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Chapter 5: All combat rules are open content.

Chapter 6: All Advanced Classes are open content except for the descriptive text of each class.

Chapter 7: This chapter is product identity and is closed content.
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Introduction

INnTRODUCTION

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

The Race for the Atomic Bomb Begins 1939-
1941

World War |l 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.

technical age of the 215t 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.

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
In 1945, with the Atomic Bomb created, the United Stated shifted the 1942.
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.

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.

With the end of World War Il 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

f ul / ‘ { = failsafe project titled the “Freehold Project.”
! ,....Ef |

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
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the United States, and began to devise
countermeasures against invasion. The first
country to resist the United States ban on
Nuclear weapons was North Korea, shortly to
be followed by China. Within the course of
two years, the world had seen another World

War begin, but this would be the last global

war, as it would be known as the Exodus.

On December 21, 2012, a Mayan prophecy
came to light as the world axis shifted from
the force of nuclear devastation. On
December 12, China and North Korea
launched nuclear weapons into space to
destroy United States and allied forces
satellites and proceed to occupy Japan and
South Korea.  The Russian Federation
proceeded to enter into ground conflict with
China. Middle-Eastern countries that were
targets in the War of Terror retaliated
against allied countries with weapons of
mass destruction.  Eleven days later
nuclear weapons were fired on a mass
scale from Iran, targeting England, France,
Japan, and the Eastern United States. China
and Korea proceeded to launch nuclear
weapons on Russia, the Northern European
countries, Australia, and the Western

o a8 United States. With limited satellite iy
targetmg, the United States fired a large amount of nuclear weapons targeting the Middle-East and China,
however some of the targeting systems malfunctioned causing the nukes to detonate in Europe.

,.a

The sky darkened and sirens sounded as the children of god fled into underground shelters, built by er‘ F
man as an escape, an Exodus, from his own destruction decades ago. Twenty years later, when the __j
shelters opened the survivors resurfaced to find a new world: One of desolation, one of survival, A
one with the same goals as the old world for... War never changes...

“1.1 1:

And the Angels Sounded
And hail and fire followed, mingled with blood, and they were thrown to the earth. And a third
of the trees were burned up, and all green grass was burned up.

And something like a great mountain burning with fire was thrown into the sea, and a third of
the sea became blood.

And a great star fell from heaven, burning like a torch, and it fell on a third of the rivers and on
the springs of water. A third of the waters became wormwood, and many men died from the
water, because it was made bitter.

And a third of the sun was struck, a third of the moon, and a third of the stars, so that a third of
them were darkened. A third of the day did not shine, and likewise the night.

— Revelations




& D20 Basics

i A20 Basics

DICE NOTATION
These rules use the following die notations:
d4 = four-sided die
d6 = six-sided die
dB8 = eight-sided die
d10 = ten-sided die
d12 = twelve-sided die
d20 = twenty-sided die
d% = percentile dice (A number between 1 and 100
is generated by rolling two different ten-sided dice.
One die (designated before rolling) is the tens digit.
The other die is the ones digit. Two Os represent 100.)

4

Die rolls are expressed in the format:
[#] die type [+/- modifiers]

Example: 3d6+2 means: "Roll 3 six-sided dice. Add the result of the three dice
together. Add 2."

ROUNDING FRACTIONS
In general, if you wind up with a fraction, round down, even if the fraction is one-
half or larger.

|
i
Lﬁf Exception: Certain rolls, such as damage and hit points, have a minimum of 1.

| | MULTIPLYING
s Lt Sometimes a special rule makes you multiply a number or a die roll. Aslong as you are

—

applying a single multiplier, multiply the number normally. When two or more multipliers apply,
L,  however, combine them into a single multiple; each extra multiple adding 1 less than its value to the first
R multiple. Thus, a double (x2) and a double (x2) applied to the same number results in a triple (x3,
s ¥ because 2 +1 = 3).

2 t:_k“} BASIC TASK RESOLUTION SYSTEM
JI_ ]IXL These rules assume a standardized system for determining the success or failure of any given
L=t = task. That system is: d20 + Modifiers vs. Target Number. The Modifiers and Target Number are

T[F  determined by th f

y the type of task.
¥ f’*-%
l "'"u_'

t;.g ABILITY SCORES
R

If the result of the d20 roll + the Modifiers equals or exceeds the Target Number, the test is
successful. Any other result is a failure.

Every character has six basic Ability Scores:
Strength (STR) Dexterity (DEX) Constitution (CON)
Intelligence (INT) Wisdom (WIS) Charisma (CHA)

The Score of these Abilities ranges from 0 to infinity. A limit, if any, will be specified in the
rules. The normal human range is 3 to 18. It is possible for a creature to have a score of "none."
A score of "none" is not the same as a score of "0." A score of "none" means that the creature
does not possess the ability at all. The modifier for a score of "none" is +0.

I _—rfl

)

A character with a CON of 0 is dead. A 0 in any other score means the character is helpless and
cannot move. Keeping track of negative Ability Score points is never necessary. A character’s
Ability Score cannot drop below 0.
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Strength

This is how strong you are. Strength determines your attack Ability Score
accuracy in grapples, melee, and unarmed combat, and it i
determines the amount of bonus damage you deal with a

Score  Modifier Score

successful melee or unarmed strike. Strength also determines | 0* — 15 12
your load capacity, the amount of weight you can carry with you th i
before becoming encumbered. = = 17 i3

2 =5 18 +4
Any creature that can physically manipulate other objects has at | 3 4 19 +4
least 1 point of Strength. A creature with no Strength score cannot [ 4 -3 20 +5
exert force, usually because it has no physical body or because it [ g 3 21 +5
does not move. The creature automatically fails Strength checks. [~g ) 22 +6
If the creature can attack, it applies its Dexterity modifier to its 7 ) 23 6
base attack instead of a Strength modifier. g 1 24 +7

9 -1 25 +7
Dexterity 12 3 ﬁ? :g
This is how agile and quick you are. Dexterity determines your 12 +1 28 +9
attack accuracy in ranged combat. Dexterity also determines your [ 1 29 )
natural defense through quickness and dodging blast-effect 14 w2 30 110
artacks. * any Ability Score except Constitution reaches 0, the
Any creature that can move has at least 1 point of Dexterity. A | characteris incapacitated, unconscious, and considered

. . . . helpless. If the character's Constitution score reaches 0,

creature with no Dexterity score cannot move. If it can act, it | the character is dead.

applies its Intelligence modifier to initiative checks instead of a
Dexterity modifier. The creature fails all Reflex saves and Dexterity checks.

Constitution

This is your health and stamina. Constitution determines whether you have better or poorer health and 7 |

the threshold of pain that you can endure. Constitution affects your survival chances against chemical i\

use, wasteland diseases, and poisons. Mot a
) =y

If a character's Constitution changes enough to alter his Constitution modifier, his hit points also
increase or decrease accordingly at the same time.

Any living creature has at least 1 point of Constitution. A creature with no Constitution (such as
an automaton) has no “physical” body or metabolism. It is immune to any effect that requires a
Fortitude save unless the effect works on objects. The creature is also immune to ability damage,
ability drain and massive damage. Such a creature will always fail Constitution checks.

: 3l
Intelligence 2
This is how big your brain is and measures your level of smarts. Intelligence determines the ;{: -
bonus amount of skill points (if any) earned at each level of advancement. }{'"'

Any creature that can think, learn, or remember has at least 1 point of Intelligence. A creature i-u—-""'
with no Intelligence score is an automaton, operating on simple instincts or programmed =
instructions. It is immune to all mind-influencing effects (charms, compulsions and morale ﬁ
effects) and automatically fails Intelligence checks.



f Lf I Wisdom

This is your perception and reasoning, the sense of knowing right from wrong and common sense. Wisdom
determines your power of deduction and overall willpower against charms and chemical withdrawal.

Any creature that can perceive its environment in any fashion has at least 1 point of Wisdom. Anything with
no Wisdom score is an object, not a creature. Anything without a Wisdom score also has no Charisma score,
and vice versa.

Charisma

This is your attitude and charm. Charisma determines your appearance (inside and outside), likeability
to others, and your influence over them.

4

Any creature capable of telling the difference between itself and other things has at least 1 point of
Charisma.

Ability Modifiers

Each ability will have a modifier. The modifier can be calculated using this formula:
(ability/2) -5 [round result down]

The modifier is the number you add to or subtract from the die roll when your character tries to do
something related to that ability. A positive modifier is called a bonus, and a negative modifier is called a
penalty.

Changing Ability Scores
L Ability scores can increase with no limit.

Poisons, diseases, and other effects can cause temporary ability damage. Ability points lost to damage
return naturally—typically at a rate of 1 point per day for each affected ability.

1

T
Ekv When an ability score changes, the modifier associated with that score also changes.
L)

l J{I“ A "natural 20" on the die roll is not an automatic success. A "natural 1" on the die roll is not an
I) automatic failure, unless the rules state otherwise.

_»117

As a character ages, some ability scores go up and others go down (see section 7 below).

i’
l =" Ability Score Generation
T

‘ Ability Score generation varies by the selected method, as presented below. An Overseer will

approve the best method of generation for his Exodus campaign.

| Method 1: Classic RPG
! f‘? The Classic method of generating Ability Scores in an OGL setting is by rolling 3d6 and adding the
t T total result to a score of the player’s choice. Continue to roll 3d6 until each of the 6 Ability Score is
-_f— Tff. assigned a number. Add any modifiers to the Ability Scores from Race or Traits after all Scores
1 are placed.

Method 2: Classic Plus
The Classic Plus method of generating Ability Scores mimics the Classic method by rolling 3d6

the 6 Ability Scores is assigned a number. Then, take one of the Ability Scores (usually the
lowest) and re-roll the result, taking either the new or the old result. Add any modifiers to the
Ability Scores from Race or Traits after all Scores are placed.

and adding the total result to a score of the player’s choice. Continue to roll 3d6 until each of
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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 Ability Point Ability
Cost Score Cost Score

|
... We '/:f)(e highly resolve that these dead
3/:{11/ ﬂ(}f have died n vain . . .
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Character Creation

'HAPTER 1
CHARACTER TUREATION

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 Ghul (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
f 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

_J @ 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;

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.

— _— \ / Tag Skills; distribute skill points; and starting Feats as
e ——— _}_
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Section 1: Races
Humans

Humans are the primary race found in the Physical Stats
Wasteland. There are many different kinds of

humans ranging from pasty-skinned Shelter Gender Ba§e Heig.h y Bas_e WEight
. Height Modifier Weight Modifier

Dwellers who have not seen natural light for [Fyoio 60 in. +2d10 in. 120 Ib. <2d4 1b.

generations, to hardy mountain tribes who have [Female | 551n. +2d101in. 85 1b. <2d4 Ib.

developed an entirely new culture. Humans have Average Height Average Weight

little in common ideologically and there is no one | Mgale 71in. (5’ 11”) 175 Ib.

root for all human cultures since each spawned | Female 66in. (5’ 6”) 140 Ib.

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 Ghils with disdain
and most will shoot a Ghiil 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.

11



12

Section 1: Races

Ghuls
Although they look like a walking corpse, Ghiils are
in fact otherwise normal humans who have been

Physical Stats

exposed to massive amounts of radiation during RS SRR Height Base Weight
the Great War or from the United States [E—_CV-\ SISO SRUOT-) SO
government as part of the “Trans-Genetic Warrior | Male 60 in. +2d10 in. 1001b. x2d4 Ib.
Project (failed experiments)” and survived against Female | 55in. 2d10 s o5 1b 2d4 b,
all odds. The name Ghil was first termed in the Avrag tht Average Weight
Wasteland by an Arabic merchant that ran across Male 71in. (5 117 155 Ib.

Female 66in. (5’ 6") 110 1b.

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 Ghiils as the
Jiang Shi or walking corpse.

Ghiils 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, Ghiils’ minds are intact.

Most human communities do not tolerate Ghiils, 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 Ghul 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 Ghuls.

The radiation that has deformed Ghiils has also prolonged
their lives-in fact, they are almost all survivors from
before the War. Most Ghiils know how technology
works and make excellent scientists and mechanics.
While there are many opportunities open to
wanderers with those skills, many Ghiils 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 Ghiils 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 Ghiils have a base speed of
20 feet.
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Saving Throw Bonuses
Ghiils are particularly hardy and receive a natural +2 racial bonus to all Fortitude saves. Because of their
great age they also gain a +2 racial bonus to their Will saves.

Skill Bonus
Ghiils gain one of the following skills as a bonus class skill: Computer Use, Craft (Electronic, Mechanical, or
Structural), Knowledge (Engineering, History, or Technology), or Repair.

Immune to Radiation
Ghiils are immune to the effects of radiation and radiation sickness.

Timeless

Due to the massive dose of radiation they received, the average lifespan of a Ghal is extended to 300
years. However, Ghiils acquire Feats at a slower rate than other races. Acquired Feats are gained at 4%,
8th, 12th, 16, and 20t levels. Additionally, Ghals are sterile and cannot reproduce.

Feats
Ghiils 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.

Human Nature
Ghiils attempt to remain in human society, or at least, on the outskirts of human settlements in the
Wastelands. They are seen as horrors, however, and are feared in general by humans. This makes their L
survival a difficult task. Ghals just seek to live in peaceful, small communities on the outskirts of towns, T‘l
staying out of most of the affairs of humans,

Ghiils in general are not hostile to humans, unless humans come a gunning for them. Trans-Genetic
Mutants, however, are a dangerous threat to Ghuls, as the mutants seek to either eradicate them or
make them slaves, Itis a rare case to see a Ghul and a Trans-Genetic Mutant working together.

Trans-Genetic Mutants foL
During the Manhattan Project in the 1940, the United States Government started the Trans- A j:!
Genetic Warrior Project in Berkeley California using radiation to create a super soldier to combat . #- '
the Nazi’'s super soldier program. The Trans-Genetic Warrior project produced many failed
experiments (the most common being the Ghils) until the turn of the century, when the human
genome was decoded. The Trans-Genetic Warrior Project was moved to Los Alamos, New
Mexico in 2002 where radiation was used to mutate orphaned infants physical genomes in stasis _
chambers until reaching young adulthood upon where they were processed into a special military  —=—

training force that trained them to be killing machines. J,

Tran-Genetic Mutants stand over 3 meters tall, and have green, grey or yellowish skin (or a mixture 4‘.:" \
of all three) with a dried out texture. They resemble normal humans in anatomy, but are far stronger _: =i
and are nearly immune to radiation and disease. Unfortunately, one of the secondary effects of -

being in a stasis chamber for 10 to 15 years is diminished mental attributes. }

Physical Stats

Gender Base Height Base Weight
Height Modifier Weight Modifier

Male in. +2d4 in. . x2d10 Ib.
Female in. +2d4 in. ;s x2d10 Ib.
Average Height
Male 81in. (6"9")
Female 77 in. (6’ 5") 170 Ib.
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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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Human Nature

Since the fall of the US Government, the Trans-Genetic Warriors is a major opposition in the wasteland and
are the evolution of the Wasteland. Trans-Genetic Mutants view wasteland humans as imperfections that
caused the cataclysm of 2012, and are nothing better than a tool in which to harvest more recruits to boaster
their ranks. Ghiils are the remains of failed experiments and are nothing more than a source of knowledge to
aid in the growth of the Alpha race. Most Ghiils are either casualties of war or turned into slaves and forced
into work camps in the service of the Trans-Genetic Mutants.

Section 2: Backgrounds

Backgrounds represent the wide variety of societal influences a character might have encountered in his
upbringing. While an Occupation is what the character does for a living, a Background is the way the
character was raised or the experiences the character has had that served as the primary development
factor for the character.

All characters must start with a Background and may only have one background. If your character were a
Survivalist Tribal you would have to decide which one of those Backgrounds most influenced your
character’s development and select it; the other Background option would represent a role-playing {
opportunity.

Unless indicated by a racial prerequisite (such as Ghiil only or Trans-Genetic Mutant only), all backgrounds
are available to all three races.

Chi Descendant [
You are the descendant of the Chi (short for Chinese or g r Chi Traits

Chinaman) from Chinatown in San Francisco,
California. A Chinese prophet foresaw the Great War
and led a large group of 300 Chinese into an
underground fallout shelter beneath Chinatown, hours B o=t are expertindan &
before the sky dragon blew fire upon the earth. After |"compat or defense and gain one of the follow
twenty years of isolation in the shelter, the Chi and | at character creation for free: Acro
their offspring returned to San Francisco and began to Brawl, Defensive Martial Arts, or
rebuild their civilization in the ruins.

ent with Simple Weapons and light armors.

Bonus Class Skills: Balanc
The Chi now number nearly a thousand and have set Hide, Jump, Move Si
up a feudalistic government centered in the ruins of -
Chinatown and spread out into San Francisco and the
surrounding lands.

Escape Artist,

¥

P_"

City Slicker aj
City Slicker Traits | yoy're as cosmopolitan as they come in the
. proficient with Simple Weapons and | wastelands. You've lived most, if not all, of
: your life in a large city and for your troubles ¢
slickers may choose one Knowledge skill you enjoyed decent medical and dental care, -
‘additional class skill. : the benefits of technology, like air .ﬁ_— -
conditioning and electricity, and might
have even attended an organized school '

with classes taught by professional
educators.

Bonus Class Skills: Barter, Crai
Knowledge (civics and
Profession {any)‘-

There are a fair number of large cities in the Wasteland especially as more
and more settlements take tentative steps back towards becoming a
civilization. Cities have technology above and beyond the rest of the Wastes
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. although they bring their own problems as well such as organized crime and drugs. City Slickers tend to be
t ¥  proud of their status and the privileges it has afforded them; and, although this pride can lead them to
. mistrust or hatred of outsiders, it could just as easily result in a mission to help those far less fortunate then

themselves.

Cultist

You are or were a member of one of the many
religious cults that have sprung up after the Great | cyists are
War whether you were born into it or inducted at
a later date. Being a member has had certain
benefits and it has certainly gives you a
unique insight into how people operate in the
Wasteland.

Cultist Traits
mple and Archaic Weapons.

3 : Gather Information, Knawledge {uccul
and theology}phllosophy}, Perform v
ession (any), and choose one of the
Read/Write Language, Speak Lang

Examples of cults to which a character can belong are outlined below:

The Children of the Apocalypse are the remnants of a pre-War doomsday cult that evolved into a
post-War doomsday cult. The Children preach a doctrine of “peace forged by war and hardship” and
worship the Holy Flame that destroyed the world.

The Savior’s Army is the remnants of a non-profit organization that originated in the 20t century.
They once collected clothes and food to provide to the needy and poor. After the Great War, and a large
loss to their membership, the Savior’s changed their goals and now run small clinics throughout the
wasteland, providing medical attention to those in need.

The Techno-Reapers are a large cult that spread across the Wastelands, seeking to reap technology

from forgotten locations and from the hands of individuals and organization that continue to bring the

downfall of man. The Techno-Reapers believe that technology will restore earth to pre-Great War
stasis and bring about the new age (a golden age) of man.

Unity is a cult based on the belief that the body and spirit are one and that all souls are linked to
ﬂ each other by a degree of separation. Unity members are ranked into six degrees of separation from
l‘v the Union of Souls. Members actively seek to enlighten non-believers and to convert non-believers
t T".
J| |

'_JTI*L

views toward Unity.

,,_;; Feral Child _
' You spent most or all of your childhood ral Child Traits
""-w'- in the wild. While the Wasteland is a | pgce Requiremen

dangerous place the maternal instincts of

*‘Lg many species there remain strong.
| Miraculously you survived your

! f‘? abandonment, whether it was intentional or
"= accidental, and through some unusual

-_I— —rﬁ circumstance you have now returned to
7 civilization.

A feral child gth and Dexterity, and a +4
bonus to Su ecks. However, he lacks the
inderstand civilized ways, suffering a —
igence and Charisma. He is illiterate and
twice the normal amount of skill poi
peak a language and triple the skill p
to read/write a language.

Feral Child is proficient with Simple Wea

Bonus Class Skills: Balance, C
Knowledge (nature), and Survival.




Survivor's

Freed Slave

You are a free slave after having escaped or been
released by your former master. Most, if not all, of
your life has been spent in servitude and you have
been treated as little more than a beast of burden.

Without laws to protect the exploitation of people,
slavery is alive and well in most corners of the
world. In some places it is called by more civilized
terms such as indentured servitude but the net
effect is the same: the buying, selling, and trading of
other human beings is not only accepted among
many communities but often encouraged. Slaves
are, in general, poorly educated laborers working in
utterly inhumane conditions. On rare occasions,
however, a master will provide training in literacy
and math to have an educated servant, Invariably,
slaves carry some kind of brand identifying them as
a piece of property; the only way to remove this

Guide

vli.d

’ Freed Slave Traits
‘with Simple Weapons.

. d to the point of death and if it
hem, it makes them stronger. Free Slave
3 +1 Constitution bonus.

Lénﬁlage

Mark of Slavery: A brand or tattoo
somewhere obviously visible (generally t
forehead) symbolizing your state as
gain a —1 penalty to Charis
dealing with NPCs able to see

Bonus Class Skills:
Profession (butler,
prostitute).

~ Handle Animal,
-guard, maid, and

brand is to cut or burn it off, resulting in a large amount

Gangster Traits
oficient with Simple and Archaic Weapon,
arm and light armors.

Bonus Class Skills: Barter, Biuff
Forgery, Gamble, Gather Informa
and underworld), Se

and, and Spot.

Gangs are a way of life anywhere there is disorder and
crime still exists and in some cases controls entire cities.

Mutant Defector

After several years of military training with your Mutant squadron in Los Alamos, you have
walked away from your militant brethren to find your own path in the Wastelands. Like other

Mutant Defectors before you, you have sought the h

decision to leave the Mutant Army may come back to bite you in the ass, but such is life in the

Wasteland.

Race Requireme

fatigues (mutant-sized)

‘Bonus Class Skills:

Listen, Navigate, Search, Sense Mo

oroficient with Simple and Archaic
ons, and Mutant Armor.

Climb, Craft |
Intimidate, Jump, Knowledge (geog

(Y

of scar tissue.

Gangster

You spent your formative years in or around an
organized crime syndicate. Here you learned
several important life lessons: intimidation can
be the greatest form of negotiation; bullets
speak louder than words; and, family and

loyalty means everything even when all else has
failed.

—

|

i

—4{

Lri
_J

i

lawlessness. Even in the Wasteland organized

*1

-
;-;-l"'

.._,..,..n.

I

uman controlled realms. One day your

efector Traits




Section 2: Backgrounds

iy ) Radiant One

You have spent a long time near a source of
radiation and it has left its mark on you. While most
Ghiils can tolerate those conditions you seem to
almost enjoy irradiating yourself.

Radiant One Traits

Radiant Ones have absorbed, and consequently B | the Dork: Radiant Ones emit a radiaass
emit, so muchbradlatlon that they glow in the dark. provides illumination within a 20-foot rad
They are considered outsiders even by other Ghiils, | this area is also subject to Low levels
and smooth skins that spend any length of time | chapter 5 for more details on Rad
around them will gradually become irradiated as

well. hanical), Repair,

Bonus Class Skills: Compu
and Survival, g

Shelter Dweller

Your family was one of the fortunate individuals that made it to one of the great underground fallout
shelters created by the United States Government during the Cold War in the late 20% century, when the
bombs began to fall in the Exodus. Your shelter either remained closed until recently or is still closed. You
and your fellow Shelter Dwellers have little or no contact with the outside world; you have no idea
what to expect as you venture into the Wasteland but seeking civilization should be one of your top
priorities. These fallout shelters number in the hundreds and were scattered across the entire United
States. While some of them failed or were victims of the government’s experiments, just as many of them
remained intact, and the people inside these shelters were protected from the harshest effects of the
War.

Shelter Dwellers have spent entire generations r Dweller Traits

in isolation and many of them view their

I existence as a mission to keep the flames of
civilization alive. They have access to books,

L,; music, and art from the pre-War world, and
‘!J' their technology is often the envy of the entire
il ﬂ Wasteland. Characters with this background
: l‘u are not especially suited to life in the
t:‘_ 4 Wasteland but often have valuable Bonus Class Skills: Computer Use, Cra
\ JJT L technical know-how that convinces | Knowledge (engineering, history,
jlg-w others to keep them around. technology], Performiatut it

l-ﬂ-_ Survivalist

ﬁq You are from a community that places value on survival above all else. Typically this means a

nt with Simple and Archaic

€ }gence Shelter Dwellers gain a +1 bonus to
gence-based skill checks do to the years ¢
computers and literature.

T

1 distrust of outsiders and something resembling military training; it can also mean utter isolation in
| an underground cave or behind enormous town walls. In either case, you can survive on your own,
‘8 E : and large towns or organizations are to be trusted only when absolutely necessary.

Many of the smaller communities in the Wasteland can trace their origin back to various
paramilitary and survivalist groups from before
the War. These communities tend to be extremely
xenophobic and self-sufficient. They turn away
ms, and |fshf armors. traders and those seeking help and make contact
with the outside world only in the most dire of
circumstances. Unlike Tribals, Survivalists cling to
the old way of life, even though they view the
past's governments and wars as responsible for
the current state of their affairs.

a bonus starting feat.

‘Bonus Class Skills: Climb, Craft {structy
Animal, Hide, Knowledge I
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Techno-Reaper

You are a member of the Techno-Reaper cult. Unlike other cultists, you're not interested in metaphysics as
much as you are technology. For you technology is not just important; it is the one thing that will save the
human race from extinction. It is your goal to save technology no matter the cost.

: The Techno-Reapers are a technophile cult based out
Techno-Reaper Traits | of an old military research center in San Antonio,
_ ent with Simple and Archaic Weapon, | Texas, but have opened many splinter cells in large
earms, and light and medium armors, wasteland cities. Unlike typical cults the Techno-
Reapers do not necessarily worship technology;
although to an outsider it might appear so; rather,
the Techno-Reapers take whatever means
necessary to preserve it.

Bonus Class Skills: Computer Use, Craft
(mechanical), Decipher Script, :
(science and techno

Tribal

You come from one of the countless tribal
societies that have come to exist in the
years since the war. Sometimes avoiding
technology by choice, and sometimes

_ Tribal Traits
th Simple Weapons,

s are illiterate and cannot read or wiri

they purchase at least a single rank in Rea
forced to abandon it because no one in the | age.

settlement remembers how to use it, your
society has instead learned how to live off
land and created a new way of life for itself.

Bonus Feat: Track the

Bonus Class Skills: Climb, Craft d'_" : Animal, g
Tribals are far more self-sufficient than city Khowirdge (natufth ook Ml

o
farmer, hunter, labor: . :
dwellers as they have forced themselves to | ( L4
stand on their own rather than using the ruins of civilization as a crutch They have developed their ﬁ
,.a

own societies, often based around a single elder or chief, and many of them practice sophisticated
animist or mystic traditions. Ancestor worship or veneration is common as are the practices of tattooing
and piercing. Tribals often speak a pidgin form of the local pre-War language because of their relative |
isolation from the rest of the post-War world, though they do trade with other tribal communities and er‘ ;
occasionally outsiders. Although many of these outsiders treat them as primitives, Tribals often
know more about the world at large than they let on. _.j

i

Urban Survivor

You grew up among the scum of
society while living on the streets.
Whether located in a small town or
the gutters of a more glamorous city
you did what you needed to do to
survive with the hand that was dealt
to you.

an Survivor Traits
Urban Survivors Simple Weapons and

Personal

s a +4 insight bonus to Survival (urban) i
en in urban settings.

Class Skills: Barter, Bluff, Gamble
Information, Knowledge (civics and street),
dealer, mechanic, merchant, messenger

Sleight of Hand.




Section &: Character Classes

b 1) Wanderer

You have felt the pull of wanderlust for most of your
years and have not fought against it. Perhaps your
family was traveling merchants or members of a
carnival, or maybe you just left home at an early age
and have not settled down yet. Either way, you have | Bonu
a lot of experience with life on the road and you
would not have it any other way.

‘Wanderer Traits
and Archaic Weapon,
{ medium armors.

Wanderers are
Personal

know how to survive in the
to get from town to town and gain
to start with. The feat can be selecte
nce, Great Fortitude, Guide, Iron Will, Low
g Reflexes, Renown, Toughness, or Track.

Many Wasteland dwellers never see much of the
world beyond the walls of their town. Some,

however, just cannot seem to settle down,

They might be mercenaries offering their
military skills to the highest bidder, merchants
aiming for bargains, or just vagabonds looking for a place to fit in and never finding it. Whatever the
reason for their travels, Wanderers have seen more in their lives than ten “normal” people and tend to be

well-rounded individuals.

Bonus Class Skills: Bluff, Gamble,
Knowledge (geography and street),
(guard), and Survival.

=1 .

Section &: Character Classes

Rather than offering several classes that reflect the possible roles that characters can take on, there are
two “template” classes that serve as the available choices for all Exodus characters. These two templates
i I are known as the Aggressive and the Defensive Class. As the character progresses, he may gain certain

specialized training or join one of many Wasteland organizations. These further specializations and

Lg affiliations are reflected in the various advanced classes, detailed in Chapter 6.
L8
’I

The Post-Apocalyptic Character

4 L There are two types of characters that wander the Wasteland: the Aggressive Class and the
E—J Defensive Class.

|

T

Jr] L The Aggressive Class character is someone that will initiate conflicts and generally knows how
IJ;-‘-' to wield a weapon and defend himself. This type of character focuses more on combat and less

on other skills.

1

A Defensive Class character is someone that
will generally avoid a conflict if possible and is
more helpful to his fellow man. When in combat he

B has learned how to duck and dodge danger better

J |-5 than most aggressors. This type of character

ustom Class

a

focuses more on defense and skills, than on combat.

44 HitDie

1 Aggressive class characters gain 1d10 hit points per level, while Defensive class characters gain
1d8 hit points per level. 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.
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Saving Throws

A character has three saving throws (Fortitude, Reflex, and Will), but does not have equal bonuses to them.
The character's save progression is according to the Class charts below or chooses a progression in the
Custom Class, with each of the three saves designated as corresponding to one of the Saves 1, 2, and 3 column.

Example: A character taking the Aggressive Class chooses Reflex for Save 1, Fortitude for Save 2, and Will for Save 3. Any
further levels in Aggressive Class will feature this same save progression. If the character takes a level in the Defensive
Class he may declare which of that class's saves correspond to which column; but, further levels must follow that
progression. The Advanced Class has fixed saves from level 1 onward.

Karma Points

Karma Points is a pool of points that a character receives upon gaining a level. The point total equals 3
plus ¥ character level (plus any other bonuses from a class feature or Feat). 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; instead, they replace the pool point total). Karma Points can
be spent as described in Appendix A: Custom Class.

Class Skills

The Wasteland Hero 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 with additional class skills or starting skill J'_,”A
points at creation. If a character gains a class skill more than once through Background or T::j !
Occupation, that skill gains a +1 Competence bonus each time the character gains the class skill.

Aggressive Class
Skill Points at 1st Level: (2 + Int modifier) x 4.
Skill Points at Each Additional Level: 2 + Int modifier.

Starting Feats E:
All characters start with at least two Feats at 15t level (one from character creation and one for ‘ﬂ' '
15t level) and they must meet the prerequisites for the Feats. These Feats may be chosen from i'!"‘"""
this guidebook or other Exodus sourcebooks. Additionally all characters begin play with the
Simple Weapons Proficiency feat in addition to any Feats conferred by a Background or an
Occupation, unless otherwise noted.

Defensive Class ]
Skill Points at 1st Level: (5 + Int modifier) x 4. ¥
Skill Points at Each Additional Level: 5 + Int modifier. -?3
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Section &: Character Classes

- Class Features
L The following are class features of both Aggressive and Defensive Class characters.

Bonus Feats
At 2nd, 4t 6th, 8th, and 10 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 below. 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.

=1 .

Defense Bonus
A character receives a bonus to his defense based on character level that stacks with all other bonuses
to his total Defense as noted on the tables below.

Aggressive Class (HD d10)

Class Base Attack Defense
Level Bonus | Save 3 Class Features Bonus

1st +1 +2 +0 +0 Talent +1
2nd +2 +3 +0 +0 Bonus feat +2
3rd +3 +3 +1 +1 Talent +2
4th +4 +4 +1 +1 Bonus feat +3
5th +5 +4 +1 +1 Talent +3
6th +6/+1 +5 +2 +2 Bonus feat +3
7th +7/42 +5 +2 +2 Talent +4
8th +8/+3 +6 +2 +2 Bonus feat +4
9th +9/+4 +6 +3 +3 Talent +5
10th +10/+45 +7 +3 +3 Bonus feat +5

Defensive Class (HD d8)
Class Base Atftack Defense
Level Bonus i Save 2 Save 3 Class Features Bonus

1st Talent
2nd +1 +0 +0 +2 Bonus feat +3
3rd +1 +1 +1 +2 Talent +3
4th +2 +1 +1 +2 Bonus feat +4
5th +2 +1 +1 +3 Talent +4
6th +3 +2 +2 +3 Bonus feat +5
7th +3 +2 +2 +4 Talent +5
& s 8th +4 +2 +2 +4 Bonus feat +6
9th +4 +3 +3 +4 Talent +6
Atq 10th +5 +3 +3 +5 Bonus feat +7
|
s Multi-class Characters

_—rﬁ A character may add new classes as he progresses in levels (this includes the standard classes
listed above and Advanced Classes list in Chapter 6), thereby becoming a multi-class character.
The class abilities from all of a character's classes combine to determine a multi-class
character’s overall abilities.

Class and Level Features

As a general rule, the abilities of a multi-class
character are the sum of the abilities provided by
each of the character’s classes.

:' ‘of the formula are changed. This, however
‘ ‘ experienced players and is recommend

this option or review the new Cust

the changes of the class ina
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Level
“Character level” is a character’s total number of levels. It is used to determine when feats and ability score
increases are gained.

Additional “Class level” is the character’s level in a particular class. For a hero whose levels are

Attacks at all in the same class, character level and class level are the same.

6 1 . "
:7 :2 Hit Points
) 13 A hero gains hit points from each class as his class level increases, adding the new hit
19 ol points to the previous total.
*ig +2 : Base Attack Bonus
s b8 Add the base attack bonuses for each class to get the hero’s base attack bonus. A
+12 +7/+2 ; : ; ; :
13 | +8/43 resulting value of +6 or higher provides the hero with multiple attacks.
+14 | +9/+4 To use multiple attacks in the same round, a character must use a full attack,
+15 | +10/45 which is a full-round action.
+16 +11/+6/+1 o
+17 | +12/+7/+2 Saving Throws
+18 | +13/+8/+3 Add the base save bonuses for each class together.
+19 +14/+9/+4
w20 | wis/vi0j:5 | DefenseBamus

Add the Defense bonuses for each class together.

Skills

A multi-class hero uses his total character level to determine the maximum ranks the hero can have in a
skill. If a skill is a class skill for any of a multi-class hero's classes, it is a class skill for all of his classes and
functions as a class skill to determine the skill's maximum rank. (The maximum rank for a class skill is 3 +
character level.) If a character gains a class skill more than once by multi-classing, that skill gains a +1
Competence bonus equal to the number of times the character gains that class skill. I (

—

Class Features
The character gets all class features (talents, bonus feats, or other special abilities) of all classes for the
levels he possesses. F

Feats JJJT’

A multi-class character receives a new feat every three character levels, regardless of individual {or
class level. Taking one level in a new class does not entitle a character to receive the two feats that | L*_k
a beginning 1st-level character gets, <

Ability Increases
A multi-class character increases one ability score by +1 every four character levels, regardless
of individual class level.

Adding a Second Class
When a character with one class gains a level, he may choose to increase the level of his current class
or pick up a new class at 1st level. This could be a basic class or, if the character qualifies for it, an 'a‘j_t
advanced class.

The character gains the 1st-level base attack bonus, base save bonuses, class skills, other class t
features of the new class, hit points of the appropriate die type, and the new class’s number of ]
skill points gained at each additional level (not that number x4, as is the case for a 1st-level
character).

Picking up a new class is not exactly the same as starting a character in that class. When
picking up a new class, a hero does not receive maximum hit points but should roll the new
Hit Die.



Advancing a Level

by one or picks up a new class at 1st level.

defined by the class), and new sKill points.

purchased at the cost appropriate for that class.

Age

Aging Effects
B Age Category
Human Trans-Gen Mutant  Ghul

Section &: Character

Classes

Each time a multi-class character attains a new level, the hero either increases one of his current class levels

When a multi-class character increases one of his class levels by one, the character gets all the standard
benefits that characters receive for attaining the new level in that class: more hit points, possible bonuses on
attack rolls, Defense, and saving throws (depending on the class and the new level), a new class feature (as

Skill points are spent according to the class that the multi-class character just advanced in. Skills are

In general, a character can have levels in as many different classes as there are classes.

As the character ages, his physical ability scores decrease and his mental ability scores increase, as
detailed on the Aging Effects table. The effects of each aging step are cumulative.

Ability Adjustments

Child (1-11) None None -3 to Str and Con; -1 to Dex, Int, Wis, and Cha
Young adult (12-15) | Youngadult (15-30) | None Original scores
Adult (16-39) Adult (31-50) Adult (51-100) Original scores
] Middle age (40-59) | Middle age (51-70) | Middle age (101-200) | -1 to Str, Dex, and Con; +1 to Int, Wis, and Cha
lﬁ\ Old (60-79) Old (71-89) 0ld (201-299) -1 to Str, Dex, and Con; +1 to Int, Wis, and Cha

|
L

: Bl
. l J
T

Experience Table

E) . . Trans-Genetic . s
AL Humans Ghiils A v Acquired Ability
Level Mutants

Feat
1 D 0 g Talent
2 1000 1300 1500 —
3 3000 3900 4500 Feat
4 6000 7800 9000 Stat Increase +1
5 10000 13000 15000 Talent
6 15000 19500 22500 Feat
7 21000 27300 31500 —
8 28000 36400 42000 Stat Increase +1
9 36000 46800 54000 Feat
10 45000 58500 67500 Talent

11 55000 71500 | 82500 —

12 | 66000 | 85800 | 99000 e [HCERuoe L

Feat
13 78000 | 101400 | 117000 —
14 91000 | 118300 | 136500 —
15 105000 | 136500 | 157500 Feat
Talent
16 120000 | 156000 | 180000 Stat Increase +1
17 136000 | 176800 | 204000 =
18 153000 | 198900 | 229500 Feat
19 171000 | 222300 | 256500 =

Stat Increase +1

190000 Talent

247000 | 285000

Tl ]

f Venerable (80+) Venerable (90+) Venerable (300+) -1 to Str, Dex, and Con; +1 to Int, Wis, and Cha

5
Experience

Experience (EXP) is what gauges a character’s
overall power. All characters start at 0 experience
(level 1) and must learn life lessons through
experiencing the world. Experience is earned
through a variety of life lessons from Combat, Role-
Playing, and Situational Encounters as well as
bonuses for Story Completion. Each type of
encounter handles EXP differently. Combat
Experience is detailed in the Exodus Bestiary while
the other forms of Experience are detailed in the
Overseers Guide.

All character races require a goal number (as
denoted on the experience table below) to obtain
the next level of experience. Once achieving the
required amount of experience the player updates
his character to that level achievement. The player
may advance his current character class level by
one, or add another base class or advance class at
its lowest class level to his Experience Level
Characters with multiple class levels may select
what class to advance in level upon acquiring his
goal, and only gains the numeric adjustments and
abilities from that class level. See Multi-Class above.
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Acquired Abilities
At certain levels of Experience a character gains an acquired ability that enhances the character’s overall
abilities. Acquired abilities are broken up into three fields as denoted below:

Feat

A character gains an acquired feat at first level and every level divisible by 3 thereafter. The character may
select any feat that he meets the requirements for.

Stat Increase
A character gains a +1 Ability Point statistic increase every level divisible by 4. This is a bonus increase and
does not count toward any ability generation or character build. The character may add the +1 Stat
Increase to any Ability Score of his choosing.

Talent
A character gains an acquired talent at first level and every level divisible by 5. The character may select
any talent that he meets the requirements for.

e s " 4 _
Section 4: Traits
Traits are characteristics that characters are born with or acquire earlier in life thanks to dedication,

accidents, trauma, or other such unusual circumstances. Choosing a Trait or combination of them is
optional, but a character may have no more than two.

staying constantly aware of his surroundings. This trait grants the character a +2 Spot bonus. Due to the
character’s paranoia, however, his initiative suffers a -1 penalty from hesitation. When left alone to face

|
Afraid: The character is afraid of something (choose an object of fear approved by your Overseer), ﬁ_l
e
the object of his fear the character suffers a -2 Defense until the source of the fear is removed. Il ( !
o -

Beautiful: The character is stunningly gorgeous and receives a +1 Charisma bonus and a +3% fame
bonus to a single reputation category. There is envy, however, causing jealousy from other NPCs that e
may lead into non-violent or violent confrontations. Then again there are also slavers that will attemptto 7 |
capture you for your beauty at any given chance to put you on the slaver market. er‘ 15

Big and Dumb: The character was born dim-witted and clumsy and suffers a -1 penalty to r_—:j
Dexterity, Intelligence, and Charisma. He also suffers from slow reaction, and receives a -5 | L*IL
penalty to speed. Nature, however, granted him with increased Strength. The character gains a
+3 bonus to Strength.

Bloody Mess: By some strange twist of fate people around this character die violently. He sees
the worst ways in which people die. NPCs and creatures that die by being reduced to -10 or o
fewer hit points near the character explode into a gory mass of blood and body parts. Itis up to the =&
Overseer to give the characters the graphic description. J
Book Smart: The character is naturally intelligent and gains a +1 bonus to Intelligence. All #;’,
Knowledge skills become class sKills for the character. This superior intellect, however, means the .{: P
character spent more time in the library instead of defending himself and suffers a -1 penalty to }t:
Attack Rolls. ¢ )
Bruiser: The character is a little slower, but a little bigger. His initiative suffers a -2 penalty, o
but he deals an additional +1 point of damage with his melee attacks.

Chemical Reliance: The character thrives on chemical addictions. He gains a +10%
penalty to chemical substances addiction, but if he becomes addicted, the addiction Fortitude
DC is reduced by -10.
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- Chemical Resistance: The character is resistant to chemical addictions. He gains a -10% bonus to
) in » chemical substances addiction, but if he becomes addicted, the addiction Fortitude DC is increased by +10.

Clumsy: The character is extremely clumsy but his lack of grace often results in dumb luck. He gains a -1
penalty to Dexterity, but gains +1 Karma Point.

Extreme Personality: The character possesses a memorable personality and people react more strongly to
his presence. The character gains a +1 Charisma bonus but when he gains infamy, he earns double the points
to that Reputation Category.

Fast Metabolism: The character has a metabolic rate twice what a normal character would have. He heals
at twice the normal rate per day of rest but his Fortitude saves against radiation and poison suffers a -2
penalty.

Fear the Reaper (Ghiil only): This Ghil has cheated death! He gains acquired Feats at the normal
rate of 3 level and every multiple of 3 thereafter as detailed in Chapter 3. Unfortunately he is now on
deaths short list! When reaching 0 or negative hit points you're dead Jim, there is no saving you.

4

Normal: Ghils gain an acquired Feat at 4 level and every multiple of 4 thereafter.

Flexible: The character is extremely flexible and can contort his body easily. He gains a +1 Dexterity
and can enter areas that are one category size smaller than him without terrain impediments. The
character has difficulty, however, developing muscle mass and suffers a -1 penalty to Strength.

Gifted: The character has honed his body and mind beyond the average person and gains a +1 bonus to

| each Ability Score. He has neglected training practical skills, though, and receives only half of the base

’—)T skill points for his class per level, before adding skill points earned from a high Intelligence modifier. This
I" penalty to skill points applies to the character starting skill as well, which the x4 multiplier is also cut in
| halfto x2. (Aggressive would start with 4 skill points and Defensive 6 skill points).

T h = Good Natured: The character has a good soul and helps when and where he can. He receives a +1
bonus to Charisma-based skill checks, but receives a -1 penalty to attack rolls (you know that pacifist

& nature).

| 1

—

e Ham Fisted (Trans-Genetic Mutants only): Genetic engineering has endowed this mutant with
f 4 L huge hands. His unarmed attacks deal lethal damage (1d6 + STR). He suffers, however, a -2 penalty
t:‘_} 4 to all Dexterity-based skills that require the use of his hands and has difficulty with pulling the

\ J,'- | trigger on firearms. When a Ham Fisted character attempts to shoot a firearm not in the Heavy

- g; Weapon category he takes a -4 penalty to his attack rolls (this stacks with the Trans-Genetic

: f“\.;E- Mutant racial penalty for a total of -8).

L

l et Heavy Handed: The character knows how to throw a punch that'll hurt into next week
& 7 instead of just tomorrow morning. His unarmed attacks deals double his Strength modifier in
“q lethal damage but he has forgotten how to pull his punches and cannot deal non-lethal damage

with them.

' | :

] Idiot Savant: The character has a small brain limiting his Intelligence to a maximum of 6, His

- — brain, however, focuses on a single area of expertise. The character gains a +5 competence bonus

'_Tf’ to one of the following skills: Craft (any), Demolition, Disable Device, Knowledge (any), or
4 Repair.

Jinxed: The character has a large dose of bad mojo and refreshes his Karma Point pool only on
odd level advancements instead of each level as a normal character would. Additionally, when a
critical failure (a natural 1 on a d20) is rolled on an attack by anyone (including the character)
within 60 feet of the jinxed character an effect is determined from the table in Appendix C
unless they spend a Karma Point to negate the effect, though their attack still misses.
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Kamikaze: The character does not think or worry about threats, allowing him to act faster but exposing him
to more danger in combat. He gains the Improved Initiative feat as a bonus feat, but cannot benefit from any
Dexterity or dodge bonuses to Defense.

Large Body: The character is larger than the normal
person. He gains a +1 bonus to both Strength and

Constitution but suffers a -2 penalty to Dexterity. Male 72 in. +3d4in. | 1801b. | x2d4 Ib.
Female | 66in. +3d4 in. x2d4 1b.
Lucky: The character is lucky and gains +1 Karma Average Height Average Weight

Point. If the character expends all of his Karma Points, | Male 80 in. (6’ 8") 220 1b.
he gains the Jinxed trait until he regains at least one. Female | 74in.(6'2") 167 Ib.

Gender | Base Height Base Weight

Height Modifier Weight Modifier

Night Person: The character is a night person. When the sun goes down, or in dimly lit areas, the
character gains low-light vision and a +1 bonus to Spot skill checks. During the day or in brightly lit
areas he suffers from light sensitivity and gains a -1 penalty on attack rolls.

One Hander: One of the character’s hands is very dominant. He excels with single-handed weapons and
gains a +1 bonus to attack rolls with them, but weapons wielded in two hands cause problems resulting in
a -4 penalty to attack rolls.

Physically Fit: Years of toning and training has built up the character’s stamina. He gains a +1 bonus
to Strength and Constitution but in his years of training he has neglected the learning arts and suffers a
-1 penalty to Intelligence and Wisdom.

Sex Appeal: The character has a way with members of the opposite sex, but this tends to annoy those L
that share their gender with him. He gains a +2 bonus to Charisma-based skill checks with the opposite ¥
sex and a -2 penalty on the same with members of the same sex. T‘l

|

Sickly: The character was born with a weak immune system and suffers a -1 penalty to Constitution. (
His will to survive is great, though, and he receives a +2 bonus to Will saving throws. a

i

Skilled: The character has spent more time improving her skills than a normal person. She gainsa +1
to all Skills but only acquires Feats every fourth level instead of every third level (fifth level instead of f

forth for Ghils). i
IL’r F

Small Frame: The character is smaller KIS RCELLL Height Base Weight et
than other people. He gains a +1 bonus Height Modifier Weight | Modifier L
to Dexterity, but suffers a -1 STR [Male | 54in. | +2d6in. | 901b. | x2d4b. 1A
penalty to Carrying Capacity and Female 50 in. +2d6 in. 64 lb. x2d4 1b. :1
Encumbrance. The character’s size is Average Height Average Weight &
medium, but on the short end of the | Male 61in. (5'1") 125 Ib.
ruler and suffers a -5 to speed. Female | 57 in. (4'7") 99 Ib. —

——

Super Genius: The character is smarter than the average bear. He gains a +3 bonus to
Intelligence, but suffers a -1 penalty to all WIS and CHR based skill checks as he comes off smug and 5
over analyzes reasonable situations. ,a_:"

Tech Wizard: The character is good at improvising and improving technological devices. The ;: z

character receives a +1 bonus to Computer Use, Craft (electronic), Knowledge (technology), and }f—‘
Repair skills to fix technological devices. Due to spending so much time among machines the  { :
character has become sheltered and receives a -1 penalty to all Wisdom-based skill checks. b ]
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i Section &: Occupations

The Post-Apocalyptic world revolves around occupations. If occupations did not exist in the Wasteland,
society would fail to continue onward, and towns would succumb to ruin. Someone must do the job, and the
listing below is the occupations of Wasteland inhabitants. Much like a Background, a character must choose
an Occupation at character creation - however, there is the 'No Occupation' option for those who have not yet
found a calling in the Wasteland.

An occupation offers the character a chance to choose two extra class skills from a given occupation and
determines the character’s starting wealth in steel coins.

Academic

Academics include librarians, scribes, teachers, and other education professionals in the Wasteland.
Prerequisite: INT and WIS 13

Class Skills (choose two): Computer Use, Craft (writing), Decipher Script, Gather Information, Knowledge
(civics, engineering, history, medicine, science, technology, or theology and philosophy), and Research.

Starting Wealth: 300 coins

Adventurer
Adventurers include explorers, field scientists, technology
hunters, thrill-seekers, and others called to face danger for a
variety of reasons.

Prerequisite: None

; Class Skills (choose two): Bluff, Climb, Demolitions,

+  Disable Device, Escape Artist, Intimidate, Jump,

! 11_ Knowledge (geography, nature, street, tactics,
H"-Lrll“ technology, or underworld), Move Silently, Ride, Spot,
Survival, Swim, and Treat Injury.

A
],L Bonus Feat: Select one of the following: Archaic
T(fT  Weapons Proficiency, Brawl, or Personal Firearms
$ AL Proficiency.
1 Starting Wealth: 100 coins

Athletes are the professional sportsmen of the Wasteland that
generally fight in blood-sport arenas or fight clubs in various
'_Tf’ settlements. They include boxers, martial artists, and

4 wrestlers.

1
L
Prerequisite: STR or DEX 15

Class SKkills (choose two): Balance, Climb, Jump,
Knowledge (tactics), Ride, Swim, and Tumble.

: @ Athlete

Bonus Feat: Brawl.
Starting Wealth: 100 coins

oy

s
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Bison Herder

Bison Herders make their living off the bovine (cattle, oxen, and buffalo) meat trade. They range from drivers
to wranglers, or perhaps even operate a slaughterhouse.

Prerequisite: None
Class SKills (choose two): Barter, Craft (Structural), Drive, Handle Animal, Navigate, and Ride.
Starting Wealth: 100 coins

City Worker

The City Worker occupation covers various menial jobs that contribute to the success of a settlement.
Such jobs could be construction, factory work, food services, or janitorial.

Prerequisite: None

Class Skills (choose two): Craft (electronic, mechanical, and structural), Climb, Handle Animal,
Knowledge (civics or street), Repair, and Ride.

Starting Wealth: 200 coins

Creative Artist

The Creative Artist occupation covers artists of all types who fan their creative spark into a career.
Actors, illustrators, musicians, and sculptors all fall under this occupation.

Prerequisite: None

Class Skills (choose two): Bluff, Craft (visual art or writing), Disguise, Forgery, Perform (any), and
Spot.

Starting Wealth: 200 coins :‘

n u !w F .
Criminal gt
Criminal is the most common occupation in the Wasteland simply because it is easier to take LL Y

things from others than to earn it through hard work. This occupation includes con artists, :11 7
burglars, thieves, crime family soldiers, gang members, bank robbers, and any other type of . .1 ! _
career criminal. =7
Prerequisite: None -

Class Skills (choose two): Disable Device, Disguise, Forgery, Gamble, Hide, Knowledge (street, "';"—
tactics, or underworld), Move Silently, and Sleight of Hand. ﬁ'i—t
A

Bonus Feat: Select either Brawl or Personal Firearms Proficiency. 'aj

Starting Wealth: 100 coins
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Ly Dilettante

; | Dilettante is the gentleman's term for a high-class lady of the night in the Wasteland. The difference between
Dilettantes and a common hooker is that they attend social events and work in a brothel or cathouse instead
of on a street corner.

Prerequisite: CHR 15
Class Skills (choose two): Bluff, Diplomacy, Gamble, Intimidate, and Knowledge (street).
Starting Wealth: 400 coins

Reputation Bonus: +5% to any one fame category.

. Drifter

Drifters are aimless wanderers and world wise jack-of-all-trades who move between cities working odd
jobs until boredom or fate leads them elsewhere. Along the way, they learn strange customs and pick up
interesting and diverse skills.

Prerequisite: None

Class Skills (choose two): Bluff, Decipher Script, Disable Device, Disguise, Forgery, Gamble, Gather
Information, Hide, Knowledge (street), Navigate, and Sleight of Hand.

Starting Wealth: 100 coins

]
" Doctor

l I i This occupation covers doctors, field medics, and tribal healers.
W F !f» All Doctors in the Wasteland are physicians (general practitioners).

"'j Prerequisite: INT 13 and WIS 13
1

i i \ Class Skills (choose two): Concentration, Craft (chemical), Computer
f | L Use, Knowledge (medicine, science, or technology), Search, and
t:_ﬁ ] 4 Treat Injury.
| “*.\ starting Wealth: 400 coins
~der
&% 2 Ny
1 £V Investigative
-/ There are a number of jobs that fit within this occupation including
investigative reporters, private investigators, police detectives,
t—L espionage agents, and others who use their skills to gather evidence
i

f‘; and analyze clues.

= Prerequisite: INT 13
' Class SKills (choose two): Computer Use, Craft (visual art or
writing), Decipher Script, Forgery, Gather Information, Investigate,

Knowledge (civics, sciences, street, or theology and philosophy), Research,
Search, and Sense Motive,

Bonus Feat: Select either Brawl or Personal Firearms Proficiency.

Starting Wealth: 200 coins
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Law Enforcement

The Law Enforcement of the Wasteland varies as much as the laws do. Some are local peace officers
appointed by an otherwise unaffiliated town, or deputies in a specific region. On the other side of the coin,
the Law Enforcement occupation is also the domain of corrupt organizations like the Wasteland Syndicate.

Prerequisite: WIS 12, CHR 13

Class Skills (choose two): Bluff, Diplomacy, Gather Information, Intimidate, Investigate, Knowledge (civics,
history, street, or tactics), Listen, Search, Sense Motive, and Spot.

Bonus Feat: Select one of the following: Combat Martial Arts, Armor Proficiency (light), or Personal
Firearms Proficiency.

Starting Wealth: 100 coins

Merchant

Although trade has diminished after the War, it is certainly not dead. There is good deal of money to be
made from trading goods - especially pre-War goods - and merchants know this. They can range from
small-time shopkeepers in a local bazaar to members of the Water Merchants or even owners of large
caravans that ply the Wastes, selling goods to communities that would otherwise have no contact with
the outside world.

Prerequisite: CHR 13 [

Class Skills (choose two): Barter, Bluff, Diplomacy, Gather Information, Knowledge (civics and street), ﬁ_l
Navigate, and Sense Motive. :

Starting Wealth: 400 coins

W

|
Military "o

The Military occupation covers service in a large settlement’s standing army or city militia or tribal I

warriors. ,LJT' { 3
Prerequisite: None e r_—:j r
Ji = ;
Class Skills (choose two): Climb, Hide, Knowledge (tactics), Move Silently, Navigate, Survival, = *']L i
and Swim. |

Lol

1

]

Bonus Feat: Select one of the following: Brawl, Combat Martial Arts, Armor Proficiency (light), or
Personal Firearms Proficiency.

Starting Wealth: 100 coins —

; 2
No Occupation !

This option is for characters that choose not to take a starting occupation. The character has no -
occupation. The character may, however, choose two skills to become class skills (this is not an } .
additional Tag! option, these are normal skills). G

Starting Wealth: 50 coins
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ify Outcast

} | “Outcast” is not so much an occupation as a forced way of life. Persecuted and exiled for being different,
Outcasts are lone pariahs or shunned members of a culture whose customs or characteristics society finds
deviant or abhorrent. Outcasts lurk on the fringes of civilization. Some strive for acceptance, while others are
trapped by their own feelings of resentment, self-loathing, or hopelessness.

Prerequisites: None

Class SKills (choose two): Disguise, Hide, Knowledge (street), Search, Survival, and Treat Injury.
Bonus Feat: Toughness.

Starting Wealth: 50 coins

4

Raider

With little to no law enforcement in many parts of the Wastelands, it is always easier to take what is not

yours rather than to work for it. It is hardly a surprise that Raider gangs have sprung up almost

everywhere. Raiders, it should be noted, almost exclusively live in camps in the Wasteland - once they
settle in a town, they are classified as gang members.

Prerequisite: None

Class Skills (choose two): Climb, Gamble, Hide, Intimidate, Jump, Move Silently, Search, Spot, and
Survival.

'r
I’ Starting Wealth: 100 coins

_5% Ranger

Anyone who makes his living by venturing deep into the Wasteland could be considered a Ranger.
{ Instead some more formal ranger organizations, such as the famed Desert Rangers, make their members
¢ | H‘._JL go through a rigorous training process. Either way, Rangers are adept at
- t:_ survival in conditions where others would give up and die.

|

A

J{l ‘L Prerequisite: None r-\

f!"‘“ Class Skills (choose two): Balance, Climb, Handle Animal, Hide,
AL Jump, Listen, Knowledge (geography or nature), Move Silently,
: Navigate, Ride, Search, Spot, Survival, and Swim. [ |

Bonus Feat: Track

t:g Starting Wealth: 100 coins
i
[

f; Religious
' '_“l*ﬂ Religion exists in the Wasteland, through several organizations,
cultists, and the traditional church clergy.

Prerequisite: None

Class Skills (choose two): Decipher Script, Knowledge (history,
science, street, or theology and philosophy), Listen, and Sense Motive.

Starting Wealth: 200 coins

Technician
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Scientists and engineers of all types fit within the scope of this starting occupation.

Prerequisite: INT 13

Class SKills (choose two): Computer Use, Craft (chemical, electronic, mechanical, or structural), Knowledge
(civics, science or technology), Repair, and Research.

Starting Wealth: 300 coins

Scavenger

Scavengers turn society’s wreckage and discarded trash into useful tools or items for trade. They
effortlessly navigate and strip clean the most treacherous places in the Wasteland whether abandoned
space stations, gutted buildings, or smoking battlefields.

Prerequisites: None

Class SKills (choose two): Climb, Craft (salvage), Disable Device, Hide, Jump, Knowledge (technology),
Move Silently, Repair, Search, Spot, and Survival.

Starting Wealth: 200 coins

Slaver

Slavers are anyone connected to the slave trade that is not a slave. Nearly all happen to be members of
the Slaver’s Guild, one of the few organizations in the Wastes that can be said to be truly “worldwide,”
since despite a lack of central leadership members can be found in all the areas of the former United
States that are still inhabited. Slavers identify each other by a distinctive tattoo on their face which also
acts as a means of retaining Guild members (as former slavers are easily identified). It also prevents
slavers from entering places that have formally outlawed the slave trade or the Slaver's Guild in
particular.

Prerequisite: None 4

g— 1
Class Skills (choose two): Barter, Bluff, Forgery, Gamble, Gather Information, Intimidate, Knowledge er- 1
(street or underworld), and Sense Motive. re-' "
' B !

Starting Wealth: 300 coins A A
y, R
. _‘1'1 1
Soldier =4

Soldiers range from professional killers in NEMO and elite tribal warriors to mercenaries for hire o=
and the semi-professional caravan guards that accompany merchants across the Wastes. Soldiering
represents either a certain degree of formal military training, or having lived long enough to learn J

: ' \

how to stay alive in a serious firefight.

Prerequisite: None 'aj

Class Skills (choose two): Hide, Demolitions, Intimidate, Knowledge (tactics), Move Silently, }t:
Navigate, Spot, and Survival, / )

.*_.--—'

Bonus Feat: Select one of the following: Brawl, Combat Martial Arts, Armor Proficiency (light),
or Personal Firearms Proficiency.

Starting Wealth: 100 coins
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Wise Guy

Wise Guy is a generic term for someone who has made his living by being connected to organized crime.
Characters with this occupation have connections in the criminal underworld, but they are also beholden to

the crime syndicate in which they are members - and, more often than not, they are fair game for opposing
crime syndicates.

Prerequisite: Gangster background

Class SKills (choose two): Bluff, Demolitions, Disable Device, Escape Artist, Forgery, Gamble, Gather
Information, Intimidate, Knowledge (civics, occult, street, tactics, or underworld), Listen, Move Silently,
Search, Sense Motive, Sleight of Hand, and Spot.

*  Starting Wealth: 400 coins

| need vour skill
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Section 6: Talent Trees

A character acquires a Talent at 15t level and at every level divisible by 5 thereafter. Additionally, starting at
3rd Jevel 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.

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 Reduction!

Damage Reduction

Advanced Damage Reduction?!

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

55
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Section 6:

Talents

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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Unbreakable

Remain Conscious

Robust

Second Wind

Stamina Robust

w0 - % : Vo oy

Exodus Talent Trees :

The talent trees presented in Exodus d20 differ slightly from those presented in the d20 Modern Core £ 'y

Rulebook in the aspect that they are not class-linked and any character can choose a particular talent as ’

long as he meets the prerequisites of the talent. The entire d20 Core Modern Rulebook class-based " g
B :

talents have been included here for completeness as well as updated to a post-apocalyptic setting where
needed.

Charm

Every now and again a character has to use his innate talent for being charming and captivating to
accomplish his goals.

Charm: When taking this talent, choose a gender (some characters are charming to members of the
opposite gender, others to members of the same gender). The character gets a competence bonus on all
Charisma-based skill checks made to influence members of his chosen gender. The amount of this bonus
is equal to the character’s level.

The character can only charm Overseer controlled NPC characters with attitudes of indifferent or
better. The charm bonus cannot be used against characters that are unfriendly or hostile.

This ability can be taken more than once (at which point it works on the other gender).

Favor: The character has the ability to acquire minor aid from known acquaintances, allies, or

contacts. By making a favor check, the character can gain important information without going through LA
the time and trouble of doing a lot of research. Favors can also be used to acquire the loan of equipment ¥
or documents, or to receive other minor assistance in the course of an adventure. er. |0
A character must spend 1 Karma Point to activate this talent. To make a favor check, roll a d20  AE

and add the character’s level. The Overseer sets the DC based on the scope of the favor being
requested. The DC ranges from 10 for a simple favor to as high as 30 for formidable and highly =
dangerous, expensive, or illegal favors. A character cannot take 10 or 20 on this check, nor can
they retry the check for the same (or virtually the same) favor. Favors should help advance the
plot of an adventure. A favor that would enable a character to avoid an adventure altogether
should always be unavailable to the character, regardless of the result of a favor check.

The Overseer should carefully monitor a character’s use of favors to ensure that this ability is not ﬁj
abused. The success or failure of a mission should not hinge on the use of a favor, and getting a favor
should not replace good role-playing or the use of other skills. Then again, this is the Wasteland, and
a favor can go a long way. The Overseer may disallow any favor deemed to be disruptive to the game.

Prerequisite: Charm. _}f_"

Captivate: The character has the ability to temporarily beguile a target through the use of %% =
words and bearing. The target must have an Intelligence score of 3 or higher to be susceptible
to a captivate attempt, must be within 30 feet of the character, must be flat-footed or not in
combat, and must be able to see, hear, and understand the character.

To captivate a target, the character must use an attack action and make a Charisma check (DC
15), adding his character level as a bonus. If the Charisma check succeeds, the target can try
to resist.
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- The target resists the captivation attempt by making a Will saving throw (DC 10 + character level + character
t ' Cha bonus). If the saving throw fails, the character becomes the target's sole focus. The target pays no
attention to anyone else for 1 round and remains flat-footed. This focusing of the target’s attention allows

other characters to take actions of which the captivated target is unaware. The effect ends immediately if the

target is attacked or threatened.

A character can concentrate to keep a target captivated for additional rounds. The character concentrates all
his effort on the task and the target gets to make a new Will save each round. The effect ends when the
character stops concentrating, or when the target succeeds on the save. This is a Mind-Affecting ability.

Prerequisites: Charm, Favor.,

Alluring Gaze: The character can seduce an unknowing NPC that he encounters in a non-combat
1 situation with suggestive gestures and motions on a successful Charisma check. This action counts as a

full-round action and is an opposed roll (d20 + character’s level + character’s Cha vs. target's Sense
Motive + target’s level). If the character is the opposite sex of the target he receives a +2 circumstance
bonus on the check. If the opposed check is successful the target is friendly or if the same sex indifferent,
and considerer allured. The target pays no attention to anyone else for the number of rounds equal to the
alluring character's level and remains flat-footed. This focusing of the target’s attention allows other
characters to take actions of which the allured target is unaware. The effect ends immediately if the

target is attacked or threatened.

=1 .

Prerequisites: Charm, Favor, Captivate.

{ ,1 The character has an innate talent to ignore a set amount of physical damage (but not damage from
l ] | environmental effects such as radiation or starvation). Before the character can select a talent from this
L

Lﬁ Damage Reduction
|

tree they must have previously selected at least one talent from either of the Energy Resistance or
Unbreakable Talent Trees.

Thick Skin (DR 1): The character gains a PDR 1 or increases his existing PDR by +1.

AU o

i i 4 Prerequisite: One talent from either of the Energy Resistance or Unbreakable Talent Trees.
g
% t:_k" Iron Skin (DR 2): The character gains a PDR 2 or increases his existing PDR by +1.

1| A
J. Jr] o Prerequisites: Thick Skin and one other talent from either the Energy Resistance Talent Tree or
‘g the Unbreakable Talent Tree.

i
l . "“E Stone SKin (DR 3): The character gains a PDR 3 or increases his existing PDR by +1.
o ——
—

iy Prerequisites: Thick Skin, Iron Skin, and one other talent from either the Energy Resistance
{ Talent Tree or the Unbreakable Talent Tree.

5 Defensive

The character has improved their overall defense by practice at avoiding attacks that could cause
them bodily harm.

Evasion: If the character is exposed to any effect that normally allows a character to attempt a
Reflex saving throw for half damage, the character suffers no damage if he makes a successful
saving throw. Evasion can only be used when wearing light armor or no armor.

Uncanny Dodge 1: The character retains his Dexterity bonus to Defense regardless of being
caught flat-footed or struck by a hidden attacker (the character still loses his Dexterity bonus to
Defense if the hero is immobilized).

Prerequisite: Evasion.
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Uncanny Dodge 2: The character can no longer be flanked and can react to opponents on opposite sides of
him as easily as he can react to a single attacker.

Prerequisites: Evasion, Uncanny Dodge 1.

Defensive Roll: The character can roll with a potentially lethal attack to take less damage from it. When the
character would be reduced to 0 hit points or less by damage in combat from a physical attack, the character
can attempt to roll with the damage.

throw (DC = damage dealt). If the save succeeds, he takes only half damage. The character must be able to
react to the attack to execute a defensive roll—if the hero is immobilized, he cannot use this talent. Since
this effect would not normally allow a character to make a Reflex save for half damage, the Evasion

A character spends 1 Karma Point to use this talent. Once the point is spent, the hero makes a Reflex saving ’
talent does not apply to the defensive roll. 1§

Prerequisites: Evasion, Uncanny Dodge 1.

Opportunist: The character can spend 1 Karma Point to use this talent. Once this point is spent the hero
can make an attack of opportunity against an opponent who has just been struck for damage in melee by
another character. This attack counts as the character’s attack of opportunity for that round. Even a
character with the Combat Reflexes feat cannot use this talent more than once per round.

Prerequisite: Evasion.
-

K,

e

Empathy: The character has a knack for being sensitive to the feelings and thoughts of others even if _
they are not communicated explicitly manner. Empathy provides a bonus on checks involving | ( !
interaction skills (Bluff, Diplomacy, Handle Animal, Intimidate, Perform, and Sense Motive), provided > ..
the character spends at least 1 minute observing his target prior to making the skill check. The bonus is A
equal to the character’s level.

Empathic

A few characters possess a great capacity for empathy as one of their innate talents.

'\ﬂ— 1
Improved Aid Another: The character’s bonus on attempts to aid another increases by +1 on a ,[‘r'r" 15
successful Aid Another check. This talent can be selected multiple times, each time increasing the 45 3
bonus by +1. ,.LL 'L‘J
- et 1
Prerequisite: Empathy. :‘.1 t L
Intuition: The character has an innate ability to sense trouble in the air. A number of times per L
day equal to the character's level he can make a Will saving throw (DC 15). On a successful save, * =<4 1
the character gets either a positive or negative feeling about his immediate circumstances based T
on the Overseer’s judgment of the situation. par==

]
.. -
Prerequisite: Empathy. J‘i‘t ‘

Energy Resistance e
This character is particularly resistant to certain kinds of deadly energy effects. These talents | :

can be selected in any order.

Acid Resistance: The character ignores an amount of acid damage equal to his Constitution ﬁ
modifier. : -

Cold Resistance: The character ignores an amount of cold damage equal to his Constitution
modifier.

Electricity Resistance: The character ignores an amount of electricity i
damage equal to his Constitution modifier.
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L Fire Resistance: The character ignores an amount of fire damage equal to his Constitution modifier.

Radiation Resistance: The character ignores an amount of Radiation damage equal to his Constitution
modifier x100 in Rad units (see Radiation effects in Chapter 5).

Sonic Resistance: The character ignores an amount of sonic damage equal to his Constitution modifier.

Extreme Effort

B The character can push himself to the extreme. The effort must relate either to a Strength check or a
Strength-based skill check, and the character must decide to use this ability before making the check.

Extreme Effort: The effort requires a full-round action and provides a +2 bonus on the check.

Improved Extreme Effort: The effort requires a full-round action and provides a +2 bonus that stacks
with the bonus provided by extreme effort (+4 total).

Prerequisite: Extreme Effort.

Advanced Extreme Effort: The effort requires a full-round action and provides a +2 bonus that stacks
with the bonuses provided by extreme effort and improved extreme effort (+6 total).

Prerequisites: Extreme Effort, Improved Extreme Effort.

Fast-Talk

Some characters have an innate talent for bending the truth or dazzling others with a combination of
words, mannerisms, and charm.

l | | Fast-Talk: The character has a way with words when attempting to con and deceive. With this talent,
T - he applies his character level as a competence bonus on any Bluff, Diplomacy, or Gamble checks that
¥ the hero makes while attempting to lie, cheat, or otherwise bend the truth.
+  Dazzle: The character has the ability to dazzle a target through sheer force of personality, a winning
{ i L smile, and fast-talking during combat. The target must have an Intelligence score of 3 or higher to be
4|

L susceptible to a dazzle attempt, must be within 30 feet of the character, and must be able to see,
—1
tr_.} i hear, and understand the character.

Ly
l J i ,.E To dazzle a target, the character must use an attack action and make a Charisma check (DC 15),
[ (FT  adding his character level as a bonus. If the Charisma check succeeds, the target can try to

& "'i-:% resist.
l The target resists the dazzle attempt by making a Will saving throw (DC 10 + character’s level +
A character’s Cha bonus). If the save fails, the target receives a -1 penalty on attack rolls, ability

_ ﬁg checks, skill checks, and saving throws for a number of rounds equal to the character’s level.
‘ 'f”

This talent can be selected multiple times, each time compounding the dazzled penalty by -1. This
is a Mind-Affecting ability.

,T__rf Prerequisite: Fast-Talk.

| Smooth Talker: The character has perfected the subtle art of manipulation and only the most
experienced adversaries are immune to his technique. When attempting a Bluff or Diplomacy
check against an NPC who has 4 or fewer Hit Dice than the character, the character may choose
to spend at least 5 minutes in conversation with that NPC in order to “take 20” rather than

rolling.

Prerequisite: Fast-Talk
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Silver Tongue: The character knows how to learn from his mistakes and smooth over a tough situation
when trying to negotiate. When the character fails a Diplomacy check, he may make a second Diplomacy
check at -4 to amend the failed action. This talent may only be used once per failed Diplomacy check.

Prerequisites: Fast-Talk, Smooth Talker

Taunt: The character has the ability to temporarily rattle a target through the use of insults and goading.
The target must have an Intelligence score of 3 or higher to be susceptible to a taunt, must be within 30 feet
of the character, and must be able to hear and understand the character.

To taunt a target, the character must use an attack action and make a Charisma check (DC 15), adding his
character level as a bonus. If the Charisma check succeeds, the target can try to resist.

The target resists the taunt by making a Will saving throw (DC 10 + character’s level + character’s Cha
bonus). If the save fails, the target becomes dazed (unable to act, but can defend normally) for 1 round.

A taunt can be performed against an opponent any number of times. This is a Mind-Affecting ability.

Prerequisites: Fast-Talk, Dazzle.

Gunslinger

The Wasteland is a dangerous place and the character often finds himself having to exchange lead with
raiders or to exterminate a nest of creatures.

Gunslinger: Firearms are second nature for the character and he receives a +1 attack bonus with guns
usable with the personal firearm feat.

Pistoleer: The character has perfected his shot and become exceedingly precise with a firearm. The
character ignores two points of Damage Reduction from his target’s armor (PDR).

Prerequisite: Gunslinger
Machine Gun Johnny: The character receives the Advanced Firearms Proficiency feat.

LA
'\ﬁ— 1
Prerequisites: Pistoleer p S
! L 15

Hand to Hand AL

The character knows how to fight when he is only got his own body available, and that will go a
long way in the Wasteland whether he has had formal training or not.

Strong Attack: The character has learned how to throw a punch or kick that will rattle his
opponent's teeth, His unarmed attacks deal 1d6 points of lethal or non-lethal damage.

Prerequisites: Strength 13, Brawl <

Hammer Attack: The character swings his fist or a leg in a hammer-like motion that deals 1d8 -?j
points of lethal or non-lethal damage. ==

Prerequisites: Strength 15, Brawl, Strong Attack }f_

Haymaker Attack: Also known as a 'knock-out punch or sweet chin music', the character
winds up and deliver a powerful attack that deals 1d10 points of lethal or non-lethal damage.

Prerequisites: Strength 17, Brawl, Strong Attack, Hammer Attack

Fisticuffs: The character knows how to carry himself in a bare-knuckle brawl. He receives a
+1 attack bonus when making unarmed attacks, or with simple weapons that fit over the
hands such as boxing gloves or brass knuckles.
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- Pugilist: The character has learned how to hit where it will hurt the most. His threat range when using

A in »  unarmed attacks or simple weapons designed to augment unarmed attacks increases in range by one (20
g © become 19-20, 19-20 becomes 18-20, and so on.)

Prerequisite: Fisticuffs

Healing

The character has learned how to patch up himself and his companions.

Healing Knack: The character has a knack for the healing arts. The character receives a +2 bonus on all
Treat Injury skill checks.

Healing Touch 1: The character’s ability to restore damage with a medical kit or perform surgery
with a surgery Kit increases by +2 hit points.

Prerequisite: Healing Knack.

Healing Touch 2: The character’s ability to restore damage with a medical kit or perform surgery with a
~surgery kit increases by +2 hit points, which stacks with healing touch 1 for a total of +4 hit points.

Prerequisites: Healing Knack, Healing touch 1.

Field Medic: The character has refined his healing capabilities to the point where he can get a
wounded comrade back on her feet in the midst of combat. He may make a Treat Injury check to restore
1d4 points of damage to a comrade who is at 0 or fewer hit points,

Prerequisites: Healing Knack, Healing Touch 1, Healing Touch 2.

Ignore Hardness

The character has a talent for finding weaknesses in objects. This allows the character to ignore some of
an object’s hardness when making a melee attack against it.

Ignore Hardness: The character ignores 2 points of an object’s hardness.

1 Improved Ignore Hardness: The character ignores 2 additional points of an object’s hardness
l JlJr] ‘L (for a total of 4).

JJ!""' Prerequisite: Ignore Hardness.

le

“g Prerequisites: Ignore Hardness, Improved Ignore Hardness.

t{" Increased Speed

The character has learned that quick people survive more often than slower ones and has
rﬂ trained to increase his agility.

Advanced Ignore Hardness: The character ignores 2 additional points of an object’s
hardness (for a total of 6).

Increased Speed: The character's base speed increases by 5 feet.

Improved Increased Speed: The character’s base speed increases by 5 feet. This talent
stacks with Increased Speed (10 feet total).
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Advanced Increased Speed: The character’'s base speed increases by 5 feet. This talent stacks with
Increased Speed and Improved Increased Speed (15 feet total).

Prerequisites: Increased Speed, Improved Increased Speed.

Insightful

The character has learned to focus on subtle clues in his environment to get a better judge of his
surrcundings.

Skill Emphasis: The character chooses a single skill to receive a +3 bonus on all skill checks with. This

bonus does not allow the character to make checks for a trained-only skill if the character has no ranks in
the skill.

Aware: The character is intuitively aware of his surroundings. The character adds his base Will saving
throw bonus to Listen or Spot checks to avoid surprise.

Prerequisite: Skill Emphasis (Spot or Listen).

Faith: The character has a great deal of faith in something whether it is himself, a higher power, or both.
This unswerving belief allows the character to add his Wisdom modifier to the die roll whenever the
character spends 1 Karma Point to improve the result of an attack roll, skill check, saving throw, or
ability check.

Prerequisite: Skill Emphasis (Knowledge: philosophy and theology).

[
Cool Under Pressure: The character selects a number of skills equal to 3 + the character’s Wisdom ﬁ-l
modifier. When making a check with one of these skills, the character can take 10 even when distracted or |, ¢
under duress.

Prerequisite: Skill Emphasis (any) plus either Faith or Aware. ._
. -
Leadership i
The character has a knack for taking charge and inspiriting others. J'_,f'r‘fj P
Coordinate: The character can spend a full round directing his allies to make a Charisma check ,.LL i:j
(DC 10). If successful the character provides any of his allies within 30 feet a +1 tactical =
bonus on their attack rolls and skill checks. The bonus lasts for a number of rounds T1%75
equal to the character’s Charisma modifier. The character can coordinate a number of 1" =
allies equal to one-half his character level, rounded down (to a minimum of one o 1
ally). .
Inspiration: The character can inspire his allies, bolstering them and improving their "iif
chances of success. An ally must listen to and observe the character for a full round for
the inspiration to take hold, and the character must make a successful -f-:i, \
Charisma check (DC 10). The effect lasts for a number of rounds equal to _T; g
the character’s Charisma modifier. &

An inspired ally gains a +2 morale bonus on saving throws, attack rolls, | 2
and damage rolls. ' \

A character cannot inspire himself. The character can inspire a number of f i

allies equal to one-half his character level, rounded down (to a minimum " 7
i

e :

of one ally).

L

Prerequisite: Coordinate, ¥




Section 6: Talents

- Greater Inspiration: The character can inspire his allies to even greater heights, bolstering them and
__ ' improving their chances of success. An ally must listen to and observe the character for a full round for the
gl greater inspiration to take hold, and the character must make a Charisma check (DC 10). The effect lasts for a
number of rounds equal to the character’s Charisma modifier.

An inspired ally gains an additional +1 morale bonus on saving throws, attack rolls, and damage rolls, which
stacks with the bonus from inspiration for a total of a +3 morale bonus.

A character cannot inspire himself. The character can inspire a number of allies equal to one-half his
Charismatic level, rounded down (to a minimum of one ally).

Prerequisites: Coordinate, Inspiration.

=1 .

. Martial Arts

More organized styles of fighting are known as Martial Arts, and a character who has learned them will be
respected as much as he is feared by those who know his reputation. The character’s martial arts
_ unarmed attacks count as armed, which means that opponents do not get attacks of opportunity when the
character attacks them unarmed. The character may make attacks of opportunity against opponents who

Swg. provoke such attacks.

Karate: The character’s hands and feet are quick and he can throw quick strikes at his opponent that
deal 1d6 points of lethal or non-lethal damage. This talent may be taken a second time for 1d8 points of
damage and a third time for 1d10 points of damage.

Prerequisites: Dexterity 13, Defensive Martial Arts

Judo: The character has mastered the art of the grapple, gaining a +4 bonus to grapple attacks and
escape artist attempts. Danielson, you are now ready to take on Sumo.

Prerequisites: Dexterity 15, Defensive Martial Arts, Karate

’ Kendo: The character has mastered the art of the Martial Art weapon. When using a spear, staff or
Tj sword the character gains a +1 bonus to hit and damage, the weapon critical threat modifier increases by
1 point (20 becomes 19-20, 19-20 becomes 18-20, and so on), and the character gains a defense
bonus of +1 when wielding the weapon with two hands.

J.'- JT] | Prerequisites: Dexterity 17, Defensive Martial Arts, Karate, Judo
4ot

ff-!‘-"‘.‘
%=~ Melee Smash

The character has learned that brute strength is not the only way to deal some extra damage.

Melee Smash: The character receives a +1 bonus on melee damage.

‘ ' |L Improved Melee Smash: The character receives an additional +1 bonus on melee damage (+2
Ea total).

i - Prerequisite: Melee Smash.

| Advanced Melee Smash: The character receives an additional +1 bonus on melee damage
(+3 total).

Prerequisites: Melee Smash, Improved Melee Smash.
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Mr. Handy

Who needs a repair manual? When it comes to fixing thing, those RoboCore sentry robots don't have
anything on you.

Mechanic: With the rusted remains of vehicles and other broken mechanical devices commonplace, it is
inevitable that some characters will tinker. These characters have above-average mechanical aptitude and
receive a bonus to Repair checks equal to the character’s level.

Mr. Goodwrench: The character is exceptionally skilled at fixing things as quickly as possible, even under
adverse conditions. When making a Repair check the character can take 10 even when distracted or under
duress.

Prerequisite: Mechanic

Quicker than the Eye

Disappearing in a mob or from a scene of a crime is helpful to those that need to. Now you see me, now you
don’t. You are the Master of Disguise and a Trickster.

Matchstick Man: The character can use the Perform skill to distract opponents, leaving them
vulnerable to further trickery. He can make a Perform skill check (performance skills that require
instruments or props still require those accouterments) to dazzle a single target that is not currently
engaged in combat. A successful check means the target gets a penalty equal to the character’s level to [
any Spot check rolls against the character for a number of rounds equal to the character’s level, -

Magician: The character has mastered magic tricks, like making a coin or other small object disappear.
He receives a bonus to Bluff and Sleight of Hand skill checks equal to the character’'s level when
performing Sleight of Hand tricks.

Quick Disguise: The character has mastered the arts of disappearing quickly into a crowd and
improvising disguises. When making a Disguise or Hide check, the character can take 10—even when
distracted or under duress.

LA
F— 1
Prerequisite: Matchstick Man LJT‘F 3

Research

This character has a natural aptitude for studying and fact-finding. These talents can be selected
in any order.

Savant: Select one of the skills listed in the following paragraph. The character must have ranks
in the skill if it is Trained Only. The character gets to add a bonus equal to his level when making *;""
checks with that skill. A character can take this talent multiple times; each time it applies to a &
different skill. a‘:i!

Computer Use, Craft (any single skill), Decipher Script, Demolitions, Disable Device, Forgery, .{:
Investigate, Knowledge (any single skill), Navigate, Repair, Research, Search. }t_"f_

Linguist: With this talent, the character becomes a master linguist. Whenever the character 4‘_‘_._...—-
encounters a new language, either spoken or written, that he does not know the character can
make an Intelligence check to determine if he can understand it. The check is made with a
bonus equal to the character’s level. For a written language, the bonus applies to a Decipher

Script check instead.

The DC for the check depends on the situation: DC 15 if the language is in the same group as a
language the character has as a Read/Write Language or Speak Language skill; DC 20
if the language is unrelated to any other languages the character knows; and
DC 25 if the language is ancient or unique. With this special ability, a
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- character can glean enough meaning from a conversation or document to ascertain the basic message, but
A this ability in no way simulates actually being able to converse or fluently read and write in a given language.

A single check covers roughly one minute of a spoken language or one page of a written language.

Prerequisite: At least 1 rank in either Read/Write Language or Speak Language for each of three different
languages.

2. Scientist

* With so much pre-War technology lying around, contrasted by the relatively small number of people who

know how to use it, those who follow their curiosity and pursue cerebral knowledge can find themselves
in demand.

4

Chemist: The character understands the chemical properties of elements and compounds, and how best
to combine them for a certain effect. He receives a +2 bonus to all Craft (Chemical) checks.

Prerequisite: Intelligence 15

Mr. Bunsen Burner: The character has refined the art of chemical creation to the point where he can
e, create substances with ease. He receives a +3 bonus (for a total of +5) to all Craft (Chemical) checks.

Prerequisites: Intelligence 15, Chemist.

The Wasteland is a dangerous place and the character often finds himself having to grab a blade, club, or
chair to protect himself with if firearms are unavailable or unfeasible.

Blades: The character knows how to use bladed weapons in combat, whether a dull knife or an
oriental sword. He deals an additional +1d4 point of damage when fighting with bladed weapons.

Improvised Weapon: The character can use his environment as a weapon—chair legs become clubs,
broken Toxicola bottles become knives, and pieces of metal become shivs. The character can improvise
ﬂk“ a weapon out of nearly anything, creating a small, simple melee weapon that does damage of an
t:._} appropriate type (see Improvised Weapons in Chapter 4) and threatens a critical hit on a 20.
J|_ 4 Additionally, the character does not suffer the normal -4 penalty to attacks with these improvised

i

]
weapons.

- -q*(f

4

Stealth

Fd Discretion can often be the better part of valor, and many characters have learned that sneaking
' around can often yield better results than barging in guns blazing.
‘

receives a +2 bonus to Pick Locks and Disable Device rolls involving mechanical, non-electronic
T locks.

1

. The Shadow: The character does not just blend into the shadows, he becomes part of them. He
"'""Ff receives a bonus on Hide skill checks equal to his character level.

i-ﬁ Locksmith: With the proper tools and a dose of knowledge, any lock can be foiled. The character

Prerequisites: Dexterity 15
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Whisper on the Wind: The character makes little to no noise and receives a bonus on Move Silently skill
checks equal to his character level.

Prerequisites: Dexterity 15

Exploit Flaw: The character has been in enough scrapes to know which parts of his enemies are the
weakest and how to take advantage of that when he has the upper hand. When flanking an opponent (as
detailed in Chapter 5), the character adds an additional 1d6 points of damage on each successful melee 4 i -
attack against that opponent.

|

Prerequisites: The Shadow, Whisper on the Wind.

Improved Exploit Flaw: The character is even better at exploiting advantages in melee combat.
When flanking an opponent (as detailed in Chapter 5), the character adds an additional 1d6 (for a total
of 2d6) points of damage with each successful melee attack against his opponent.

Prerequisites: Exploit Flaw, The Shadow, Whisper on the Wind.

Strategy

The character has the brainpower to see solutions for most situations. These talents can be selected in
any order, but before the character can select a talent from this tree he must have previously selected
at least one talent from the Research Talent Tree.

Exploit Weakness: After 1 round of combat, the character can designate one opponent and try to find
ways to gain an advantage by using brains over brawn. The character uses a move action and makes an
Intelligence check (DC 15) with a bonus equal to his character level. If the check succeeds, for the rest of |
the combat the character uses his Intelligence bonus instead of either Strength or Dexterity bonus on |
attack rolls. The character then finds ways to out-think his opponent and notices weaknesses in his
opponent’s fighting style.

Prerequisite: One talent from the Research Talent Tree.

Plan: Prior to an encounter the character can develop a plan of action to handle the situation. Using this
talent requires preparation; a character cannot use this talent when surprised or otherwise
unprepared for a particular situation. Creating a plan requires 1 minute.  AE I

After creating the plan the character makes an Intelligence check (DC 10) with a bonus equal to
his character level. The result of the check provides the character and allies with a circumstance
bonus. A character cannot take 10 or 20 when making this check.

This bonus can be applied to all skill checks and attack rolls made by the character and his allies,

but the bonus only lasts for the first 3 rounds after making Check Result Bonus

th_e plan. Aftfsr that time, reduce_ t_he bonus by 1 pm_nt (tp 2 179 or lower +0 [check failed) ¢
minimum of +0) for every additional round the situation 5772 1 o
continues, as the vagaries of circumstance begin to unravel [t 5% 12 'a_:i!
even the best-laid plans. 25 or higher 13 ;

Prerequisite: One talent from the Research Talent Tree. b+

Trick: The character has the ability to temporarily confuse a target through the use of ploy and
deception. The target must have an Intelligence score of 3 or higher to be susceptible to a trick,
must be within 30 feet of the character, and must be able to hear and understand the 'f—"
character.

To trick a target, the character must use a full-round action and make an Intelligence check
(DC 15), adding his character level as a bonus. If the Intelligence check succeeds, the target
can try to think quickly and ignore the trick.
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- The target resists the trick by making a Will saving throw (DC 10 + character’s level + character’s Int bonus).
If the saving throw fails, the target becomes dazed (unable to act, but can defend normally) for 1 round.

A trick can only be used against a particular target once per encounter. After the first trick in an encounter,
whether the attempt succeeds or not, that target becomes wary and immune to such ploys. This is a Mind-
Affecting ability.

Prerequisite: One talent from the Research Talent Tree.

Wandering the Wasteland is not just a job - it is a way of life. Some characters can find paths, water, or
food in places where others would become just another exposure casualty.

Skilled Hunter: The character knows exactly what animals and plants in the Wasteland are edible, and
how to catch them. Rats may not taste like much, but they can keep you alive. The character can make a
Survival check (DC 12) to find and prepare enough food and drinkable water for himself for one day. For
each +3 that the check succeeds by, the character can provide enough additional food and water for one
| additional character.

Dowsing Rod: The character has an uncanny ability to find sources of water in the Wastes; though,
whether or not the water will be clean enough to drink is not guaranteed. He can make a Survival
check (DC 15) to locate an outdoors or underground source of natural water.

Camouflage: The character has learned the particulars of Wasteland terrain enough to blend in with
ease. When in the Wasteland (away from settlements), the character may substitute his Survival skill for
his Hide skill when making any Hide skill checks.

Beast Soother: The character has dealt with enough animals, whether mutated or not, to know how to
calm them down. He may make a Handle Animal check (DC 20) to change a non-intelligent (Int 2 or
lower) hostile creature's attitude to neutral. This ability does not work on vermin.

Prerequisites: Any two other Survival Boy talents.

Ambush Bug: The character knows exactly how to set- and avoid -ambushes. When he sets an
ambush, the target receives a -4 penalty on all Spot skill checks to avoid noticing it; likewise, the
Character receives a +4 bonus on all Spot rolls to avoid an ambush set by someone else.,

Prerequisites: Any two other Survival Boy talents.

Pathfinder: The character knows the Wasteland like the back of his hand. He receives a
bonus equal to his character level on all Survival checks related to his rate of travel in the
Wastes thanks to his skill at locating paths and shortcuts unknown even to the local fauna.

t:.q Unbreakable

L ﬁ Characters with these talents are particularly resilient and tough.

g

L —rffl Remain Conscious: The character gains the ability to continue to perform actions when he
1 would otherwise be considered unconscious and dying. When the character’s hit points reach -
1, the character can perform as though he were disabled, making either an attack action or a
move action every round until the character reaches -10 hit points (and dies) or the character’s
hit points return to 1 or higher. The character can choose to succumb to unconsciousness if he
thinks that doing so might prevent him from taking more damage.

Robust: The character becomes especially robust, gaining a number of hit points equal to his
character level as soon as he selects this talent. Thereafter, the character gains +1 additional
- hit point with each level he gains.
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Second Wind: The character can spend 1 Karma Point to gain a second wind as a free action. When the
character does this, he recovers a number of hit points equal to his Constitution modifier. This talent does not
increase the character’s hit points beyond the character’s full normal total.

Stamina: The character recovers twice as fast as normal. He recovers 2 hit points per character level per
evening of rest, 2 points of temporary ability damage per evening of rest, and awakens in half the normal time
after being knocked unconscious,

Section 7: Reputation

Characters in the Exodus World gain reputation through their actions, good and bad. Every actions has a
consequence, and a character’s Reputation is the measure of these consequences. Reputation is
measured in percentiles (d%) with a maximum of 100% in two categories, Fame and Infamy. Each major
region, city, faction, organization, and race (sentient non- or sub-human races) possesses a category of
reputation, each with a fame and infamy category. Ultimately it is up to the Overseer to decide how
detailed he wants to make reputation,

Fame

Fame is the accomplishments and deeds done in HEIE . . _ Point Awarded
the name of good to better life in the Wasteland, | Successful Mission with moderate | +1%

whether it is done knowingly or accidentally. ;asualn?slor p{dt?pe_rty dam?f}? . =
The Overseer awards fame points when a —— T TiOr | $2%
character successfully completes a goal or CAsuAlileS Or RO pUTLY A e
. ’ ) ) Successful Mission with no casualties or | +3%
mission. property damage
Negotiating a peace treaty +1%
Eradicating a faction! +3%
Infa my 1 The character gains the same amount of fame in infamy points from the
i\ G surviving faction members and parent organization. !
Infamy is earned by several means similar to LJT‘ ]\
R s gvs SR e TR "
through negative actions toward the good fa“ o 't Awarded
. . ; . m
or innocent folk of the Wastes, betrayals, e — 2
. . o 5 Betrayal of a client/organization! +5%
and devastating failure of a mission. e :
Catastrophic Mission Failure +3%
Special Note: Infamy in the same category | Killing an innocent bystander +1%
of fame decreases the fame score by % of | Eradicating a faction? +3%
the infamy pOiI’]tS earned [I‘OUI’ld down to a 1 The character gains the same amount of fame as infamy points earned from opposing
organizations of the faction.

minimum of 1).

Example Reputation Categories:

A Wasteland Settlement (a particular settlement or area) Raiders (a particular group or area)
Crime Syndicate (a particular syndicate) San Francisco (The Chi)

Desert Rangers Slaver’s Guild

Steel Disciples The Children of the Apocalypse
Ghils The Savior's Army

Trans-Genetic Mutants Tribals (a particular tribe or area)
NEMO (New Era of Mexican Order) Union/Unity
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My, Cuaarrer 11
SKILLS

Skills are as valuable in the Wasteland as money was before the Great War. A good set of skills are required
in the Wasteland if you wish to survive the harsh climates that make up the new world—not to mention evils

of men and mutants. Skills can be used to get out of trouble, recall lore, repair things, perform physical
activities, and much more.

Skill Basics

Getting SKills

At each level, a character gets skill points that are used to buy skill ranks (unless the character has a
negative skill point modifier which results in 0 or below). The character’s class and Intelligence modifier
determine the number of points received.

If the character buys a class skill, he gets 1 rank in the skill for each skill point spent. If the character

buys a cross-class skill, he gets %4 rank per skill point. The maximum rank in a class skill is equal to

character level +3; however, there is an exception to the TAG skills the character chooses, in which case,
they are equal to character level +5. The maximum rank in a cross-class skill is one-half of this number.

Using Skills
i To make a skill check, roll: 1d20 + skill modifier
i
l ! (Skill modifier = skill ranks + ability modifier + miscellaneous modifiers)

Skill RankKs: A character’s rank in a skill is based on the number of skill points the character has
invested in the skill. Some skills can be used even if the character has no ranks in the skill; doing this
is known as making an untrained skill check.

iy
B
R

Ability Modifier: The ability modifier used in the skill check is the modifier for the skill’s key ability
L (the ability associated with the skill's use). The key ability of a skill is noted in its Description.

!  maft g - : ‘ —— ;
JI_ i Miscellaneous Modifiers: Miscellaneous modifiers include bonuses provided by feats and
l = = class features, and penalties such as the ones associated with the non-proficient use of armor,
i jjﬁ‘ among others.
1':'—-1-'- Ranks indicate how much training or experience a character has with a given skill. Each skill
has a number of ranks, from 0 (for a

j skill in which a character has no [Dkkaal SRl

Acquiring Skill Ranks

| training at all) to 23 (for a 20th-level Class 1st Level Skill Points :)[igher Level Skill
{ f character who has increased a class . - Ll :
L= . - i Aggressive | (2 + Int modifier) x4 2 + Int modifier
! Skl 'to It el rank).  Fag Defensive | (4 + Int modifier) x4 4 + Int modifier
'"l“ff skills, however, can max out at Custom (varies + Int modifier) x4 X + Int modifier

Y 25. When making a skill check, a
character adds his skill ranks to the roll as part of the skill modifier.

The rules assume that a character can always find a way to learn any skill. Still, the Overseer
can impose limits depending on circumstances and a given situation.,

Skill Checks
Unlike with attack rolls and saving throws, a natural roll of 20 on the d20 is not an automatic
success when making a skill check and a natural roll of 1 is not an automatic
b failure.
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Difficulty Class | Difficulty Class Examples
Some checks are made against  [uiiitatliag (28] Example (Skill Used) ) &
a Difficulty Class (DC). The DC | Very easy (0) Notice something large in plain sight (Spot)
is a number set by the | Easy(5) Climb a knotted rope (Climb)
Overseer (using the skill rules | Average (10) Hear an approaching security guard (Listen)
as a guideline) that a | Tough(15) Disarm an explosive (Demolitions)
character must attain to | Challenging (20) Swim against a strong current (Swim)
succeed. Formidable (25) Fix a broken firearm (Repair)

Heroic (30) Leap across a 30-foot chasm (Jump)
Opposed Checks Convince the city guards that you're a citizen even though
Some skill checks are opposed | Super Heroic (35) you are not wearing an citizen’s ID badge and are not on
checks. They are made against their list, they should let you into the city (Bluff)
a randomized number— | Nearly  Impossible | Hack into a Military Al computer to shut down defensive
usually another character’s (40+) operations (Computer Use)

skill check result.

For ties on opposed checks, the ObD o _ g
character with the higher key ability ["sheak up on someone Move Silently Listen |
score wins. If those scores are the same, | Con someone Bluff Sense Motive 2
roll again. Hide from someone Hide Spot
Trvi ; Win a Bison hauler race Drive Drive

rying Agam_ . Pretend to be someone else Disguise Spot
If a character fails on a skill check, he can |13 key chain Sleight of Hand | Spot

sometimes try again. Check the skill
Description to find out if, and under what circumstances, a character may try again. Many skills, '
however, have natural consequences for failing that must be taken into account. Some skills cannot be F.‘l
tried again once a check has failed for a particular task. it

If the use of a skill carries no penalty for failure, a character can take 20 and assume that he keeps !1 ( -
-

trying until he eventually succeeds. {4
Untrained Skill Checks -
Generally, if a character attempts to use a skill in which he does not have any ranks, the character makes r;r |

a skill check as described. The character’s skill modifier does not include skill ranks because the | 7 15
character does not have any. The character does get other modifiers, though, such as the ability r:‘j ¥
modifier for the skill’s key ability. 'kL 1

Some skills can be used only if the character is trained in the skill. :—;F - :
Favorable and Unfavorable Conditions =S :

Some situations may make a skill easier or harder to use, resulting in a bonus or penalty to the —_— I

skill modifier or a change to the skill check’s DC.

The Overseer can alter the odds of success in four ways to take into account exceptional 1
circumstances: I
' \

1. Give the skill user a +2 circumstance bonus to represent conditions that improve performance, ; .
such as having the perfect tool for the job, getting help from another character, or working under - Tk
conditions that are significantly better than normal. | L &

2. Give the skill user a -2 circumstance penalty to represent conditions that hamper % \
performance, such as being forced to use improvised tools, or possessing misleading .ﬁ_'
information.

3. Reduce the DC by 2 to represent circumstances that make the task easier, such as having a
friendly audience when making a Perform check, or searching for information on an
extremely well documented topic with a Computer Use check.




4. Increase the DC by 2 to represent circumstances that make the task harder, such as making a Perform
check in front of a hostile audience, or searching for information on a very poorly documented topic with a
Computer Use check.

Conditions that affect a character’s ability to perform the skill change the character’s skill modifier.
Conditions that modify how well the character must perform the skill to succeed change the DC. A bonusona
character’s skill modifier or a reduction in the DC of the check has the same result—they create a better
chance for success. But they represent different circumstances, and sometimes that difference is important.

Time and Skill Checks

Using a skill might take a round, several rounds, or even longer. It might take no time at all. Specific types of
actions define how long activities take to perform within the framework of a combat round (6 seconds)

By and how movement is treated with respect to the activity. See the skill Description for specifics on how

long a skill takes to use.

In general, using a skill that requires concentration while in close combat is dangerous. Nearby opponents
can make attacks of opportunity against a character when he lets his guard down.

i

Tools

- Some skill applications require the use of tools. If tools are needed, the specific items required are
- mentioned in the skill Description. If the character does not have the appropriate tools, he can still
attempt to use the skill, but the character takes a -4 penalty on his check.

A character may be able to put together some impromptu tools to make the check. If the Overseer allows
it, reduce the penalty to -2 (instead of -4) for using impromptu tools. It usually takes some time (several
T : minutes to an hour or more) to collect or create a set of impromptu tools, and it may require a skill check
Lﬁ;. as well.
RN
|
\ l lii  Checks without Rolls
Jﬁ-@ A skill check represents an attempt to accomplish some goal, usually in the face of time pressure or
! distraction. Sometimes, though, a character can use a skill under more favorable conditions and
11- eliminate the luck factor.
%o

!
0 l_ﬂk‘, Automatic Success
% t:._ b When a character has a high enough skill to exceed or meet the DC of a skill check minus 1, then
l Jl‘Jf]I\‘L no skill check roll is needed, as the character automatically succeeds in the task.
; jjé Taking 10
¥ '~ L When a character is not being threatened or distracted, he may choose to take 10 instead of
2 oy v rolling 1d20 for the skill check. Calculate the result as if the character had rolled a 10 (an
"--'i--- average roll on a d20).
Distractions and threats make it impossible for a character to take 10. A character also cannot take
e 10 when using a skill untrained or using a skill without ranks, though the Overseer may allow

J | exceptions for truly routine activities.
. ﬁ' : Taking 20

. —rf,l When a character has plenty of time, is faced with no threats or distractions, and the skill being
1 attempted carries no penalty for failure, a character can take 20 instead of rolling 1d20 for the
skill check. Calculate the result as if the character had rolled a 20. Taking 20 is a solution for
many difficult tasks and takes 20 times longer to perform the skill than listed time in the skill
Description.

Aiding Another
In some situations, characters can cooperate to accomplish a given task. One character is
designated as the leader in the effort, while the others try to aid the character in his efforts. A
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character aids another by making a skill check (DC 10). If the check succeeds, the character’s ally gains a +2
circumstance bonus to apply to his skill check to complete the task.

In many cases, a character’s help will not be beneficial, or only a limited number of characters can help at the
same time. The Overseer limits Aid Another attempts as he sees fit for the conditions.

Skill Synergy
Sometimes, the Overseer may decide that having one skill provides a bonus when a character uses another
skill in certain situations. The character must have at least 5 ranks in the related skill to gain this synergy
bonus, and the Overseer must agree that the two skills can complement each other in the given situation. In
such cases, the character receives a +2 synergy bonus on the skill check.

Ability Checks

Sometimes a character tries to do something to T RN S I | Key Ability
which no specific skill applies. In these cases, | Forcing open ajammed or locked door Strength
the character makes an Ability check: Roll 1d20 | Tying a rope Dexterity
and apply the appropriate ability modifier. The | Holding one’s breath Constitution
Overseer assigns a DC, or sets up an Opposed | Navigating a maze Intelligence
check when two characters are engaged in a | Recognize a stranger you've seen before Wisdom
contest using one ability against another. In | Getting yourself noticed in a crowd Charisma

some cases, a test of one’s ability does not involve luck. When two characters arm wrestle, for example,
the stronger character simply wins. In the case of identical scores, make opposed Strength checks.

Modifier Types and Stacking

A modifier provides a bonus (a positive modifier) or a penalty (a negative [ERMEENNIC Stackable

modifier) to a die roll. Chemical Maybe !
Circumstance Maybe 2
Bonuses with specific descriptors, such as “equipment bonus,” generally do | Competence No
not stack (combine for cumulative effect) with others of the same type. In | Cover No
those cases, only the best bonus of that type applies. Dodge Yes
. Equipment No
There are a few specific bonuses that do stack as denoted on the chart above, [Morale No i
as well as any bonus without a descriptor (such as simply a “+1 bonus”) [Natural Armor | No b
stacks with other bonuses. All penalties stack, regardless of their [ sjze No ;
descriptors. Synergy Yes
1 Some Chemical bonuses stack, see
individual chemical description.
Sk' ll D s t' 2 Circumstance bonuses only stack if the
l escrlp lons circumstances are different then the
Skills are presented in alphabetical order in the following format. Entries [ %" —
that do not apply to a particular skill are omitted in that skill’s Description. T 1
"'.'1:-_
Skill Description Format j

Skill Name (Key Ability) Trained Only; Armor Penalty ]
The skill name line and the line beneath it include the following information:

Key Ability: The abbreviation for the ability whose modifier applies to the skill check. }f_"
Exceptions: Speak Language and Read/Write Language have “None” given as their key ability,
because the use of these skills never requires a check.

Trained Only: If “Trained Only” appears on the line beneath the skill name, a character must f

have at least 1 rank in the skill to use it. If “Trained Only” is omitted, the skill can be used 3 -
untrained. If any particular notes apply to trained or untrained use, they are covered in the g
Special section (see below),
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- Armor Penalty: If “Armor Penalty” appears on the line beneath the skill name, apply the armor penalty for
the armor the character is wearing to checks involving this skill.

Check: What a character can do with a successful skill check, and the check’s DC.

Try Again?: Any conditions that apply to repeated attempts to use the skill for a particular purpose. If this
entry is omitted, the skill check can be tried again without any inherent penalty other than taking additional
time.

Special: Any particular notes that apply, such as whether a character can take 10 or take 20 when using the
skill.

Untrained: Any details about using a skill untrained. If this entry does not appear, it means the skill
works the same even when used untrained; or, that an untrained character cannot make checks with
this skill (true for skills that are designated “Trained Only”).

Time: How much time it takes to make a check with this skill.

Balance (Dex) Armor Penalty
- When you join that traveling circus and walk the tightrope, balance will come in handy. Balance allows
one to maintain his footing on narrow and slick surfaces.

Check: The character can walk on a precarious surface. A successful check lets the character move at half

his speed along the surface as a move [T DC1! Difficult Surface DC
action. A failure indicates that the [ 7_12in. wide 10 Uneven or angled 10

character spends his move action keeping | 2-6in. wide 15 Slippery surface 10
his balance and does not move. A failure | Lessthan 2 in. wide 20
by 5 or more indicates that the character | !Add +5 to the DC if the narrow surface is slippery or angled; add +10 if it is both

falls. The difficulty varies with the [slipperyandangled.
conditions of the surface.

Being Attacked While Balancing
& While balancing, the character is flat-footed (the character loses his Dexterity bonus to Defense, if the
H'LJL character has one), unless the character has 5 or more ranks in Balance. If the character takes
t:—_f s damage, he must make a Balance check again to remain standing.

L)

Ty ;-L Accelerated Movement

‘g~ The character can try to cross a precarious surface more quickly than normal. The character can
q_:; move his full speed, as a move action but the character takes a -5 penalty on his Balance check.
L~ 1 (Moving twice the character’s speed in a round requires two checks, one for each move action.)

The character can attempt to charge across a precarious surface. Charging requires one Balance
check at a -5 penalty for each multiple of the character’s speed (or fraction thereof) that the
character charges.

! :q? Special: A character can take 10 when making a Balance check, but cannot take 20.

2
H

L Time: Balancing while moving one-half the character’s speed is a move action.

i

A character with the Focused feat gets a +2 bonus on all Balance checks.
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darter (Cha)
“I'll trade you my sister for that Super Sledge, some Med Packs, and some Vigoroids!” You can attempt to haggle
down the cost of items or services in the Wasteland or to bargain for a better price when selling goods.

Check: This skill is an opposed Barter vs. Barter skill check. For every 5 points that you beat your target’s
Barter skill check roll, you reduce the buying cost of the item by 10% to a maximum of 50%; or, increase the
selling piece by the same amount based off the original sold value (which is half cost). (Remember that sold
items are sold at half cost, and this does not necessarily mean this is book price).

The Barter skill cannot be used to buy and immediately sell a merchant back his merchandise that was just
purchased to make a profit (a few days must past first). The merchant will buy the merchandise back at a
half cost of his original selling price to the character or characters. After a few days have passed, the
merchant will forget about the character’s purchase.

Example: Weston, a 4t level Defensive character, barters with a merchant. They make opposed Barter skill
checks and Weston beats the merchant’s check by 10. Weston now can buy goods at a 20% discount or sell goods
at a 20% higher price. Weston is selling some brass knuckles (original cost 40, sells at 20, 20 plus 20% equals 24
sell price) and receives 24 coins for the sell.

Special: A character with 5 ranks of Profession (Merchant) gains a +2 Synergy bonus to his Barter skill
checks.

Time: Bartering prices on items takes a full-round action per transaction (or each item).

Bluff (Cha)
“Wholly crap, look over there! There’s a Meatclaw over there eating that woman and her baby!”

Bluffing is the art of deception, whether to mislead a target or to cause a distraction.

Check: A Bluff check is opposed by the target’s Sense Motive check when trying to con or mislead.
Favorable and unfavorable circumstances weigh heavily on the outcome of a bluff. Two
circumstances can work against the character: The bluff is hard to believe, or the action that the bluff
requires the target to take goes against the target’s self-interest, nature, personality, or orders.

If it is important, the Overseer can distinguish between a bluff that fails because the target does not __IIJJT‘F 2
believe it, and one that fails because it asks too much of the target. For instance, if the target gets \ ‘r:r_j
a +10 bonus because the bluff demands something risky of the target, and the target’s Sense | L*_L _
Motive check succeeds by 10 or less, then the target did not so much see through the bluff as :11 :
prove reluctant to go along with it. If the target’s Sense Motive check succeeds by 11 or more, he .1

has seen through the bluff, and would have succeeded in doing so even if it had not placed any .\"‘"ij’f
demand on him (that is, even without the +10 bonus). 1

A successful Bluff check indicates that the target reacts as the character wishes, at least for a short BE
time (usually 1 round or less), or the target believes something that the character wants him to 2

believe. aj‘t h

=

=

A bluff requires interaction between the character and the target. Targets unaware of the character
cannot be bluffed.

; . 3 .. 4 ie Sense Motive
A bluff is not the same thing as a lie. A bluff [ESelidiAnigaipEiehley Modifier

is a quick prevarication intended t0 [“The target wants to believe the character. -5
distract, confuse, or mislead, generally only  [“The bluff is believable and does not affect the | +0
for the short term. A bluff is not intended | target much one way or the other.
to withstand long-term or careful scrutiny, | The bluff is a little hard to believe or puts the | +5
but rather to momentarily deter an action | targetat some kind of risk.
or decision. Bluffs involve attitude and | The bluff is hard to believe or entails a large risk | +10
body language. Bluffs often include lies, | forthe target.

incredible to consider.
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and are not intended to deceive the target for more than a few moments.

<+ Alie, on the other hand, is a simple misrepresentation of the facts. Body language and attitude are not a big
; part of communication. The lie may be very sophisticated and well thought-out, and is intended to deceive a
character at least until he discovers evidence to the contrary. A character should not make a Bluff check
every time he utters a lie.

Feinting in Combat

A character can use the Bluff skill to mislead an opponent in combat so that the opponent cannot dodge the
character’s attack effectively. If the character succeeds, the next attack the character makes against the
target ignores his Dexterity bonus to Defense (if the opponent has one), thus lowering his Defense score.
Using Bluff in this way against a creature of animal intelligence (Int 1 or 2) requires a -8 penalty on the
g . check. Against an non-intelligent creature, feinting is impossible.

Creating a Diversion to Hide
A character can use Bluff to help him hide. A successful Bluff check gives the character the momentary
diversion needed to attempt a Hide check while people are aware of the character. (See the Hide skill.)

Sending a Secret Message

. A character can use Bluff to send and understand secret messages while appearing to be speaking about

F other things. The DC for a basic message is 10. Complex messages or messages trying to communicate
new information have DCs of 15 or 20. Both the sender and the receiver must make the check for the

secret message to be successfully relayed and understood.

Anyone listening in on a secret message can attempt a Sense Motive check (DC equal to the sender’s Bluff
check result). If successful, the eavesdropper realizes that a secret message is contained in the
communication. If the eavesdropper beats the DC by 5 or more, he understands the secret message.

Whether trying to send or intercept a message, a failure by 5 or more points means that one side or the
other misinterprets the message in some fashion.

Fight Dirty

You can use the Bluff skill to fight dirty during melee combat. As a standard action, you can distract one
T adjacent opponent with a successful Fight Dirty skill check. This skill requires a successful attack roll
H“._JL and an opposed Bluff vs. Sense Motive check.

t:_l} i Dirt to the Eye

J JT] | You throw a handful of dirt, gravel, or sand in your opponent's face. This fight dirty maneuver

- ]Jg requires a successful ranged touch attack and an opposed Bluff vs. Sense Motive check. If the
: ’\-:E- attack and Bluff check is successful, your opponent is blinded for three rounds or until he uses a
4 standard action to clear his eyes. This attack does not affect robots.

&

¢ . =
p "'""""“J Low Blow
ﬁq You know when to throw a punch below the belt and make your opponent cry. This fight dirty

i maneuver requires a successful targeted attack (groin) and an opposed Bluff vs. Sense Motive
f | check. If the targeted attack (groin) and Bluff check is successful, your opponent is denied his

:ré Dexterity and suffers a -4 penalty on his Defense for three rounds. This attack does not affect robots
or creatures with no groin to target.

Surprise, Surprise, Surprise!

You can perform an attack with a hidden one-handed weapon as a touch attack. This Fight Dirty
maneuver requires a successful opposed Bluff check vs. the target’s Sense Motive (plus level or
hit dice) check. If the check is successful then the character can make a touch attack against the
target. This Fight Dirty maneuver can only be used once per opponent. This attack does not
affect animals or robots.

.
)
g
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Try Again?: Generally, a failed Bluff check makes the target too suspicious for the character to try another
bluff in the same circumstances. For dirty fighting and feinting in combat, the character may try again freely
as long as the action states no restrictions,

Special: A character can take 10 when making a bluff (except for dirty fighting and feinting in combat), but
cannot take 20.

A character with the Deceptive feat gets a +2 bonus on all Bluff checks.

Time: A bluff takes at least 1 round (and is at least a full-round action) but can take much longer if the
character tries something elaborate. Using Bluff as a dirty fighting maneuver or feint in combat is an attack
action.

Climb (Str) Armor Penalty

Timmy fell down the well; guess it sucks to be him. Should you attempt to rescue Timmy, however, the
Climb skill is the proper way to fish Timmy out (not a rope with a grappling hook through Timmy’s
shoulder). Climb covers any situation that requires a character to climb up or down regardless if it is a
pitfall, steep sand dune, or onto a structure.

Check: With each successful Climb check, the character can advance up, down, or across a slope or a
wall or other steep incline (or even a ceiling with handholds).

A slope is considered to be any incline of less than 60 degrees; a wall is any incline of 60 degrees or
steeper.

I |

A failed Climb check indicates that the character makes no progress, and a check that fails by 5 or more
means that the character falls from whatever height he had already attained (unless the character is
secured with some kind of harness or other equipment).

The DC of the check depends on the conditions of the climb. If the climb is less than 10 feet, reduce 7#_5[-
the DC by 5. =47, b

Since the character cannot move to avoid an attack, he is flat-footed while climbing (the character loses
any Dexterity bonus to Defense).

E

-
i

Any time the character takes damage while climbing, MM Example Wall or Surface or Task

make a Climb check against the DC of the slope or wall. 8 Aslope too steep to WAk Gp. -
Failure means the character falls from his current height 2 0 i ﬁ?ﬁ:efviﬁpz \:f;}l]] at:’;at::_;(éeh]:gcai;sgflftl‘motte g
and sustins theap propriate Ialling damuge, rope. A surface with sizable ledges to hold on to
Accelerated Climbing: A character can try to climb more and stand on, such as a rugged cliff face.
quickly than normal. The character can move his full | 15 Any surface with adequate handholds and
speed, but the character takes a -5 penalty on his Climb footholds (natural or artificial), such as a rough

natural rock surface, a tree, or a chain-link fence,
An unknotted rope. Pulling yourself up when
dangling by your hands.
Making Handholds and Footholds: A character can make | 20 An uneven surface with just a few narrow
handholds and footholds by pounding pitons into a wall. handholds &;?d foatI;\lo]ds, I‘Sfltfcp a8 'ah coalfrse
Doing so takes 1 minute per piton, and one piton is EZi?ge?ar‘;?smg]i] ?oesh(?]iLm HpEWI S dew
needed per 3 feet. As with any surface with handholds — - . ——

4 feothold — — DC of 15. | 25 A rough surface with no real handholds or
a_n .OOt H bs,awa‘ wit pltons %n Ithas a of15. In footholds, such as a brick wall.
similar fashion, a climber with an ice axe or other proper [55

. . . Overhang or ceiling with handholds but no
implement can cut handholds or footholds in an ice wall. footholds.

check. (Moving twice the character’s speed in a round
requires two checks, one for each move action.)

— A perfectly smooth, flat, vertical surface can't be
climbed.

-10* | Climbing inside an air duct or other location
where one can brace against two opposite walls

Catching Yourself When Falling: It is practically
impossible for a character to catch himself on a wall
while falling. Make a Climb check (DC equal to wall's DC

+ 20) to do so. A slope is relatively easier to catch onto (reduces normal DC by 10).

(DC equal to slope’s DC + 10). -5* | Climbing a corner where a character can brace
against perpendicular walls (reduces normal DC
by 5).

+5* Surface is slippery (increases normal DC by 5).
T *These modifiers are cumulative; use any that apply.

— ‘9! 2 #
'_‘,-' ¥ 4

-
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. Special: Someone using a rope can haul a character upward (or lower the character) by means of sheer
L strength. Use two times a character’s maximum load to determine how much weight he can lift.

A character can take 10 while climbing, but cannot take 20.

A character without climbing gear takes a -4 penalty on Climb checks. At the Overseer’s discretion, certain
kinds of climbing attempts might require only a rope or some other implement, or even just one’s hands and
feet, rather than a full set of climbing gear to avoid the penalty.

A character with the Athletic feat gets a +2 bonus on all Climb checks.

Time: Climbing at one-half your speed is a full-round action. Moving half that far (one-fourth the character’s
speed) is a move action.

N

1 Accelerated climbing, allowing the character to climb at his full speed, is a full-round action. A character
can move half that far (one-half his speed) as a move action.

3 Computer Use (Int) Trained Only

Nuclear explosions, EMP shockwaves and radiation from the Exodus have made it difficult to find operating
" computers in the Wasteland. Very few computers survived the cataclysms of the war. Most computers
| that are found are of a military or vault nature, making it quite difficult to operate them, since most
passwords and codes were forgotten long ago or are extremely guarded secrets.

All of this makes the Computer Use skill very difficult to use in the Wasteland.

']
. I Check: In the Wastelands, every computer operation requires a Computer Use check, no matter if the
| character wants to just: look through the general functions of a terminal, searching an unfamiliar
l I network for a particular file, writing computer programs, altering existing programs to perform
differently (better or worse), or breaking through computer security.

L,  FindFile

| Tj This skill can be used for finding files or data on an unfamiliar system. The DC for the check and the time
| lﬂ required are determined by the size of the site on which the character is searching.
E .

Finding public information on Alpha-Net System does not

Rot;OC{)re 2000 PA 15 | 5 rm;nds fall under this category; usually, such a task requires a
Abandened Sholter NEInirams 26 1 iinutes Research check. This application of the Computer Use skill
Alpha-Net network 55 | & minutes only pertains to finding files on private systems with which
Military network 35 | 20 minutes | the character is not familiar.

Defeat Computer Security

v 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 (Al), or by a secure organization like
: the Steel Disciples. In a forgotten bunker or fallout shelter with problematic power issues, however,
-9 the security can be compromised. The DC is determined by the quality of the Al security
rﬁJ installed to defend the system. If the check is failed by 5 or more, the security system
s immediately alerts its administrator or Al that there has been an unauthorized entry. An alerted
| _administrator or Al 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

Abandoned Shelter | 25 | Pelow).
Artificial Intelligence | 30
Alpha-Net 35
Militar 40 |
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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 (Al), 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 Al security installed to defend the system. If the
check is failed by 5 or more, the security system immediately alerts its administrator or Al that there has been
an unauthorized entry. An alerted administrator or Al may attempt to identify the character or cut off the

character’s access to the system.
Level of Security DC

Sometimes, when accessing a difficult site, the character has to defeat security at | aApandoned Shelter | 25
more than one stage of the operation. If the character beats the DC by 10 or more | Artificial Intelligence | 30
when attempting to defeat computer security, the character automatically | Alpha-Net 35
succeeds at all subsequent security checks at that site until the end of the | Military 40
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 Al— 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.

59
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. Access the Site
g i There are two ways to do this: physically or over the Alpha-Net,

Physical Access

A character gains physical access to the computer, or a computer connected to the site. If the site being
hacked is not connected to the Alpha-Net, this is probably the only way a character can access it. A variety
of skill checks may be required, depending on the method used to gain access.

A Internet Access
Reaching a site over the Alpha-Net requires two Computer Use checks. The first check (DC 20) is needed
to find the site on the net. The second is a check to defeat computer security (see the Computer Use skill
A Description). Once a character has succeeded in both checks, the character has accessed the site.

“. Locate What You’re Looking For
To find the data (or application, or remote device) the character wants, make a Computer Use check. See
, Find File under the skill Description.

Defeat File Security
! Many networks have additional file security. If that is the case, the character needs to make another check
~ to defeat computer security.

Do Your Stuff

Finally, the character can actually do what he came to do. If the character just wants to look at records,
no additional check is needed. (A character can also download data onto a data crystal, although that
often takes several rounds—or even several minutes, for especially large amounts of information—to
complete). Altering or deleting records sometimes requires yet another check to defeat computer
security. Other operations can be carried out according to the Computer Use skill Description.

l | Defend Security
h‘ ¥ If the character gains access to a master computer and hacks into it, he can act as a system
administrator for a site, and can defend the site against intruders. If the site alerts the character to
kL, an intruder, the character can attempt to cut off the intruder’s access (end the intruder’s session), or
| ’I even to identify the intruder.
‘

¢ ™ L To cut off access, make an opposed Computer Use check against the intruder. If the character
R t:_ } succeeds, the intruder’s session is ended. The intruder might be able to defeat the character’s

l _

J'- ]"\ security and access his site again, but the intruder will have to start the hacking process all over.
=K ,L Attempting to cut off access takes a full round.

One surefire way to prevent further access is to simply shut the site down. With a single
47— computer, that is often no big deal— but on a large site with many computers (or computers
-."....:;..._ controlling functions that can’t be interrupted), it may be time-consuming or even impossible.

To identify the intruder, make an opposed Computer Use check against the intruder. If the

i ﬁg character succeeds, the character learns the site from which the intruder is operating (if it is a
f | single computer, the character learns the name of the computer’s owner). Identifying the intruder
:ré requires 1 minute and is a separate check from cutting off access. This check can only be made if

K the intruder is accessing the character’s site for the entire length of the check— if the intruder’s

“]*fr, session ends before the character finishes the check, the character automatically fails.

v Degrade Programmin,

Dpe o 0 A character can destroy or alter applications on a computer to make
Crash computer 15 | 5 minutes use of that computer harder or impossible. The DC for the attempt
Destroy programming | 20 | 15 minutes | depends on what the character tries to do. Crashing a computer
Damage programming | 25 | 20 minutes | simply shuts it down. Its user can restart it without making a skill

 check (however, restarting takes 1 minute). Destroying programming makes the computer

A unusable until the programming is repaired. Damaging programming imposes a -4

! - . penalty on all Computer Use checks made with the computer (sometimes
§ this is preferable to destroying the programming, since the user might not

=
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know that anything is wrong, and would not simply decide to use a different computer).

A character can degrade the programming of multiple computers at a single site; doing so adds +2 to the DC
for each additional computer.

Fixing the degraded programming requires 2 hours and a Computer Use check against a DC equal to the DC
for degrading it + 5.

Write Program
A character can create a program to help with a specific task. Doing so grants the character a +2
circumstance bonus to the task.

A specific task, in this case, is one type of operation with one target.
The DC to write a program is 25; the time required is 2 hours.

Operate Remote Device
Many devices are computer-operated via remote links. If the character has access to the computer that
controls such systems, the character can either shut them off or change their operating parameters. The
DC depends on the nature of
the operation. If the

Type of Operation

iggtdc(l)?):v]ré&ass]swe remote (including cameras | 25 5 rounds per remote eFraeter Rils the dhstk
Shut down active remote (including motion | 30 5 rounds per remote b 5 or e .the
detectors and alarms) system ) 1mm‘ecbllately
Reset parameters of a program or security 35 5 minutes per remote alerts its administrator
Change passcard codes 30 5 minutes that ;helfe dhas bee? ;‘ln
Hide evidence of alteration +15 | 5 minutes una}lt DEiZeq. uee: BL Sip
Artinicial Intell - 10 equipment.  An alerted
rtificial Inte Igfet1ce security + — admiigistrator mayatiemps
Alpha-Net security +15 | — to identify the
Military security +20 | — character or cut off his

access to the system.
Special: A character can take 10 when using the Computer Use skill. A character can take 20 in some "" -
cases, but not in those that involve a penalty for failure. (A character cannot take 20 to defeat L_,-r

computer security or defend security.) {.r'

|
4

A character with the Gearhead feat gets a +2 bonus on all Computer Use checks. ‘\[‘L_{ ,
-1 I i
A
sS4

4
™ . 2 ~ 4‘1
Concentration (Con) L
Sometimes, time is not on your side, when bullets are bouncing off the walls and flying over your J .

| ' A

Time: Computer Use requires at least a full-round action. The Overseer may determine that
some tasks require several rounds, a few minutes, or longer, as described above.

head, and you are attempting to rig an automatic door to permanently lock. Concentration is 4‘—_,
required for any physical skill involving a character’s hands when under duress or in an extreme
condition. This also applies to mental skills when attempting to read a data crystal or researching a T
piece of ancient literature. f}f"

Check: A character makes a Concentration check whenever he may potentially be distracted f,,-—--'
while engaged in some action that requires his full attention (such as making a Disable Device '
or Treat Injury check). Situations such as taking damage, working in a bouncing vehicle, or
dealing with severe weather can require a character to make a Concentration check.

If the Concentration check succeeds, the character may continue with the action. If the
Concentration check fails, the action automatically fails (with the appropriate ramifications, if
any), and the action is wasted.
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. A successful Concentration

(. J &  check still does not allow a Damaged during the action ! 10 + damage dealt
character to take 10 when | Taking continuous damage during the action ? 10 + half of
in a stressful situation; he continuous damage

last dealt
must roll the check as
norb al Vigorous motion (bouncy vehicle ride, small boat in rough | 10

water, below decks in a storm-tossed ship, riding a horse)
The check DC depends on | Violent motion (very rough vehicle ride, small boat in rapids, on | 15
the nature of the | deckofstorm-tossed ship, galloping horse)

distraction. Extraordinarily violent motion (earthquake) 20
Entangled in net or snare 15
Try  Again?:  Yes, | Grapplingor pinned 20
though a success | Weather is a high wind carrying blinding rain or sleet 5
does not cancel the | Weather is wind-driven hail, dust, or debris 10
effects of a pI‘EVEOUS L Such as an activity that requires more than a single full-round action. Also from an attack of opportunity or
failure, such as the ;E?ii;:l attack made in response to the action being taken (for activities requiring no more than a full-round

disruption of an action
that was being
concentrated on.

2 Such as from catching on fire.

Special: A character can use Concentration to avoid attacks of opportunity when attempting a skill
check that normally provokes attacks of opportunity. The DC to do so is 15.

If the Concentration check succeeds, the character may attempt the action normally without incurring
any attacks of opportunity. If the Concentration check fails, the related check automatically fails just as if
the character’s concentration had been disrupted by a distraction. The character does not provoke
attacks of opportunity, however.

This use of Concentration applies only to skill checks. It does not apply to other actions that normally
Lt provoke attacks of opportunity, such as movement or making unarmed attacks.

L.“ A character with the Focused feat gets a +2 bonus on all Concentration checks.
-!l
§ L

Time: Making a Concentration check does not require an action; it is either a reaction (when attempted
w in response to a distraction) or part of another action (when attempted actively).

l_ o
*HL:L}
T4

{
-

2 Craft (Int)

The world after the Exodus is a devastated one.
Everything wears the mark of the Great War.
Once proud cities of the US now resemble

forgotten cemeteries. Factories and workshops

had gone in the light of the atomics. Almost all that

ﬁq was created ceased to exist. Now the survivors try to
b reconstruct what has been lost, but it is not an easy

Material Scarcity
ituation in the world it is
ely difficult to find
eeded to create a new good.
populated places (at a]mﬂs-
high price) or forgotten ba
a possibility of finding the compo
iw material needed.

task. In Exodus d20 every raw materi

T The Craft skill is difficult to use in the world since | characteristic- Scarcity. S&

i o . different levels: Commo _
"f.j goodt r(;}aterlal is hard to find and rarely newly Infrequent, Rare, Very F Minique
e CTedled. Each level tells how

This skill encompasses several categories, each of | raw material and
them treated as a separate skill: Craft (chemical), | ook for it. This i
Craft (electronic), Craft (mechanical), Craft e [salvragg
(structural), Craft (visual arts), and Craft (writing).

d detailed under

Craft skills are specifically focused on creating objects. To use a Craft skill effectively, a
character must have a kit or some other set of basic tools.




To use Craft, first decide what the character is trying to make and consult the category Descriptions below.
The character must acquire the raw materials through purchase or by scavenging.

Survivor's
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Material ) T o
Scarcity Place Description Example
Common Small Village, Town, Wasteland The matena}s re gy TR Al anconnt Timber, scraps of metal, bricks
very expensive.
The character needs to do some research G Bapeel. i e oF rhessl
Uncommon | Trade / Merchant Town, Ruins | on the local market to get it and pay some ’ b !
large stonework :
extra fees. )
Fallout Shelter, Hi-Populated The:character needs Lot ?f titme forflad It Computer component, mid quality § :
Infrequent .. " (up to days) and even bribe someone to g )
Trade City getit weapon part e
R Black Market, Military base, | The character may have to kill for itordo | Car  part, energy weapon
are - ) .
Mob Family a favor for someone to get it. component
VE T Steel Disciples or other military | The character will need to go on a quest to | Piece of Power Armor, experiment |
A organization get the material. gun or armor part
Unique Special Encounter Special Encounter Alien metal

Generally, a character can take 10 when using a Craft skill to construct an object, but cannot take 20 (since
doing so represents multiple attempts, and the character uses up the raw materials after the first
attempt). The exception is Craft (writing); a character can take 20 because the character does not use

up any raw materials.

Craft

(chemical)

Acids and Bases

Acids are corrosives substances. Bases are
alkaline substances that neutralize acids
but do not deal damage. A base of a certain
type counteracts an acid of the same type or

a less potent type.

Craft DC: The DC of the Craft check to

create a quantity of the acid or base.

(Int) Trained Only
This skill allows a character to mix chemicals to create acids, bases, explosives, and poisonous substances. ﬁ ‘(
' 4

Acid Type

Acid DC

g

1
N
"

Base DC

Time =4
Mild (1d6/1d10) ! 20 15 1min. |k
Potent (2d6/2d10) 25 20 30 min, 1
Concentrated (3d6/3d10) 35 25 1 hr. .
I The dice ra:tlls in pgrentheses are typical contact damage/immersion damage caused ] !
per round of immersion.

Time: The amount of time required for the Craft check to make the acid.

Special: A character without a chemical kit takes a -4 penalty on Craft (chemical) checks.

Explosives

Building an explosive from scratch is dangerous. .
materials are wasted. If the check fails by 5 or more, the explosive compound detonates as it is being 3 _
made, dealing half of its intended damage to the builder and anyone else in the burst radius. P

' A

If the check succeeds, the final product is a solid material, about the size of a brick. An explosive
compound does not include a fuse or detonator. Connecting a fuse or detonator requires a

Demolitions check.

Homemade explosives deal concussion and explosive damage.

Example: Timmy is making a black powder pipe bomb out of bullets. He is using the bullets for
shrapnel, the black powder from the casings, and an old lead pipe. This is a simple bomb.

Homemade Explosive

Craft DC Reflex DC Time

If the Craft (chemical) check fails, the raw

Improvised (1d6/5 feet) ! 15 10 1 round
Simple (2d6/5 feet) 20 12 10 min.
Moderate (4d6/10 feet) 25 12 1 hr.
Complex (6d6/15 feet) 30 15 3hr.
Powerful (8d6/20 feet) 35 15 12 hr.
Devastating (10d6/25 feet) 40 18 24 hr.

!F'- o

fThe figures in parentheses are typical damage/burst radius for each type of explosive.

N

e -

5%
N=

-’?.;‘:1

g

g
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I i  Craft DC: The DC of the Craft check to create a homemade explosive.

Time: The amount of time required for the Craft check.

Special: A character without a chemical kit takes a -4 penalty on Craft (chemical) checks.

Pharmaceutical
This skill allows a character to compound medicinal drugs as detailed in Chapter 4: Medical Supplies and
Chemicals (Drugs).

Craft DC: The DC of the Craft check to create a chemical is listed at the end of the description of the
chemical in Chapter 4.

=1 .

Time: The amount of time required for the Craft check of a chemical is listed at the end of the description
of the chemical in Chapter 4.

Special: A character without a chemical kit takes a -4 penalty on Craft (chemical) checks.

A character with the Medical Expert feat gets a +2 bonus on all Craft (chemical) checks to create
pharmaceutical drugs.

Poisonous Substances
Solid poisons are usually ingested. Liquid poisons are most
effective when injected directly into the bloodstream. Gaseous
poisons must be inhaled to be effective. The table below
summarizes the characteristics of various poisons.

l he Save DC: The Difficulty Class of the Fortitude save to negate

the effects of the poison.

& Initial Damage: The damage a character takes immediately
| 7 upon failing his Fortitude save.

|
5

wk“ Secondary Damage: The damage a character takes after 1

T minute of exposure to the poison if the character fails a

second saving throw. Ability score damage is temporary,

unless marked with an asterisk, in which case the damage is a
permanent ability drain. Unconsciousness lasts for 1d3 hours,
and paralysis lasts for 2d6 minutes.

Craft DC: The DC of the Craft check to create a quantity of the poison.

Time: The amount of time required for the Craft check.

liquid poison stored in a bottle (containing 4 doses) or a gas stored in a
pressurized cylinder. When released, the gas is sufficient to fill a 10-
‘"rff, foot-radius area and takes 1 round to fill the area.

i-ﬁ If the Craft check succeeds, the final product is a synthesized solid or

1
> Special: A character without a chemical kit takes a -4 penalty on Craft
L (chemical) checks,

A character with the Builder feat gets a +2 bonus on all Craft
(chemical) checks.
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Secondary

Craft

Poison DC Initial Damage = Damage DC Time
Arsenic Ingested | 15 1d4 Str 2d4 Con 24 4 hr.
Atropine Injury 13 1d6 Dex 1de6 Str 14 1 hr.
Belladonna (plant) | Injury 18 1d6 Str 2d6 Str n/a n/a
Blue vitriol Injury 12 1d2 Con 1d2 Con 9 1 hr.
Blue-ringed Injury 15 1d4 Con 1d4 Con n/a n/a
octopus venom
Chloral hydrate Ingested | 18 1d6 Dex Unconsciousness | 28 8 hr.
1d3 hours

Chloroform? Inhaled | 17 Unconsciousness | None 24 4 hr.

1d3 hours
Curare (plant) Injury 18 2d4 Dex 2d4 Wis n/a n/a
Cyanide Injury 16 1d6 Con 2d6 Con 31 15 hr.
Cyanogen Inhaled | 19 1d4 Dex 2d4 Con 28 8 hr.
DDT Inhaled | 17 1d2 Str 1d4 Str 20 4 hr.
Knockout gas Inhaled | 18 1d3 Dex Unconsciousness | 26 8 hr.

1d3 hours

Lead arsenate | Inhaled | 12 1d2 Str 1d4 Con 17 2 hr.
(gas)
Lead arsenate | Ingested | 12 1d2 Con 1d4 Con 18 2 hr.
(solid)
Mustard gas Inhaled | 17 1d4 Con 2d4 Con 26 8 hr.
Paris green (gas) Inhaled | 14 1d2 Con 1d4 Con 20 4 hr.
Paris green (solid) | Ingested | 14 1d4 Con 1d4 Con 24 4 hr.
Puffer poison | Injury 13 1d6 Str Paralysis  2d6 | n/a n/a k
(fish) minutes P,
Rattlesnake venom | Injury 12 1d6 Con 1d6 Con n/a n/a
Sarin nerve gas Inhaled | 18 1d4 Con 2d4 Con 30 15 hr.
Scorpion/tarantula | Injury 11 1d2 Str 1d2 Str n/a n/a
venom
Strychnine Injury 19 1d3 Dex 2d4 Con 23 4 hr. :_"'
Tear gas Inhaled | 15 Nauseated 1d6 | — 21 4 hr. N |

rounds L_rr’ JL
VX nerve gas Inhaled | 22 1d6 Con 2d6 Con 42 48 hr. r

Craft

(electronic)

(Int) Trained Only

This skill allows a character to build electronic equipment from scratch, such as audio and video

equipment, timers and listening devices, or radios and communication devices.

When building an electronic device from scratch, the character describes the kind of device he wants J, :

to construct; then the Overseer decides whether the device is simple, moderate, complex, or %
advanced compared to current technology. ‘?:

A
:.

b

Special: Craft (electronic) requires a Snapper Super Toolkit for crafting tasks over DC 15 or a
multipurpose tool for tasks of DC 15 and under. A multipurpose tool can be use on tasks over
DC 15, but imposes a -2 penalty to the Craft check. If the character does not have the

appropriate tools for the Craft, he takes a -4 penalty on the check.

A character with the Builder feat gets a +2 bonus on all Craft (electronic) checks.

Craft
DC

Examples of Scratch-Built Electronics

Simple (timer or detonator) 25 1hr.
Moderate (walkie-talkie) 30 12 hr
Complex (electronic lock) 35

Advanced (RoboCore PA 2000)
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Craft (mechanical) (Int) 7Trained Only

This skill allows a character to build mechanical devices from scratch, including engines and engine parts,
weapons, armor, and other gadgets. When building a mechanical device from scratch, the character describes
the kind of device he wants to construct; then the Overseer decides if the device is simple, moderate, complex,
or advanced compared to current technology.

Special: Craft (mechanical) requires a [IETIREE s Time
Snapper Super Toolkit for crafting tasks over

DC 15 or a multipurpose tool for tasks of | Simple (tripwire trap) 25 1hr
<. DC 15 and under. A multipurpose tool | Moderate (engine component, light armor) 30 12 hr.
can be use on tasks over DC 15, but | Complex (handgun, heavy armor) 35 24 hr.
imposes a -2 penalty to the Craft check. If Advanced (rebuilt fusion cell engine) 40 60 hr.

B the character does not have the appropriate tools for the Craft, he takes a -4 penalty on the check.
" A character with the Builder feat gets a +2 bonus on all Craft (mechanical) checks.

Craft (structural) (Int)

This skill allows a character to build wooden, concrete, or metal structures from scratch, including
bookcases, desks, walls, houses, and so forth, and includes such handyman skills as plumbing, house
painting, drywall, laying cement, and building cabinets.

When building a structure from scratch, the character describes the kind of structure he wants to
construct; then the Overseer decides if the structure is simple, moderate, complex, or advanced in scope

and difficulty.

Special: Craft (structural) requires a [ CIINlERIRInEis T IIlEIigiearias Time
! Snapper Super Toolkit for crafting tasks over
" DC 15 or a multipurpose tool for tasks of DC 15 | Simple (hand-pulled cart or shed) 15 12 hr.
L and under. A multipurpose tool can be use on | Moderate (barn or Brahman hauler) 20 24 hr.
ﬂk“ tasks over DC 15, but imposes a -2 penalty | Complex (one-story house) 30 60 hr.
4 to the Craft check. If the character does [ Advanced (underground bunker) 40 600 hr.

s
L‘J'J(] kL not have the appropriate tools for the Craft, he takes a -4 penalty on the check.

i Jlg-: A character with the Builder feat gets a +2 bonus on all Craft (structural) checks.
Craft (salvage) (Int)
As part of the craft skill a character can extract material found through a Search (scavenge) skill

check. After the material is found a character can attempt to extract the material with a Craft
(salvage) skill check. The DC is based on the size of the material extracted as denoted on the chart

below.

i

Low Quality material generally is solid rough stone or bricks
that can be re-worked, old but sturdy cracked timber, or
slightly rusted metal.

Craft (salvage)
Material Size and | Extraction Value
Weight DC (L/G/P)

;]nder Sod [y 5 e /10,20 Good Quality material consists of solid stonework, old sturdy
sqg. ft - 5sq. ft. 15 10/20/50 : :
65q, fr.~ 1054, ft 0 20/50/100 timber, or tarnished metal.
Over 11sq. ft.! 30 30/75/150 Preserved Quality material is material that has not faced the
Length under 5ft +5 x1 environment and shows little to no age or damage. This type
Length 5ft. - 10ft.1 +10 x1.5 of quality is typically found in underground bunkers and
Length over 10ft. el . fallout shelters or under a large pile of debris.
Under 101b. +0 x1
t| 111b. - 301b. +5 x1.5
31lb - 501b. +10 X2
51lb - 100Ib.* +15 %25
Over 1001b. * +20 X3

: Requires a vehicle or cart to haul away
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Craft (visual art) (Int) fa 14
This skill allows a character to create paintings or drawings, or in some other way create a work of visual art. . t p-.
When attempting to create a work of visual art, the character simply makes a Craft (visual art) check, the p A b
result of which determines the quality of the work. i

Skill Check Result Effort Achieved

9 or lower Untalented amateur . )

10-19 Talotited afiatetr Unless the effort is particularly elaborate or the character must
20-24 Frofaceional acquire an expensive piece of equipment, the basic components
2530 Expert have a purchase DC of 5.

31 or higher Master Creating a work of visual art requires at least a full-round

action, but usually takes an hour, a day, or more, depending on the scope of the project.

Special: A character with the Creative feat gets a +2 bonus on all Craft (visual art) checks.

Craft (writing) (Int)

This skill allows a character to create short stories, novels, coins
and screenplays, newspaper articles and columns, and similar
works of writing.

Skill Check Result Effort Achieved
9 or lower Untalented amateur
10-19 Talented amateur

20-24 Professional
When creating a work of writing, the player simply makes a | 25-30 Expert
Craft (writing) check, the result of which determines the quality [ 31 or higher Master

of the work. ﬁ"
Creating a work of writing requires at least 1 hour, but usually takes a day, a week, or more, dependingon {*
the scope of the project.

Smacks and get to reading. Deciphering coin is the art of breaking coded messages. e

Special: A character with the Creative feat gets a +2 bonus on all Craft (writing) checks. 7_%

™ % ] g, oy T 4 Y + "’1

Decipher Script (Int) 7Trained Only i

Got that pesky message you cannot decipher, well bust out your decoder ring from that box of Cracker L_nﬂ ] i
| )
: ’ o

i
Check: A character can decipher writing in a language or in code, or interpret the meaning of an ‘\[‘L_L_ ,
incomplete text. The base DC is 20 for the simplest messages, 25 for standard codes, and 30 or 2| |
higher for intricate or complex codes or exotic messages. Deciphering a code on a computer still < \l L
requires a Computer Use skill check. Helpful texts or computer programs can provide a bonus 3"'( :
[usua}]y a +2 circumstance bonus) on the check, provided they are applicable to the coin in T2 I
question. Y\ -
T
If the check succeeds, the character understands the general content of a piece of writing, reading j :
about one page of text or its equivalent in 1 minute. If the check fails, the Overseer makes a Wisdom 4§
check (DC 10) for the character to see if he avoids drawing a false conclusion about the text. (Success "‘Tl '
means that the character does not draw a false conclusion; failure means that the character does.)

The Overseer secretly makes both the skill check and the Wisdom check so the character cannot :ﬁ‘—_
tell whether the conclusion drawn is accurate or not. Y

Try Again?: No, unless conditions change or new information is uncovered.
Special: A character can take 10 when making a Decipher Script check, but can't take 20.
A character with the Studious feat gets a +2 bonus on all Decipher Script checks.

Time: Decipher Script takes 1 minute or more, depending on the complexity of the code.
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Demolitions (Int) tTrainea only
Need to blow up that outhouse? Demolition is the way to go. The Demolition skill reflects the training a
person has on how to handle explosives, set detonators, and disarm explosives.

Check: Setting a simple explosive to blow up at a certain spot does not require a check, but connecting and
setting a detonator does. Also, placing an explosive for maximum effect against a structure calls for a check,
as does disarming an explosive device.

Set Detonator

Most explosives require a detonator to go off. Connecting a detonator to an explosive requires a Demolitions
check (DC 10). Failure means that the explosive fails to go off as planned. Failure by 10 or more means the
explosive goes off as the detonator is being installed.

A character can make an explosive difficult to disarm. To do so, the character chooses the disarm DC before
making his check to set the detonator (it must be higher than 10). The character’s DC to set the detonator is
equal to the disarm DC.,

Place Explosive Device
Carefully placing an explosive against a fixed structure (a stationary, unattended inanimate object) can
maximize the damage dealt by exploiting vulnerabilities in the structure’s construction.

The Overseer makes the check (so that the character does not know exactly how well he has done). On a
result of 15 or higher, the explosive deals double damage to the structure against which it is placed. On a
result of 25 or higher, it deals triple damage to the structure. In all cases, it deals normal damage to all other
targets within its burst radius.

Disarm Explosive Device

Disarming an explosive that has been set to go off requires a Demolitions check. The DC is usually 10, unless
the person who set the detonator chose a higher disarm DC. If the character fails the check, he does not
disarm the explosive. If the character fails by more than 5, the explosive goes off.

Special: A character can take 10 when using the Demolitions skill, but cannot take 20.

A character with the Cautious feat and at
least 1 rank in this skill gets a +2 bonus on
all Demolitions checks.

A character without a demolitions kit
takes a -4 penalty on Demolitions
checks.

Making an explosive requires the
Craft (chemical) skill. See that skill
Description for details.

Time: Setting a

ﬂ{;‘_‘_—\,@ detonator  is
, -

-

Al T ™. usually a
full-round action.

Placing an explosive device

/ takes 1 minute or

. cP more, depending on
et the scope of the

'R ﬁ job.
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Diplomacy (Cha)

Diplomacy is generally used for negotiation [E{aiGi[E Means Possible Actions

between two parties, such as ambassadors | Hostile Will take risks | Attack, interfere, berate, flee
from two Wasteland cities discussing trade to hurt or avoid

services or a character attempting to convince you

a Constable that he was not involved in a | Unfriendly Wishes youiill Mislead, gossip, avoid, watch

suspiciously, insult

contlict. Indifferent Doesn’'t much | Actas socially expected
Check: A character can change others’ care
attitudes with a successful check (see the table | Friendly Wishes youwell | Chat, advise, offer limited
below). In negotiations, participants roll : : help, advocate :
opposed Diplomacy checks to see who gains Helpful gllllle}takgu risks | Protect, back up, heal, aid

D

the advantage. Opposed checks also resolve
cases where two advocates or diplomats plead
opposing cases before a third party.

Initial  —m™ ¥ ——— New Attitude ————
Attitude Hostile Unf. Indif. Friendly Helpful
Hostile 19 or| 20 25 35 45

Diplomacy can be used to influence an . less ’ '
Overseer character’s attitude. The Overseer Unfrlendly 4orless | 5 15 25 35
chooses the character’s initial attitude based | Indifferent | — ? or |1 15 25
on circumstances. Most of the time, the people - £58

the heroes meet are indifferent toward them, Friendly = = gass or |1 15

but a specific situation may call for a different
initial attitude. The DCs given in the accompanying table show what it takes to change someone’s
attitude with the use of the Diplomacy skill. The character does not declare a specific outcome he is
trying for; instead, make the check and compare the result to the table on the prior page.

. Bribery and Diplomacy
Examples of Bribes - .
T‘ oot Diplomacy Bonus ! Offering money or another form of favor
G 20 Coins plcy it can, in the right situation, improve a
R e ——— R T I character’s chances with a Diplomacy skill e
i -
Government Official | 150 Coins | +1 bonus check.  Bribery allows a character to ¥

L A character can gain an additional bonus equal to the multiple of the bribe Clrcum‘{ent Val"l.()l..ls Off!l:la] obstacles W_hen a IL_}T" I ~
amount. Example: Timmy bribes a guard with 80 coins and therefore makes person 1n a pOSlth]’l of trust or authnrlty

check.

r
the guard more susceptible to his bribe and gains a +4 bonus to his Diplomacy is wi]Iing to accept such an offering. A '{(”T !
f l _.L

An illegal act, bribery requires two willing participants— one to offer a bribe and the other to = [
] , g ; T TN T
accept it. When a character requires a bribe to render services, then a character’s Diplomacy :;\l p
check automatically fails if a bribe is not attached to it. Ifa bribe is not required, a character can == ?
add a bribe to get a bonus on his skill check. This can backfire, as some characters will be ——
insulted by a bribe offer (their attitude changes one step for the worse) and others will report the  .o=™

hero to the proper authorities. J,

-

Try Again?: Generally, trying again does not work. Even if the initial check succeeds, the other 4’3‘ '
character can only be persuaded so far. If the initial check fails, the other character has probably J: i
become more firmly committed to his position, and trying again is futile. :} 3

Special: A character can take 10 when making a Diplomacy check, but cannot take 20. ,ﬁ___._.
A character with the Trustworthy feat gets a +2 bonus on all Diplomacy checks.

Time: Diplomacy is at least a full-round action. The Overseer may determine that some
negotiations require a longer period of time.
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b | ad Disable Device (Int) Trained Only
i, Gotalocked door you cannot get open? Damn raider’s leaving mine traps in your Bison field again? Or is that
stupid Al putting up force fields to keep you out of the fallout shelter? Well, with a little training from the
local street rats (or Thieves’ Guild) you will not have these problems for long. Disable Device is the art of
disabling an object, such as a lock, a booby trap, or an electronic security device.

Check: The Overseer makes the Disable Device check so that the character does not necessarily know
whether he has succeeded.

Open Lock
Example Lock Type )il A character can pick conventional locks, finesse combination locks, and
Cheap (combination or padlock) | 20 | bypass electronic locks. The character must have a lockpick set (for a
Average (deadbolt) 25 | mechanical lock) or an electrical lockpick (for an electronic lock). The

High quality (bank vault) 30 | DC depends on the quality of the lock.
High security (military base) 40

Disable Security Device
A character can disable a security device, such as an electric fence, motion sensor, or security camera. The
character must be able to reach the actual device. If the device is monitored, the fact that the character
attempted to disable it will probably be noticed.

Example Device Type

When disabling a monitored device, the character can | Cheap (localized siren alarm) 25
prevent his tampering from being noticed. Doing so | Average (security camera) 30
requires 10 minutes and an electrical tool kit, and | High quality (motion detector) 35
increases the DC of the check by +10. High security (military base or vault alarm) | 40

[ Traps and Sabotage

Disabling (or rigging or jamming) a simple mechanical device has a DC of 10. More intricate and complex
devices have higher DCs. The Overseer rolls the check. If the check succeeds, the character disables
the device. If the check fails by 4 or less, the character has failed but can try again. If the character
fails by 5 or more, something goes wrong. If it is a trap, the character springs it. If it is some sort of
sabotage, the character thinks the device is disabled, but it still works normally.

JL
M
| 1

1‘ H-._Lr A character can rig simple devices to work normally for a while and then fail some time later (usually
t:-l‘“ after 1d4 rounds or minutes of use).

|

JT] ‘L Try Again?: Yes, though the character must be aware that he has failed in order to try again.
JJ!""' Special: A character can take 10 when making a Disable Device check. A character can take 20
AL to open a lock or to disable a security device, unless the character is trying to prevent his

tampering from being noticed.

Possessing the proper tools gives a character the best chance of succeeding on a Disable Device
check. Opening a lock requires a lockpick set (for a mechanical lock) or an electrical tool kit (for an
electronic lock). Disabling a security device requires either a mechanical tool kit or an electrical
I t_i tool kit, depending on the nature of the device. If the character does not have the appropriate tools,
I he takes a -4 penalty on your check.

H1 A character with the Cautious feat and at least 1 rank in this skill gets a +2 bonus on all Disable
| Device checks.

Time: Disabling a simple mechanical device is a full-round action. Intricate or complex devices
require 2d4 rounds.



Survivor's Guide v1.5 71

Disguise (Cha)
A phone booth and a change of clothes can change any mild mannered man into a man of steel. Disguise is the
art of altering ones appearance to look as someone else. Disguise is generally used in the Wasteland to hide

from someone, like the mob, that is looking to put a serious hurt on a character or to infiltrate an
organization.

Check: A character’s Disguise check result determines how good the disguise is. It is opposed by others'’
Spot check results. Make one Disguise check even if several people make Spot checks. The Overseer makes
the character’s Disguise check secretly so that the character is not sure how well his disguise holds up to
scrutiny.

Disguise Modifier
If the character does not draw any attention other [ Minor details only +5
characters and NPCs do not get to make Spot checks. | Appropriate uniform or costume 12
If the character comes to the attention of people who | Disguised as different sex -2
are suspicious, the suspicious person gets to make a | Disguised as different age category =21 ;
Spot check. (The Overseer can assume that such L Per step of difference between the character's age category and the B
observers take 10 on their Spot checks.] Sl:;gilfﬁilage category (child, young adult, adult, middle age, old, or =

The effectiveness of the character’s disguise depends in part on how much the character is attempting to
change his appearance. A

Familiarity | Bonus
If the character is impersonating a particular individual, those who know what | Recognizes on sight | +4
that person looks like automatically get to make Spot checks. Furthermore, | Friend or associate | +6
they get a bonus on their Spot checks. Close friend +8

ti 0
Usually, an individual makes a Spot check to detect a disguise immediately upon L H ; }ll '

meeting the character and each hour thereafter. If the character casually meets many different people, T,
each for a short time, the Overseer checks once per day or hour, using an average Spot modifier for the
group (assuming they take 10).

Try Again?: No, though the character can assume the same disguise again at a later time. If others saw
through the previous disguise, they are automatically treated as suspicious if the character assumes the
same disguise again.

Special: A character can take 10 or take 20 when establishing a disguise.
A character without a disguise Kit takes a -4 penalty on Disguise checks.
A character with the Deceptive feat gets a +2 bonus on all Disguise checks.

A character can help someone else create a disguise for himself, treating it as an Aid Another
attempt.

Time: A Disguise check requires 1d4 x10 minutes of preparation. The Overseer makes Spot checks
for those who encounter the character immediately upon meeting the character and again each hour !
or day thereafter, depending on circumstances. ]

Drive (Dex) e
The Drive skill covers Bovine driven haulers and wagons as well as fusion cell powered vehicles
(rare as they are, should a character manage to find an operational cell powered vehicle).

Check: Routine tasks, such as ordinary driving, do not require a skill check. Make a check only
when some unusual circumstance exists (such as inclement weather), or when the character
is driving during a dramatic situation (the character is being chased or attacked, for example,
or is trying to reach a destination in a limited amount of time). When driving, the character
can attempt simple maneuvers or stunts. See Driving a Vehicle in Chapter 4 for more details.
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Try Again?: Most driving checks have consequences for failure that make trying again impossible.
<+ Special: A character can take 10 when driving, but cannot take 20.
' A character with the Vehicle Expert feat gets a +2 bonus on all Drive checks.

There is no penalty for operating a Bovine driven vehicle or bicycle. Other types of fusion powered vehicles
(Bikes, Boats, Construction, Four-Wheeler, Heavy Duty, Military, and Watercrafts) require the corresponding
Surface Vehicle Operation feat, or the character takes a -4 penalty on Drive checks.

A character with 5 ranks of Handle Animal gains a +2 synergy bonus to his Drive skill when operating a Bison

Time: A Drive check is a move action.

4

L Es cavpe Artist (Dex) Armor Penalty

J2¥  The Wasteland is filled full of nasty critters that are more that willing to give a character a hug and not one
of those love and kisses kind. When you find yourself in Elmira's arms or entwined in rope, best to pull a
Houdini and wiggle out of your restraints.

Check: Make a check to escape from restraints or to squeeze JRESIEIISENIIK
through a tight space. Ropes Opponent’s Dex check +20

Net 20

For ropes, a character’s Escape Artist check is opposed by the " qcus |35

Dexterity check result of the opponent who tied the bonds. Since Tight space | 30

it is easier to tie someone up than to escape from being tied up, [Grappler | Opponent’s grapple check

the opponent gets a +20 bonus on his Dexterity check.

| For a tight space, a check is only called for if the character’s head fits, but his shoulders do not. If the
l I space is long, such as in an airshaft, the Overseer may call for multiple checks. A character cannot fit
Jﬁt} through a space that his head does not fit through.

L, A character can make an Escape Artist check opposed by his opponent’s Grapple check to get out of a
ki grapple or out of a pinned condition (so that the character is just being grappled). Doing so is an attack
ﬂ action, so if the character escapes the grapple he can move in the same round.

t:_k"} Try Again?: A character can make another check after a failed check if the character is squeezing
JI_ ]"\L through a tight space, making multiple checks. If the situation permits, the character can make
l = - additional checks as long as he is not being actively opposed.
8 g y opp

.
B
i JJ"\-;E- Special: A character can take 10 on an Escape Artist check. A character can take 20 if he is not

S

{

1

=

being actively opposed (a character can take 20 if he is tied up, even though it is an opposed
check, because the opponent is not actively opposing the character).

“‘g A character with the Nimble feat gets a +2 bonus on all Escape Artist checks.

Time: Making a check to escape from being bound by ropes, handcuffs, or other restraints (except a
{ :ré grappler) requires 1 minute. Escaping a net is a full-round action. Squeezing through a tight space

takes at least 1 minute, maybe longer, depending on the distance that must be crossed.
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Forgery (Int)
Need a security pass to get into Barter City again? Grab that expired pass, a blank sheet of paper, some ink
and scribe that form and signature.

The Forgery skill is used generally to forge another individual's signature (usually a person of importance) or
personal document, to bypass checkpoints or to create confusion with false instructions.

Check: Forgery requires materials appropriate to the document being forged, and some time. To forge a
document the character needs to have seen a [FIED Check Time
similar document before. The complexity of the Modifier

document, the character’s degree of familiarity | Document Type i
with it, and whether the character needs to | Simple (written letter) +0 10 min. |j
reproduce the signature or handwriting of a | Moderate (business form) -2 20 min.
specific individual, provide modifiers to the | Complex (checkpoint pass) =4 1hr.
Forgery Check} as shown below. Difficult (Wasteland minted Cﬂin] -8 4 hr.

Extreme (military or city ID -16 24 hr.
Some documents require security or authorization Familiarity Check

codes, whether authentic ones or additional Modifier

forgeries. The Overseer makes the character’s | Unfamiliar (seen once for less than a minute) | -4

check secretly so the character is unsure how good | Fairly familiar (seen for several minutes) +0

his forgery. Quite familiar (on hand, or studied at leisure) +4
Forger has produced other documents of | +4

The Forgery skill is also used to detect someone | same type

else’s forgery. The result of the original Forgery | Document includes specific signature -4
check that created the document is opposed by a

Forgery check by the person who examines the document to check its authenticity. If the examiner’s ﬁ‘[

check result is equal to or higher than the original Forgery check, the document is determined to be 1 |

fraudulent. The examiner gains bonuses or penalties on his check as given in the table below. | ( s
Examtinei’s A document that contradicts procedure, 7—‘}‘{L

Condition Check orders, or previous knowledge, or one that Ui

Modifier requires the examiner to relinquish a

-

Type of document unknown to examiner =4 possession or a piece of information, can IS |
Type of document somewhat known to | -2 increase the examiner’s suspicion (and il.ﬁ" {18
examiner i thus create favorable circumstances for .{"::j ¥
Type of document well known to examiner | +0 the examiner's opposed Forgery ,.\l l_
Document is put through additional tests 1 | +4 check). = i
Examiner only casually reviews the | -2 -1\l :
document 1 Try Again?: No, since the forger isn't Lot P’

L Cumulative with any of the first three conditions on the table. Apply this sure of the quality of the OI‘igil'l'Ell .' g
modifier along with one of the other three whenever appropriate. forgery. ] _,‘ 1

Special: To forge documents and detect forgeries, one must be able to read and write the language "J““

in question. (The skill is language-dependent.) e

x|
A character can take 10 when making a Forgery check, but can't take 20. 4..—_1 )
A character with the Meticulous feat gets a +2 bonus on all Forgery checks. -

A character without a forgery kit takes a -4 penalty on Forgery checks. }t

Time: Forging a short, simple document takes about 1 minute. Longer or more complex
documents take 1d4 minutes per page or longer.
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m Gamble (Wis)
:t “You got to know when to show ‘em, know when to hold ‘'em, know when to walk away, know when to run.”

Gambling is the age old art of making money through games of chance.

Check: To join or start a game, a character must first pay a stake. The character sets the price of the stake if
he starts the game, or the Overseer sets it if the character joins a game. Stakes run from penny-ante (1 coin)
to astronomical (1000 coins).

The character’s Gamble check is opposed by the Gamble checks of all other participants in the game. (If

playing at a casino, the Overseer assigns the house Gamble skill modifier, since most casinos are rigged in the

house’s favor). If there are many characters participating, the Overseer can opt to make a single roll for all
of them, using the highest Gamble skill modifier among them and adding a +2 bonus to the check.

If the character beats all other participants, he wins the stakes.
Try Again?: No, unless the character wants to put up another stake.
Special: A character cannot take 10 or take 20 when making a Gamble check.
A character with the Confident feat gets a +2 bonus on all Gamble checks.
j A character with 5 ranks of Bluff gains a +2 synergy bonus to his Gamble skill.

Time: A Gamble check requires 1d4 minutes.

Gather Information (Cha)
Word of mouth is the most common form of information in the Wasteland—that, and a few small
newspaper presses in the larger Wasteland towns.

Gathering Information is asking around about an individual or organization and usually generates a
few facts and a lot of rumors on the particular subject.

Check: By succeeding at a skill check (DC 10) and spending 1d4+1 hours passing out money and buying

drinks, a character can get a feel for the major news items in a neighborhood. This result assumes that

no obvious reasons exist for information to be withheld. The higher the check result, the better the
information.

| If the situation does not require the expenditure of money, such as befriending an individual or

e S
‘g~ calling in a favor, then the character does not R TRNR ITOYRET > Coin Spent!
spend any money. Rumors 10 |0
. General 15 | 1d4+1
[nfqrmatlon ranges from rumors to Specific 50 | 2d6
{ c]ass)'l_f]ed, gnd the cost anc_l DC increases I "goiretive 30 | 1d10x10
accordingly for the type of information the |G sified 40 | 3d4x20

. ] character seeks to gather, as given In the table 1 A character can gain a +1 circumstance bonus for each multiple
/ :iré fOllOWil’lg. of coins (dice rolled plus addition or multiples) spent up to a

maximum of +10 except on rumors by spending the extra amount
Rumors are general information that the [ ofmoney.

passerby has heard in conversation, but does not actually have any facts to back it up.

General information concerns local happenings, more rumors, gossip, and the like.
Specific information usually relates to a particular question.

Secretive information includes facts that are not generally known to the public and requires that
the character locate someone who has access to such information.
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Classified information is even harder to come by and might involve some danger, either for the one asking the
questions or the one providing the answer. There is a chance that someone will take note of anyone asking

about restricted or protected information.

they repeatedly pursue a certain type of information.
Special: A character can take 10 when making a Gather Information check, but cannot take 20.
A character with the Trustworthy feat gets a +2 bonus on all Gather Information checks.

A character with a high reputation (50% fame) in a specific organization or town gains a +2 circumstance

L

=2

Try Again?: Yes, but it takes 1d4+1 hours for each check, and characters may draw attention to themselves if “
|

bonus when gathering information from that town or a contact of an organization, g

Time: A Gather Information check takes 1d4+1

hours.

Handle Animal
Trained Only

With a leather jacket and a piece of jerky, any canine cannot resist becoming your friend. . .

a cattle prod works too.

Handle Animal is the training of a befriended
animal to perform specific tasks.

Check: The time required to get an effect and
the DC depend on what the character is trying
to do.

Handle an Animal

This means to command an animal to perform
a task or trick that it knows. [f the animal is
wounded or has taken any ability score
damage, the DC increases by +5. If the check is
successful, the animal performs the task or
trick on its next action.

“Push” an Animal
To “push” an animal means to get it to perform
a task, or trick, that it does not know, but is
physically capable of performing. If the check
is successful, the animal performs the task or
trick on its next action.

Teach an Animal a Trick

The character can teach an animal a specific
trick, such as “attack” or “stay,” with one week
of work and a successful Handle Animal check.
An animal with an Intelligence of 1 can learn a
maximum of three tricks, while an animal with
an Intelligence of 2 can learn a maximum of six
tricks.

The character can teach an animal to obey only
that character. Any other person attempting
to make the animal perform a trick takes a -10
penalty on his Handle Animal check. Teaching
an animal to obey only the character counts as
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:- &
DC

Task Time /]
Handle an animal Move action 10

“Push” an animal Full-round action | 25 i
Teach an animal a trick 1 week See text

Train an animal for a purpose | See text See text |!

then again...  _

,_b_ut are not limited to

The character may
attack that enemy.
r animals. Teaching an
reatures such as undead
counts as two tricks.

: The animal attacks appare!
particular enemy to direct the
animal only attacks hum
attack all creatures (includir
rations if they exist in your:

character, even if the animal
the character onto a boat).

Defend (DC 20): The ani
‘the character if no th

est. To understand that it

always find other creatures or cha _
t make an Intelligence check

is looking for a specific object, the
(DC 10).

Stay (DC 15): The animal sta
It does not challenge othet
itself if it needs to.

Track (DC 20): The
Work (DC 15): The
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A a trick (in terms of how many tricks the animal can learn). It does not require a check; however, it increases

character cannot teach it to obey only that character.

Possible training include, bt

al trained to bear a rider
Down, Guard, and Heel.
raded” to an animal trained
weeks and making a Handle
animal was trained in other tricks (in
y training the animal for riding), those
ed by the combat riding tricks.

Combat Riding (DC 20, 6
into combat knows Att:
An animal trained

): An animal trained for combat knows the
tack, Down, and Stay.

20, 4 weeks): An animal trained to guard knows the
Attack, Defend, Down, and Guard.

ng (DC 15, 2 weeks): An animal trained for heavy la
yme and Work.

Hunting (DC 20, 6 weeks): An animal trained for |
Attack, Down, Fetch, Heel, Seek, and Track.

knows Come, Fetch, Heel, Perform, ar

Riding (DC 15; 3 weeks): An animal t
Come, Heel, and Stay.

|

{
-

T

|

l %

¥, o
'L.Jl

| 34
e

-".w'_..

£

garb and jump into the shadows.

‘ff

_Tﬂ The hide check is also modified by the
-—-—.,.;& character’s size:

If people are observing the character, even
casually, he cannot hide. The character can
run around a corner so that he is out of sight
and then hide, but the others then know at
least where the character went.

Cover and

r >
= Hide (Dex) Armor Penalty
Got a secret mission? Don’t want to get caught or be seen by the guards? Then don your ninja

the DC of all of the tricks the character teaches the animal by +5. If the animal already knows any tricks, the

Train an Animal

Rather than teaching an animal individual
tricks, the character can train an animal for a
general purpose. Essentially, an animal’s
purpose represents a pre-selected set of
known tricks that fit into a common scheme,
An animal can be trained for one general
purpose only, though if the animal is capable
of learning additional tricks (above and
beyond those included in its general purpose)
it may do so. Training an animal for a purpose
requires fewer checks than teaching
individual tricks.

Try Again?: Yes.
Special: A character can take 10 or take 20

when handling animals.

An untrained character uses Charisma checks
to handle and push animals, but he cannot
teach or train animals.

A character with the Animal Affinity feat and
at least 1 rank in this skill gets a +2 bonus on
all Handle Animal checks.

LIy Time: See above. Teaching or training an animal takes a number of days. The character does not have to
ki spend the entire time training the animal; 3 hours per day is enough. (Spending more than 3 hours per
; day does not reduce the number of days required.) The character cannot spread the days out; if the

character does not complete the training during a period of consecutive days, the effort is wasted.

7 The Hide skill is used for stealth and hiding from pursuers.

ﬁg Check: A character’s Hide check is opposed by the Spot check of anyone who might see the
| character. The character can move up to half his normal speed and hide at no penalty. At more
than half and up to the character’s full speed, the character takes a -5 penalty. It is practically
impossible (-20 penalty) to hide while attacking, running, or charging.

Modifier Size Modifier
Fine +16 Large -4
Diminutive +12 Huge -8
Tiny +8 Gargantuan | -12
Small 4 Colossal -16

Medium-size | +0

concealment
grant circumstance bonuses

Cover or Concealment Circumstance Bonus

Three-quarters

Nine-tenths +10
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to Hide checks, as shown below. Note that a character cannot hide if he has less than one-half cover or
concealment.

Creating a Diversion to Hide
A character can use the Bluff skill to help him hide. A successful Bluff check can give the character the
momentary diversion needed to attempt a Hide check while people are aware of the character. While the
others turn their attention from the character, he can make a Hide check if the character can get to a hiding
place of some kind. (As a general guideline, the hiding place has to be within 1 foot for every rank the
character has in Hide.) This check, however, is at a =10 penalty because the character has to move fast.
Tailing

A character can use Hide to tail a person in public. Using the skill in this manner assumes that there are
other random people about, among whom the character can mingle to remain unnoticed. If the subject
is worried about being followed, he can make a Spot check (opposed by the character’s Hide check)
every time he changes course (goes around a street corner, exits a building, and so on). If he is
unsuspecting, he generally gets only a Spot check after an hour of tailing.

Special: A character can take 10 when making a Hide check, but cannot take 20,
A character with the Stealthy feat gets a +2 bonus on all Hide checks.

Time: A Hide check is an attack action.

Intimidate (Cha)
Are you scared?

Intimidation is the force of aggressive personality to scare an individual through presence, props, and
threatening words.

Check: With a successful check, a character can forcibly persuade another character to perform _
some task or behave in a certain way. A character’s Intimidate check is opposed by the target’s level “ 3
check (1d20 + the target’s character level or Hit Dice). Any modifiers that a target may have on Will o
saving throws against fear effects apply to this level check. If the character succeeds, he may treat the i
target as friendly for 10 minutes, but only for purposes of actions taken while in the character’s W ‘
presence. (That is, the target retains his normal attitude, but will chat, advise, offer limited help, or

advocate on the character’s behalf while intimidated.)

L{

Circumstances dramatically affect the effectiveness of an Intimidate check.

"‘a
There are limits to what a successful Intimidate check can do.

rﬂl

If the character fails by more than 5, the target may actually do the opposite of what the character _(_J_T

The character cannot force someone to obey his every command or do something that endangers
that person’s life.

wishes.

Demoralize Opponent (Cha or Str)

You can also use Intimidate to weaken an opponent’s resolve in combat. To do so, make an 3
Intimidate check opposed by the target’s modified level check (see above). If you win, the target ﬁf '
becomes shaken for 1 round. A shaken character takes a -2 penalty on attack rolls, ability ?.,---—-
checks, and saving throws. You may only intimidate an opponent that you threaten in melee
combat and that can see you.

Torture (Str)
The character knows the art of gathering information through inflicting pain and crushing a
victim's will power. The people of the Wasteland are no longer polite and torturing is
sometimes the only way to establish a close relationship.



- Through torturing, the character can get almost any information from his victim as long as they speak the
U same language. A character must deal at least 1 point of lethal damage to a bound or helpless character to
initiate a torture check and then makes an opposed Intimidate check (with STR modifier instead of CHR)
against the victim's level check (1d20 + level or hit dice + fear save modifiers). For every 5 points of damage
dealt to the target, the character receives a +1 bonus to his Intimidate check. If the check is successful, then
the information is revealed. If the check fails by more than 5, the tortured give the character false
information, although the character will not know that the information is false as the Overseer keeps the
result of the opposed check to himself. If the check fails by 10 or more, then the victim passes out from pain
for 1d4 hours (or until healed).

Try Again?: Optional, but not recommended because retries usually do not work. Even if the initial check
succeeds, the other character can be intimidated only so far, and a retry does not help. If the initial check

fails, the other character has probably become more firmly resolved to resist the intimidator, and a
retry is futile.

4

If the character fails to Intimidate (torture) a target, he may continue attempts, but the target gains a +4
bonus to oppose for each new attempt. If the target passes out from pain then that character gets a +2
bonus on his next Intimidate check when the target regains consciousness.

Special: A character can take 10 when making an Intimidate check, but cannot take 20. If the character is
the target of torture, he may substitute his number of ranks in Intimidate for his level in an opposed
check.

A character gains a +2 bonus on your Intimidate check for every size category that you are larger than
your target. Conversely, the character takes a -2 penalty on your Intimidate check for every size category
i that you are smaller than your target.

[ A character immune to fear cannot be intimidated, nor can non-intelligent creatures.

l ]I A character with the Confident feat gets a +2 bonus on all Intimidate checks and on level checks to

L
Jﬁ-@ resist intimidation.

A character with 5 ranks of Bluff gains a +2 synergy bonus to his Intimidate skill.
g ynergy
-
I

. Time: Varies. Changing another’s behavior requires at least 1 minute of interaction. Intimidating an
ML opponent in combat is a standard action.

I} 4

il
J‘ﬁ
". = Xk Investigation in the Wasteland is usually left up to the law enforcement and similar
'---v-- organizations that protect the Wasteland. Sometimes, however, investigations are hired out to
characters. Investigators make deductions based from clues found a crime scene.

Investigate (Int) Trainea oOnly

Ah, my dear Watson, it was Professor Plum in the outhouse, with the explosives.

~§ Check: A character generally uses Search to discover clues and Investigate to analyze them.

! f Analyze Clue
r The character can make an Investigate check to analyze a clue. This function of the Investigate
' skill does not give the character clues where none existed before. It simply allows the character
to extract extra information from a clue ) DC
he has found. Circumstances Modifier

=

The base DC to analyze a clue is 15. Itis |-Lveryday since event (max modifier +10) | +2
modified by the time that has elapsed Scane 1s.outdoo.rs e
. Scene slightly disturbed +2
since the clue was left, and whether or -
tth Ficturbad Scene moderately disturbed +4
e SRS Scene extremely disturbed +6
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Collect Evidence
The character can collect evidentiary material and study it at a later time,

To collect a piece of evidence, make an Investigate check (DC 15). If the character succeeds, the evidence is
successfully collected and contained. If the character fails, the evidence is compromised, but can still be
recovered with a -5 penalty on further checks. If the character fails by 5 or more, the evidence is ruined. On
the other hand, if the character succeeds by 10 or more, he gains a +2 circumstance bonus on its checks to
analyze the material.

This function of the Investigate skill does not provide the character with evidentiary items. It simply allows
the character to collect items he has found in a manner that best aids in their analysis later.

Try Again?: Generally, analyzing a clue again does not add new insight unless another clue is
introduced. Evidence collected cannot be recollected, unless there is more of it to take.

Special: A character can take 10 when making an Investigate check, but cannot take 20.

Collecting evidence requires an evidence kit. If the character does not have the appropriate kit, the
character takes a -4 penalty on his check.

A character with the Attentive feat and at least 1 rank in this skill gets a +2 bonus on all Investigate
checks.

Time: Analyzing a clue is a full-round action. Collecting evidence generally takes 1d4 minutes per object.

Jump (Str) Armor Penalty 'f([

Jump around, jump around, jump up, jump up, and get down, now jump. I

|

3

The Jump skill is used for jumping over and onto objects, such as debris and tables, or pitfalls.

Check: The DC and the distance the character can cover vary according to the type of jump the
character is attempting.

o
The character’s Jump check is modified by his speed. The DCs specified below assume a speed of 30 feet )|
(the speed of a typical human). If the character’s speed is less than 30 feet, he takes a penalty of -3 jLﬂJ ‘
for every 5 feet of speed less than 30. If the character’s speed is greater than 30 feet, he gains a F—rj I

A
bonus of +2 for every 5 feet over 30. L)
i

-
If the character has ranks in the Jump skill and succeeds on a check, the character lands on his :| ]
feet (when appropriate) and can move as far as the character’s remaining movement allows. If " =
the character attempts a Jump check untrained, the character lands prone unless he beats the DC "';52'.: I
by 5 or more. Standing from a prone position is a move action. ——

Distance moved by jumping is counted against maximum movement in a round. A character can =
start a jump at the end of one turn and complete the jump at the beginning of your next turn. f;—T
Long Jump % l
This is a horizontal jump, made across a gap such as a chasm or ‘2: i
stream. At the midpoint of the jump, the character attains a vertical MRS . i
height equal to one-quarter the horizontal distance. The DC for the |2 fef’t 5

jump is equal to the distance jumped (in feet). The DCs for long jumps 10 et 10

of 5 to 30 feet are given in the table below. A character cannot jump a ;3 izzi ;g

distance greater than his normal speed. 5% fost 5%

All Jump DCs covered here assume that the character can move at | 30 feet 30

least 20 feet in a straight line before attempting the jump. Ifthis isnot | ' Requires a 20-foot move.

the case, the DC for the jump is doubled. Wit - 2lont; mavR

double the DC.
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- If the character fails the check by less than 5, he does not clear the distance, but can make a Reflex save (DC
N, 15) to grab the far edge of the gap. The character ends his movement grasping the far m
! i edge. If that leaves the character dangling over a chasm or gap, getting up requires a

move action and a Climb check (DC 15). 1 foot 4
2 feet 8
High Jump 3 feet 12
This is a vertical leap, made to jump up to grasp something overhead, such as a tree | 4 feet 16
limb or ledge. The DC for the jump is the height x4 (in feet). The DCs for high jumps of | 5 feet 20
1 to B feet are given in the table below. 6 feet 24
All Jump DCs covered here assume that the character can move at least 20 feet in a ; FEZE gg
straight line before attempting the jump. If this is not the case, the DC for the jump [ zo0iires s 20-foot move.
_— ) is doubled. Without @& running start,
double the DC.

If the character succeeds on the check, he can reach the height. The character
grasps the object he was trying to reach. If the character wishes to pull
himself up, the character can do so with a move action and a Climb check (DC Sy Height
15). If the character fails the Jump check, he does not reach the height, and | cglossal 128 ft.

Creature Maximum

lands on his feet in the same square from which the character jumped. Gargantuan 64 ft.

Huge 32 ft.

The difficulty of reaching a given height varies according to the size of the

Large 16 ft.

character or creature. Generally, the maximum height a creature can

Medium-size | 8 ft.

reach without jumping is given in the table below. (As a Medium-size < = it
creature, a typical human can reach 8 feet without jumping.) If the creature Tiny 2 I't:
is long instead of tall, treat it as one size category smaller. Difiinutve 11t
Hop UP Fine 0.5 ft.

The character can jump up onto an object as tall as his waist with a Jump check (DC 10). Doing so counts
as 10 feet of movement. The character does not need to get a running start to hop up (the DC is not
doubled if you do not get a running start).

! Jumping Down

+  If the character intentionally jumps from a height, he takes less damage than if the character just falls.

J The DC to jump down from a height is 15. The character does not have to get a running start to jump
down (the DC is not doubled if the character does not get a running start).

£ 1If the character succeeds on the check, he takes falling damage as if the character had dropped 10
L fewer feet than he actually did.

Special: Effects that increase a character’s speed also increase the character’s jumping distance,
since the check is modified by the character’s speed.

A character can take 10 when making a Jump check. If there is no danger associated with failing,
the character can take 20.

A“g A character with the Acrobatic feat gets a +2 bonus on all Jump checks. A character with the Run
[ :iq? feat gains a +2 competence bonus on Jump checks preceded by a 20-foot move.

1 T A character with 5 ranks of Tumble gains a +2 synergy bonus on Jump checks.

l“ﬂ Time: Using the Jump skill is either a move action or a full-round action, depending on whether
N g the character starts and completes the jump during a single move action or a full-round action.

Knowledge (Int) Trained Only*
This skill encompasses thirteen Knowledge categories, and the topics each one details in the
shaded box below. Each category is treated as a separate skill.

The number of Knowledge categories is kept purposely finite. When trying
to determine what Knowledge skill a particular question or field of expertise




.
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falls under, use a broad interpretation of the existing categories. Do not arbitrarily make up new categories.
Check: A character makes a Knowledge check to see if the character knows something.

The DC for answering a question within the character’s field of study is 10 for easy questions, 15 for basic
questions, and 20 to 30 for tough questions.

Appraising the value of an object is one sort of task that can be performed using Knowledge. The DC depends
on the scarcity of the object. On a success, the character accurately identifies the object’s value. If the
character fails, he thinks it has a value higher or lower (determine randomly) than its actual value. If the
character fails by 5 or more, he thinks it has a purchase DC 1d4+2 higher or lower than its actual value. The
Overseer may make the Knowledge roll for the character, so he does not know whether the appraisal is
accurate or not.

Try Again?: No. The check represents what a character knows, and thinking about a topic a second time
does not let the character know something he never knew in the first place.

Special: An untrained Knowledge check is simply an Intelligence check. Without actual training, a
character only knows common knowledge about a given subject.

A character can take 10 when making a Knowledge check, but cannot take 20.
A character with the Educated feat gets a +2 bonus on any two types of Knowledge checks.
A character with 5 ranks of Craft (structural) gains a +2 synergy bonus to Knowledge (engineering).

A character with 5 ranks of Craft (chemical) gains a +2 synergy bonus to Knowledge (medicine) when
identifying drugs and posions.

A character with 5 ranks of Treat Injury gains a +2 synergy bonus to Knowledge (medicine).
A character with 5 ranks of Survival gains a +2 synergy bonus to Knowledge (geography).

Time: A Knowledge check can be a reaction, but otherwise requires a full-round action.

Civics: Civics is the of | d atlon and legal r‘ights an
: Wastelands, civics appli g
dividual governments like the Chi

, as well as the backgroun

logy and Philosoph : c et concepts, and the study of religiot

! Underworld: U vie and events within. This can & : ife nal families,
raider cla 1 i i ¥
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Listen (Wis)
Listen is used to detect noise, whether it is through a door to see if something is on the other side, or while on
guard duty to detect approaching intruders.

Check: Make a Listen check against a DC that reflects |8 Sound

how quiet the noise is that a character might hear or | -20 Gunfire
against an opposed Move Silently check. -10 A melee battle
) 0 People talking
The Overseer may call for a Listen check by a character |5 A person in medium armor walking at a slow

who is in a position to hear something. A character pace, trying not to make noise
can also make a Listen check voluntarily if he wantsto | 10 An unarmored person walking at a slow pace,

try to hear something in the character’s vicinity. trying not to make any noise

15 A 1st-level Fast hero sneaking up on someone
The Overseer may make the Listen check in secret i BN

=1 .

so that the character does not know whether not [ A tiger stalking prey |
hearing anything means that nothing is there or that [ 3p A bird flying through the air
the character failed the check. 45 Through a door

+15 Through a solid wall

A successful Listen check when there is nothing to

Condition Check Penalty

hear results in the character hearing nothing. Per 10 feet of distance =
Try Again?: A character can make a Listen [ Listener distracted -5
check every time he has the opportunity to hear L This is actually an opposed check; the DC given is a typical Move

Silently check result for such a character or creature.

something in a reactive manner. As a move action,
the character may attempt to hear something that he failed (or believes he failed) to hear previously.

Special: When several characters are listening to the same thing, the Overseer can make a single 1d20
roll and use it for all the listeners’ skill checks.

¢

l'

| —

I A character can take 10 or take 20 when making a Listen check. Taking 20 means the character spends
Jﬁ:} 1 minute attempting to hear something that may or may not be there to hear.

L,  Acharacter with the Alertness feat gets a +2 bonus on all Listen checks.
-!l
[

1 i A sleeping character can make Listen checks, but takes a =10 penalty on the checks.
g —1ML} Time: A Listen check is either a reaction (if called for by the Overseer) or a move action (if a
tI'_Jl ] character actively takes the time to try to hear something).

I)” Move Silent -1‘?' (De‘x) Armor Penalty
' = Another part of stealth, that commdes with the Hide skill. Move Silently is used generally to
'--w-— sneak up or past guards.

Check: A character’s Move Silently check is opposed by the Listen check of anyone who might hear
the character. A character can move up to half his normal speed at no penalty. At more than half

‘ speed and up to the character’s full speed, he takes a -5 penalty. It is practically impossible (-20
penalty) to move silently while attacking, running, or charging.

— f Special: A character can take 10 when making a Move Silently check, but can’t take 20.

""'a:% A character with the Stealthy feat gets a +2 bonus on all Move Silently checks.

Time: Move Silently is a move action.
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Navigate (Int)

After the Great War, navigation satellites were destroyed and the corresponding linked devices failed to
function. Roads where reduced to rumble, and routes changed by the change of the landscape. Navigation
through the Wasteland now is mainly done through guides and caravans, and rarely are routes mapped
(there are no coins to be made through selling maps).

Check: Make a Navigate check when a character is trying to find his way to a distant location without
directions or other specific guidance. Generally, a character does not need to make a check to find a local
street or other common urban site, or to follow an accurate map. The character might, however, make a
check to wend his way through uncharted wastes or a labyrinth of underground storm drains.

For movement over a great distance, make a Navigate check. The DC depends on the length of the trip. If
the character succeeds, he moves via the best reasonable course toward his goal. If the character fails, he
still reaches the goal, but it takes the character twice as long (the character loses time backtracking and
correcting his path). If the character fails by more than 5, he travels the expected time, but only gets
halfway to his destination, at which point the character becomes lost.

A character may make a second Navigate check (DC 20) to regain his path. If the character succeeds, he
continues to the destination; the total time for the trip is twice the normal time. If the character fails, he
loses half a day before the character can try again. The character keeps trying until he succeeds, losing
half a day for each failure.

When faced with multiple choices, such as a branch in a tunnel, a EXIdiKIRi

character can make a Navigate check (DC 20) to intuit the choice that | Short (a few hours) 20
takes the character toward a known destination. If unsuccessful, the | Moderate (a day or two) 22
character chooses the wrong path, but at the next juncture, with a | Long (up toa week) 25
successful check, the character realizes his mistake. Extreme (more than a week) 28

A character cannot use this function of Navigate to find a path to a site if the character has no idea
where the site is located. The Overseer may choose to make the Navigate check for the character in
secret, so he does not know from the result whether the character is following the right or wrong path.

Al

W

A character can use Navigate to determine his position on earth without the use of any high-tech #
equipment by checking the constellations or other natural landmarks. The character must have a clear lrr i i
view of the night sky to make this check. The DC is 15. (,' a
Special: A character can take 10 when making a Navigate check. A character can take 20 only [.1 L-'j
when determining his location, not when traveling.

"‘u

A character with the Guide feat gets a +2 bonus on all Navigate checks.

Time: A Navigate check is a full-round action.

Perform (Cha) i
This skill encompasses several categories, each of them treated as a separate skill. These
categories are identified and defined as presented.

Check: The character is accomplished in some
type of artistic expression and knows how to put
on a performance. The character can impress
audiences with his talent and skill. The quality of
the character’s performance depends on his check
result.

Acting: The character
drama, comed

character is a musician gifted with a talent |
1g musical instruments and song.

The Perform categories are, by far, not a complete
listing of what can be found in the Wasteland, just Oratory: The character is a stg)ryteﬂgr
some general guides. The Overseer can define | stamina and flair.
additional performance skills.




mw
P 10 Amateur performance. Audience may
appreciate your performance, but is not
impressed.

15 Routine performance. Audience enjoys your
performance, but it is not exceptional.

20 Great performance. Audience highly
impressed.

25 Memorable performance. Audience
enthusiastic.

Masterful performance. Audience awed.

Try Again?: Not for the same performance and audience.

| Special: A character can take 10 when making a Perform check, but
B cannot take 20.
' A character without an appropriate instrument automatically fails any
Perform (music); check he attempts with an instrument. At the
Overseer’s discretion, impromptu instruments may be employed, but
the performer must take a -4 penalty on the check because his

equipment, although usable, is inappropriate for the skill.

| Every time a character takes the Creative feat, he gains a +2 bonus on
’_ﬁi checks involving two Perform skills the character designates. See the
I Feat Description for more information.

| | Time: A Perform check usually requires at least several minutes to an

Jﬁ_@ hour or more.

EL;_? Pilot (Dex) Restricted - Trained Only
| | Piloting is the art of flying an airborne craft, such as a hang-glider, sky phantom plane, or black hawk

R l‘u} copter. It is very unlikely that a character will have access to any types of airborne craft, and this
u:ll 4 skill is restricted unless the Overseer is running a campaign where training can be achieved in
| 4=l L this field

—

i jjﬁ Check: Typical piloting tasks do not require checks. Checks are required during combat, for
- ""Eﬂ special maneuvers, in other extreme circumstances, or when the pilot wants to attempt
1 i something outside the normal parameters of the vehicle. When flying, the character can
attempt simple maneuvers and stunts (actions in which the pilot attempts to do something

“‘q complex very quickly or in a limited space).

| Each vehicle’s Description includes a maneuver modifier that applies to Pilot checks made by the

{ f operator of the vehicle.

i ‘l‘f Special: A character can take 10 when making a Pilot check, but cannot take 20.

L A character with the Vehicle Expert feat gets a +2 bonus on all Pilot checks.

N

There is no penalty for operating a general-purpose fixed-wing aircraft. Other types of aircraft
(heavy aircraft, helicopters, jet fighters, and spacecraft) require the corresponding Aircraft
Operation feat, or else the character takes a -4 penalty on Pilot checks.

Time: A Pilot check is a move action.
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Profession (Wis) Trainea oOnly

Like Craft, Knowledge, and Perform, Profession is actually a number of separate skills that mimics character
occupations (see Chapter 1: section 5). You could have several Profession skills, each with its own ranks, each
purchased as a separate skill. While a Craft skill represents ability in creating or making an item, a Profession
skill represents an aptitude in a vocation requiring a broader range of less specific knowledge.

Check: You can practice your trade and make a decent living, earning about half your Profession check result
in currency per week of dedicated work. You know how to use the tools of your trade, how to perform the
profession’s daily tasks, how to supervise helpers, and how to handle common problems.

Action: Not applicable. A single check generally represents a week of work.

Try Again?: Varies. An attempt to use a Profession skill to earn an income cannot be retried. You are
stuck with whatever weekly wage your check result brought you. Another check may be made after a
week to determine a new income for the next period of time. An attempt to accomplish some specific
task can usually be retried.

Untrained: Untrained laborers and assistants (that is, characters without any ranks in Profession) earn
the normal wage of the area.

Read/Write Language (None) Trained Only

Since schools are no longer present in most non-technical towns throughout the Wastes, reading and
writing skills are not so easy to learn. Only inhabitants of highly populated places can find it less 4
problematical, but those living in the Wastelands often stay illiterate till their death,

1)
» Characters know how to read and write their native language unless they take a trait or ?;J,
background that makes them illiterate. ;
» Illiterate characters can learn to read and write their native language at the cost of 2 skill points. \ I
» Learning to read and write additional languages beyond the chara