

Vehicle Combat, 182 
Vehicle Repair, 191 
Vehicles, 179 

W 

Wanderer, 20 
Wealth, 132 
Weaponsmaster, 284 
Withdraw, 203 
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permission from the Contributor to do so.  

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.  

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License.  

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it 
enforceable.  

15. COPYRIGHT NOTICE  

Open Game License v1.0a Copyright 2000, Wizards of the Coast, Inc.  

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.  

Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric 
Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker,  based on material by Jonathan Tweet, Monte Cook, Skip Williams, 
Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 

Exodus (post-apocalyptic roleplaying), the Exodus Logo, Glutton Creeper Games, and Glutton Creeper Games Logo are Trademarks of Glutton Creeper 
Games.     

Exodus Survivor’s Guide (PDF) is copyright © 2007– 2009 Glutton Creeper Games.  This product may not be photocopied or scanned after purchase without 
written consent from Glutton Creeper Games (except for the Exodus Character Sheets).   

"Warning: The unauthorized reproduction or distribution of this copyrighted work is illegal. Criminal copyright infringement, including 
infringement without monetary gain, is investigated by the FBI and is punishable by up to 5 years in federal prison and a fine of $250,000."  

Persons distributing photocopies or scans of this guide without permission of Glutton Creeper Games are subject to Copyright and Piracy laws and may be 
prosecuted to the fullest extent of these laws. 
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Also Available in PDF 
 Exodus Southwest Wasteland Guide 

The Southwest Wasteland Guide is a stand-alone 
OGL product to be used in conjunction with the 
Exodus Survivor's Guide. The Southwest Wasteland 
Guide expands the character build details 
presented in the Survivor's Guide, offering a new 
class template, feats, occupations, talents, and 
traits, as well as organizational-based Advanced 
Classes and new equipment. Additionally the 
organizations and settlements of the southwest 
United States briefly detailed in the Survivor's 
Guide are expanded greatly detailing the goals and 
leadership of each one. 

Exodus Wasteland Bestiary 

The Wasteland Bestiary is a stand-alone OGL 
product to be used in conjunction with the Exodus 
d20 Survivor's Guide or Exodus OGL Survivor's 
Guide. The Bestiary details common animals and 
other wasteland terrors that survived the Exodus 
through adaptation, evolution, and mutation. A 
fully customizable creature build system (similar to 
the Custom Class) is built into the Bestiary along 
with an alternative EXPERIENCE combat system. 
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