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introd
ver 400 million citizens are housed within Mega-

City One, with every need met by the hard toil of
a billion robots and the ever watchful Justice

Department. The vast majority enjoya life of pure
leisure, pursuing any numberof hobbies, interests, sports

or crazes in an effort to keep their minds occupied and
just have something to do from day to day. The Tri-D
stations cater for every conceivable taste and the great

corporations endlessly churn out millions of new and

exciting products knowing all too well that, for some

citizens, shopping is as mucha legitimate pastime as
anything else.

Life is far from perfect, however. Sheer boredom of an
existencefilled with nothing butleisure timeis the single

greatest contributing factor to crime. Combined with

intense overcrowding in mile-high cityblocks, few

citizens remain completely sane throughouttheir lives

and there seemsto be nolimit to the violence and terror
that they can inflict upon the rest of the population ofthe

city. Civil unrest is a regular feature of Mega-City One

and even the most mild-mannered citizen harbours a
deep-rooted loyalty to the cityblock in which he has lived
his entire life. Every other block is, in some way,
inferior, being either too run-down, too snobby, too
aggressive, too impoliteortootall.

 

Block fighting is a commonfeature oflife in Mega-City
One and mostcitizens can expect to be caught up within

one at somepoint during their lives. Boredom,

overcrowding and mass unemploymentall combine to set

tensions ona razor’s edge and the slightest incident can

spark off a block war within minutes. Once two blocks

begin waging war upon one another, the judges mustact

quickly to contain the violence before it spreads. Battles

involving several blocks can quickly spiral out of control
as the Citi-Defin neighbouring cityblocks watch the

escalating combat and argue which side they shouldjoin.

Left unchecked, a single minor incident can spark off a

warthat envelopes a dozen blocks and claimsthelives of
hundreds of thousandsofcitizens in less than an hour.

Wheneversuchincidents occur, it is the sworn duty of
every judge to put downthe unrest as quickly,efficiently
and brutally as possible. Any reluctance can only cause

the deaths of morecitizens.

 

The criminal elements of Mega-City One, however,

greatly enjoy the prospect of a mass block war. With the
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judges’ attention diverted elsewhere, incidents of

opportunistic looting, robbery and related crimes increase

tenfold for miles in every direction around the warring

blocks. Thegreatest perps mayactually instigate a block
warintentionally, as a key part ofa crimethat will
perhapsnet them millions of credits. With a hundred

thousandcitizens rampaging throughthestreets, crime

bosses havein the pastutilised the mob as a hapless army

to be thrown against the defencesof a Justice Department

armoury in preludeofa raid to steal high-powered
weaponry,oralternatively as a simple distraction to keep

the judges away from other planned crimes. The
possibilities for perps using block warsto their advantage
are endless — it just takes a skilled criminal mind to plan
for them.

The Rookie’s Guide to Block

Wars
This rules supplement is a comprehensive guide to block

wars, rumbles andriots in Mega-City One. It presents

players ofcitizen characters in perp-based campaigns

with a whole new dimension with which to wage war
againstrival street gangsor the Justice Departmentitself.
Players with judge characters can nowtakepart in the
infamousblock warsofthe city, specialising in the riot

squad or taking advantage of new and greater ordnance

with which to combatvast numbers of rampaging
citizens. Games Masters will find they have a wide

variety of new tools to use whenpresenting one ofthe

most dynamicscenario ideas to have appeared in the

2000AD comic strip — your players may befairly relaxed
when their judgesarrive at a bankto halt a heist in

progress, but when faced with a mob one hundred
thousand strong, they might find their tactics have to

changeradically.

The mass combat system presented within The Rookie's

Guideto Block Wars has many uses, some ofwhich are

covered in Chapter 7. Aswell as giving a fast and

comprehensive system for conducting block wars,riots
and rumblesbetweenrival street gangs, Games Masters
can now alsofightentire battles or even wars amongstthe
different mega-cities or alien races.

 

Thestreets have just become a lot more dangerous. . .

 



  
Riots and
ass civil disturbance occurs everyday in Mega-

City One, driven by the vast overcrowding of

the population and high unemploymentrates.

Citizens mayrally against the lack ofjobs, the authority

ofthe judges or the death ofa well-knownTri-D soap

character — it does not take alot to trigger a mobinstinct

that can result in thousands ofdeaths and millions of

credits-worth of damage. Every sectorsuffers, though

somehaveadisturbing reputation for both the regularity

and intensity ofriots and block wars that rampage
throughthestreets. It is the nightmare of every judge on

the force to be confronted with one hundred thousand
rioting citizens withoutavailable back up and manystudy

hard in preparation for the day on whichthey mayfind

themselves in exactly this position. Judge Dredd hasthe

power, reputation and authority to arrest an entire block

butthis is an option few judges are able to successfully
exercise and mostdie trying. Only a combination of

teamwork, back up and sheer courage maysee a judge

through what is probablythe very worst Mega-City One
can throwat him.

This chapter takes an in-depth look at the different types
ofmassdisturbance faced by the Justice Department and

the methods by which they are commonlydealt with

Rumbles
Typically the preserve ofjuves and young

punks, a rumbleis the description commonly

given to any runningstreet fight involving

one or moresides targeting each other. It is
also the term applied to the regular small-
scale battles that take place betweenrival
street gangs seeking to force one another

from an area. Rumblesarerelatively small

affairs usually involving less than one

hundred citizens on eachside, though the
sheer amount of damage that can be caused

far outweighs the number of combatants.

The gangs taking part are often deadly rivals

looking for the slightest excuse to go to war

and destroy their long-term enemies.
Becauseofthis, rumbles take on an
incredibly personal edge and canescalate
rapidly as temporary alliances with other

WALT RALEIGH BLOCK~ BIT
OUT OF YOUR TERRITORY,
AREN'T YOU, BOYS ?

 

Block Wars   
gangs are forged and broken,andincreasingly heavier

weaponry and ordnanceis broughtinto play as the stakes

rise.

 

 

Many judges maybe temptedto simply leave street gangs

and juves to tear themselves apart, though any
experienced judicial personnelwill advise thatthis is an
extremely hazardous course ofaction. Things may seem

safe enough as perps hammereachotherinto
unconsciousness in some deserted part ofthe sector but
all too quickly firearms and heavy weaponry maybe

brought into action and the rumble can spread
unbelievably quickly into crowded population centres. A

rumblecancausea significant amountofcollateral

 

damageasboth property and innocentcitizens get caught
upina lethalcrossfire.

What maystart as a simple knife fight between two gang
leaders to determine whohas right of access to a munce

burger bar, hideout or pedway can quickly devolve into a

mass brawl. As firearms are broughtout, the deathtoll

rapidly increases. Other juves and street gangs may join

 

in, carefully picking their allies and unleashing
everything theyhave attheir enemies. If judges are not
calledto the scene in very short order, vehicles, bombs.

  

 

  
   

EMPTY YOUR
POCKETS AND
CARRILOTS.

u-JUST OUT FOR A STRUT, JUDGE.
YOU KNOW: SPUGGIN' ABOUT.
AIN'T DOIN’ NO HARM.

  



  

  Departmentis that such complaints tend to
    
MANTAS HERD OTHER
SCATTERED BANDSOF
UUVES INTO THE
GROWINGSTAMPEDE: za

 

and missile launchers may be unleashedinto the carnage,
threatening everyone nearby. However, judges should be

warnedthat the participants of rumbles are notoriously

fickle, especially if they are comprised in the main of

juves. Assoonas the judgesarrive in force, the
combatants ofthe rumble may well unite almost
instantaneously against the judicial response, forming

temporary alliances in orderto battle against the force
they all truly hate — the Justice Department.

So long as experienced judgesarrive on the scene of a

rumble quickly, they can usuallybe contained within

minutes, and for those wholack Judge Dredd’s

impressive authority, a single Manta Prowl Tank can

instantly quell any suchdisturbance. All that will remain

is to identify the gang leaders, sentenceall lawbreakers

and detail clean-up squads to deal with the mess that
remains.

Riots
Citizens enjoy complainingforit is oneofthe fewlegal
pastimesthatcosts nocredits. The dangerforthe Justice
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becomeself-perpetuating and what might
start as a tirade fromonecitizen againstall

the unfairnessin his life can soon develop

into an illegal parade of thousands of

citizens. Once this many are on the move,

all simultaneously demonstrating against the

sameperceived injustice, trouble is

inevitable. This is the reason the Justice
Department grants very fewpermits for
parades andruthlessly quashes those that

spring up withouttheir authority — it haslittle
to do with a distrust of any democratic

system (though that is very much another

story) but simply indicatesthat citizens

cannotbetrusted to take to the streets in any

great numbers.

    
A riot can develop for reasonsthat, in the

aftermath, may seem incomprehensible, even
for the citizens involved — though this is no

excuse fortheir lawless behaviour. A desire
for democracy and the endofthe judge

system, housing rights and anti-alien protests

haveall been the cause of massive riots
throughout Mega-City Onein the past.
However, so has the withdrawalofa certain
brand ofsynthi-bar, the change ofbroadcast
times for a Tri-D game show andthe

repainting ofa cityblock. Mega-City Oneis a tinderbox

ofdiffering interests, prejudices and dissatisfied citizens,

all looking for anoutlet for their frustrations. Many may
not even agree with the protest in which they are

marching but they areall too willing to go along with the

masses simply as a release. It has even been knownfor

riots to changethe target of their protest several times

during a march,as several particularly charismatic
citizens alternately take the lead for short periodsoftime.
This can leave judges preparing a responsea little
bewildered astheriotliterally takes a turn for the worst.
Thecitizens engaged inthe riot, however, may not even

notice they are now fighting for a completely different

cause.

 

Riots pose particular problemsfor the judges as they tend

to be mobile affairs and can cover several miles before
being properly contained, Asthe riot travels, more and
morecitizens are drawninto the violenceasit takes a life
of its own. Thecitizens withinriots rarely target one
another, unless a dispute in views of doctrine becomes

evident, but they can cause an incredible amount of

damageas vehicles are over-turned and burntout, blocks   
 



 

are attacked and shopping malls looted. The more

seriousriots actively target a perceived enemyorthreat,
such asa particular race ofaliens, gang ofjuves or chain
of kneepadstalls. When this happens, an ugly witch hunt
can develop, with mob justice being executed against

possiblyinnocent targets in a hideous fashion only

witnessed in the Mega-City.

For these reasons,riots are given the highest priority for

response by judges. In theory, a riot left unchecked could

travel through anentire sector, raising every citizen up in
armsand leaving utter carnagein its wake. Unless the
entire city is in the grip ofa new, revolutionary and

potentially dangerous idea (such as the democracyriots

of2113), riots tend to be limited to a few thousand angry

citizens, thoughit is only the presenceofthe judges that

stops themspiralling further out of control.

Block Wars
By far the most well-knownofall civil

disturbances is the block war, though rumbles

and riots tend to be more common. The
cityblocks of Mega-City One are monuments to

humaningenuity — rising over a mile into the
cloudless sky, each housing tens of thousands of
citizens, jam-packedtogetheras part ofthe space
saving measures necessary in the overcrowded

city. Every possible conveniencea citizen could

dream ofcan be found within his own block,
including shopping malls, bars, leisure centres,

hover car showrooms, med-centres, arcades, and
much more.It is possible fora citizen to live his
entire life without ever needing to leave his

cityblock — and manydojust that. An

unfortunate side effect, however,is that it is all
too easy for a citizen to start imagining a loyalty

to his block, the idea that, in some way, his block

is a far better place tolive than any other. This
breedsa naturalrivalry betweenthecitizens of
neighbouring blocks and while the outwardsigns

ofthis are usually little more than juve gangs

preying upon one another, it can ignite into full
scale warfare.

  

The incidents that have precipitated block wars in

the past could be laughable,if their consequences

werenotso tragic. It is generally believed that
the greatest block warin the history of Mega-City

One wascaused by a four-credit Freezy-Whip
being dropped onto the head of a citizen ofa

  
rival block. A far more commoncauseis to be found

within the Citi-Defunits present in every block. Bored

with countless training exercises and mock combats, the
part-time soldiers ofthe Citi-Defunits yearnfor real

battle or ‘trigger time’, as they call it. The most obvious
target is, of course, the Citi-Defsoldiers ofa
neighbouring block. It does not take long for ordinary

citizens to join their Citi-Defin attacking a rival block
and, with the incredible weaponsto be found in their

armoury, an immense amount of damage can be caused
before the enemy has time to react. Missile launchers,

lazookas and missile defence lasers canall be turned

uponfellowcitizens as the battle intensifies.

   

 

   

 

Block wars can involve hundreds ofthousandsofcitizens
and judges must move quickly to segregate warring

blocks before their neighbours also becomeinvolved.

The deathtoll of evena short-lived war can be
catastrophic as high explosive shells and piercing high-

intensity lasers pound each block to rubble. In rare
events, Citi-Defunits have infiltrated the foundationsof

 

 

 
 

   

  



 

 

     

   

  

THE SMALLESTOF THINGS
GAN SPARK A BLOCK WAR —
EVEN SOMETHING AS
INNOGENT AS THE DROPPING
OFA 4-CRED PREEZY-WHIP—  

theirrivals, planting mega-explosives designed to bring

the block crashing to the ground, prompting the Justice

Departmentto mobilise every emergency squad in the

sector.

The judgesof any given sector may expect to face a

block war perhaps once each month on average, though

somesectors are notorious black spots ofdisillusioned

citizens just itching to take their frustrations out ontheir

Fewcityblocks are actually destroyed by
block wars but deaths will always run into the

thousandsandthe cost in criminal damagecanrise to
millions ofcredits, to say nothing of the burden placed on

  

ELA
ALL DS WAS NTTHE ONLY OME. WHEN Et
ENTERED HER BLOCK. DAN TANNA, A CHILL OF
BAREDYRsRESTRAINED VIOLENCE RIPPLED THROUGH

 

the iso-cubes as the judges haul

thousandsofperpsoffto
complete their sentences.

Sector Wars
Incredibly rare in the history of

Mega-City One, full-blown

sector wars can make even a
multiple block war seem
insignific
citizens are far less devoted to

their sectorthan they are their
owncityblock though, once

again,it takes little to trigger

the mobinstinct present inall
ofthem.
millionsof citizens,all

mobilised under a commonbanneragainst their enemies

in an adjacentsector. Battle lines can stretch dozens of

kilometres, with each army led by the combinedCiti-Def

units ofall the blocks in the sector. The potential for

destruction and carnageis incalculable andthe Justice

Departmentwill move swiftly to defuse the

DREEPE HAD BEEN FEELING AGGRESSIVE

 

nt. As arule,

     

One ofthe most famous examples ofa neatly averted
sector warwas started bythe civil councillors ofSector 1.
The powersupplies fortheir entire sector were being
constantly disrupted by peak-time overloads fromthe
neighbouring Sector 3. Unableto resolve the dispute to

  

their si ction, the councillorsillegally mobilised every

Citi-Defunit in the sector. In less than an hour, Sector 3  
had responded and two immensearmiesfaced one

anotheracross a fifteen kilometre front. Judge Dredd was

dispatched toavert the brewing sector war, a task he
accomplished bycutting off the power to both sectors
until every Citi-Def unit had dispersed back to their own
blocks. The councillors of both sectors were
subsequentlyarrested by Dredd.

Causes
It is a common joke among judgesthatcitizens need no
reasonto go to war with one anotherand, indeed, the

surface reasons for block wars andriots can seem
incredibly trivial when exposed to detailed examination.

The fundamental causes, however, are always the same.

Mega-City Oneis a populationcentre in a permanent

state of The succession ofdisasters to plague the
city have left many completely homeless and those lucky
enoughtobecatered for bythe Housing Departmentare
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crammedinto tiny apartments among tens of

thousandsofothercitizens. Theproliferation of

computers androbots in industry, while making for
an extremely efficient economy, has driven

unemploymentto stratospheric levels andliterally

givencitizens far too muchtime ontheir hands. As

Mega-City One spirals downwards under

increasingly severe crime waves and social disorder,

the judges alone stand betweenrelative peace and

total anarchy.

 

A moredisturbing trend in recent years, however, is
thatofthe intentional block warandriot. Due to the
massive numbersofcitizens involved in these
disturbances, the response ofthe Justice Department
will always be ofa similar magnitude. In a time
where the resourcesof the judges are severely

limited and a massive shortfall in manpowerexists,

this means that one block warcan all but drain an
entire sector's ability to respond to other crimes.
Thisfilters downtoall levels. Whileit is standard
practice to increase judgevisibility within a one

mile radius of a block warorriot to discourage

opportunistic looting and other crimes, this can

seriously impacta patrol ofstreet judges on the

otherside ofthe sector who may well find
absolutely no backup units are available to them
when confronting even major criminalactivity.

 

  

Perps have beguntolearn this flaw in the Justice
Department’s policing methods andthe best of them

useit to their advantage. When planning raids on high-

valuefacilities such as banks and Justice Department
armouries, somecriminal organisations will seek to

intentionally start a riot or block war a fewmiles away in

order to both drawjudges away from the intendedtarget

and cripple their ability to respond while the crimeis in

progress. Unfortunately for the perps, while riots and
block wars can start with the most minor provocation,

months of planning can go wasted as they slowly begin to
realise that citizens are a fickle race. One badly chosen

phrase from aneldster to the wrong juve can spark a

whole block warbut things can quickly become more

problematic whenperpstry to intentionally start a

disturbance. It can beirritatingly difficult to tap into the

group consciousnessoftens of thousandsofcitizens

simultaneously and just as the Justice Department can

find it nigh on impossible to predict where the next block
warwill take place, so can perpsfind it amazingly
difficult to start one deliberately.

 

  

THE SEETHING MASS OF
BLOCKERS PARTED BEFORE
THE JUDGES" AWESOME
FIREPOWER —

Block wars andriots are spontaneousevents that have so
far defiedrational andscientific analy: Manyperps
and criminal organisations are far more content to simply

bide their time and launch their operations when a block

wardevelops by chance. They are unlikely to have a long
wait.

 

judicial Response

 

Bynecessity, the responseofthe judges to riots and block
wars mustbe swift and total. Thecitizens they are sworn

to protect can easily escalate a minorsituation into a
majortragedy andsoa certain ruthlessnessis required by
judgesarriving on the scene as a block warbeginstoflare

up. The use of StummGas is automatically sanctioned

forit is far better to face a tiny proportion ofdeaths from

allergic reactions to the toxin than thousandsofcasualties
later on. Riot foam maybeused toflood entire plazas in

an effort to keep the mob fromfighting and, in extreme

cases, sonic cannonscan be turned uponthe blocks

themselves to immobilise their citizens. Major ordnance
is alsolikely to be deployed, for the longer a block war

  

 



 

      
  
   

  
  

  

  

  

  

 

  

 

   
   
   

  

     
   
   

    
   

  

 

rages, the more damagewill be sustainedin the
surrounding area and the more judges will be tied up

dealing with just this one incident. Pat-Wagons, H-

Wagonsand Manta Prowl Tanksare therefore all made

readily available, where possible, oncea street judge calls
for back up.

Specially trained and equipped riot squad judgeswill also

be deployed in sectors that keep them on permanentalert.

Often disregarded bystreet judges who viewriot squad

duty as somehow second-line when comparedto fighting

crime directly, these judges are actually superbly

disciplined and well versed in handling numerically
superior opposition in a manner designedto pacify
rampaging mobs,rather thanincite themto further
violence.

Given enough warning from narks, the Wally Squad and
other informants, judges are also empoweredto put entire
blocks undersolitary confinement whereit is believed a

block waris imminent. This is a method by which the
blocksare quite simply shut down from therest of the

ith no citizen being permitted to enter or leave
until the Justice Departmentraises the blockade. This

little impact on the majority ofcitizens in such blocks,fc

everything they need in day-to-daylife can be found

within but, by separating them fromtheir neighbours,
extreme violence may beaverted.

 

  

All too often, however, no suchalert is available to the

judges andthose onthe street mayliterally find

themselves walking into a war zone withlittle or no

 

warning. In such circumstances, judges are advised to

keeptheir distance until back-up arrives for even their

superiortraining and equipmentwill avail themlittle

against a mob onethousandstrong.

The Aftermath
Oncethe perpetrators of a block warorriot are arrested
andsentenced, and the clean up squads have been and

gone,it is the lone citizen whohasto cope with the

aftermath ofdestruction. It is likely he will have lost

friends and family in the fighting and will probably hold

a deep-rooted grudgeagainstthe rival block, one that the

judge’s solitary confinement ofhis own block cannot
shake. He may not havereleasedall his pent-up

frustration before the judges arrived and will haveto face
yet another day of boredom and unemployment— it is a
well known fact among med-judgesthat incidents of

Future Shock Syndrome can double amongthe survivors
ofblock wars.

 

The Justice Department keeps an extremely close eye on
blocks that have warred in the past and rivalries can be

maintained for manyyears. In general, this frictionis
restricted to juve gangs fromthe twoblocks engaging in
isolated rumbles butthere is always the fear that a full-

ile block war mayerupt once moreascitizens oneither
side start gearing themselvesup for a re-match — usually
led by their own Citi-Def unit. Regardless ofits past

history, each block within Mega-City One must be

regardedas a potential trouble spot for riots, block

and worse.
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ven bythe year 2103, block wars were nothing
B= tothe citizens of Mega-City One. Thejudges

knewthat inter-block violence could erupt at any

time and were well-trained in handling block wars.

However, nothing could have preparedeither the judges

or citizens of Mega-City One for Block Mania, the day
whenthe wholecity went wild andalmostthe entire

population succumbed to a madnesscreated by East-Meg
Onethat wastoresult in the d iction ofnearlyhalfthe

city.

  

It is generally agreed among the judge-tutors ofthe
Academy of Lawthat Block Mania beganwith a small
enoughincident — the dropping ofa 4-cred Freezy-Whip

    

onto the head of Melda Dreepe,a resident of Dan Tanna,

as she walkedpast the Enid Blytoncityblock. During
any otherday, this may have caused Melda some

consternation but would otherwise havehadnolasting
effects. Unknowntothe judges, however, Block Mania

hadalreadyseized the citizens of Mega-City One and

they were just looking for an outlet that would allow

themtounleashtheir collective andbarely-restrained

aggression. Meldareturned to Dan Tannatoattend an

overcrowded block committee meeting where the

decision was madetostart a full-scale block war. Melda
Dreepe’s lightning-fast proposal of Enid Blytonfor the

target was greeted with unanimous approval — within an
hour, the Dan TannaCiti-Defunit had planneda frontal

ult and was leading almost every

    

 

AT 02.30 THE ASSAULT |
WAS LAUNCHED —

 

 
citizen oftheir block across the plaza to
Enid Blyton.

It was perhaps unfortunate for the
residents of Dan Tannathat their
counterparts in Enid Blyton were ready

and willing to make war— thefirst deaths
as a result of Block Mania cameas the
Blyton blockers unleashedtheir full Citi-

Defarsenal into the charging Dan Tanna
mob. Judges, led by Dredd himself, soon
arrived on the scene andhalted the battle
by flooding the corpse-strewnplaza with

twoentire Pat-Wagons’ loadofriot foam.
It was unfortunately too late and Block

Maniahadalready spread beyond Blyton

and Tanna.

 Neighbouring blocks,theircitizens all
charged with the same naked aggression
that had swept through Blyton and Tanna,
had been watching the developing block

war with interest. Rikki Fulton and Henry

Kissinger blocks sided with Enid Blyton.

Betty Crocker had chosento ally with Dan

Tannawhile the citizens of PanchoVilla

were fighting everybody. Judge Dredd
and his colleagues soon found themselves

caught in the middle ofa six-block war.

The standard procedure for dealing with

any mobwastotarget the leaders but this
time suchtactics were to prove fruitless

  



   

THE ENID BLYTON BLOCKERS WERE WAITING. THEY TOO HAD
FELT THE TENSION OF THE DAY. SOON ITtae

  

THOSE DUMB TANNAS ! WALKIN’ RIGHT
INTO OUR EVER-LOVIN' ARMS —
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fallen agitators and Citi-Defofficers were simply

trampledunderfoot as one of Dredd’s Pat-Wagons was

overrun and wrecked by the combined strengthofthe
charging citizens. Surrounded onall sides, the judges
had nochoice butto turn their bike cannonon the mob
andliterally blast their way to freedom

Behind them, the block mobs metlike humanbattering
rams, smashing one another apart. The remnants of Dan

Tanna fought close beside the Betty Crocker blockers.

Arrayed against them was the concerted might of Henry

Kissinger, Rikki Fulton and Enid Blyton, with Pancho

Villa taking onall comers. Bythis time, well over three
hundred thousandcitizens were involved andfighting had

spread far beyondthe central plaza. Judge Dredd ordered
the immediate deployment ofStummshells from his

remaining Pat-Wagon, being onlytoo willing to accept
deaths fromtheallergic reactions of the gas rather than

let the mobs murder one another. PanchoVilla responded

by destroying the Pat-Wagonfromthetop oftheir own

block with a recently acquired missile defencelaser,
which was quickly silenced by Dredd hims

  

 

Bythis time, manyseparate block wars were beginning to

spread throughout the northern sectors at an alarming

rate. Chief Judge Griffin placed Dreddincharge ofthe
operation to crush the block wars before they spread
throughouttheentire city. It was to be a hopelesstask.

Block warscontinuedto erupt through the northern
sectors and manysmaller engagements begantoflare up.

_

    

   

        

 

 

Anarmyofmo-padslaidsiege to Garner Ted Armstrong
block while ten thousand warring blockers perished when

the overzoomthey werefighting across was destroyed by

mega-explosives. Nowon board an H-Wagon

observation craft, Judge Dredd had recogniseda far more
worrying development manyjudges in the northern
sectors were also beginning to succumbtothese

madness overtaking the citizens. The judicial sys

began to break downasstation judgestried to decide

whichblocks they wouldfight for! Beginning to suspect

an outside agency wasresponsible for Block Mania,

Dredd ordered forensics squadstostart performing
complete rundownsonarrested citizens.

 

   

Under Dredd’s command,the judges onthe street fought

hard to quell the Block Mania. By now,every canister of

riot foaminthe entire city was in usein the northern

sectors. However, even with this added support, both riot

foam and Stummgasstocks were dwindling to
dangerouslylow levels andstill the judges faced
overwhelming numbers. Electro-cordons were hastily

erected to containareas of the heaviest fighting but while

they managedtothrowback citizens charging their

containmentfield,all too often another block war would
erupt outside of the newperimeter, forcing the judges to

pull back evenfurther.

  

 

Moretrouble seemedinevitable when Judge Dredd was
approachedbyhis top informer, Max Normal. Max
reportedthatthe citizensof his block, Ricardo

 



   

 

 

Montalban, had discoveredthe toxic properties of a
combined cyclic acid and raw plasteen compound, and
were planning to create enough poisongas to wipe out a

thousand cityblocks. It was also apparent that Max

Normal wasnot affected by Block Maniaand while

Dredd led a squadto deal withthe th s murder,

he was taken awayby forensic squads for a whole battery

  ofma:

 

oftests to determine just why Max Normal was so

normal.

By this time, inter-block war was nowtotal throughout

the northern sectors every block had succumbedto the

madness and Block Maniareigned. In the devastated

DanTannabloc!

during the day, a few surviving
residents werestill fighting. They had
been Stumm-gassed,riot-foamed,
bombed, blasted andarrested. Out of

anoriginal population of over 70,000,
only 277 remainedalive andat liberty

Melda Dreepe wasstill fighting and
she had becomethe nominal leader of

Dan Tanna. Looking aroundthe

battlefield, she made the decision to
lead her dwindling forces in an assault
to capture Rikki Fulton block.

 

, where the fighting had begunearlier

 

Ricardo

had secured an

alliance with luxy-block Charlton

Heston. The Hestonblockers were

detailed to capture several acid tankers
anddeliver themto the Dixy Plasteen

Complex, where the MontalbanCiti-

Def were already launching afull scale

Further east acrossthecit

Montalbanblockers
  

 

raid to obtain tonnes of raw plasteen for

theirdiabolical planto wipe out their
fellow citizens.

Judge Dredd and his squadarrived in

timetohalt the last ofthe acid tankers

entering the plasteen complex butit

 

 

wastoolate for the manufacture ofthe
toxic gas hadalreadystarted andthe
chimneys ofthe complex began to
churnoutroiling clouds ofthe death gas. Weather

alled in to deal with the

ating anartificial cyclone to suck it skywards, while

Judge Dredd brought in sonic cannonto raze the
complex tothe ground. Weathercontrol finally managed

control wa:

 

s cloud by   

 

cr

to avert catastrophe but it was fartoolate for the closest

blocks. Among the deadfrom the toxic gas were Melda    

Dreepe andthe remaining DanTannablocks, caught in
the open whenthe lethal cloud swept over them as they

charged towards Rikki Fulton.

By now, it was clear that Block Mania hadafirmgrip on

over150million citizens
Dreddorderedthe pacification ofevery northernsector of
Mega-City One. Sonic cannon moved in and began

targeting mobs with low frequency wide beams. Each

Havingnoother choice, Judge 

 

  

 

  

    

blast of a sonic cannoncouldincapacitate the average

citizen for hours as soon as any citizen showedsigns of

recovering, Dredd orderedthey be struck again, willing
to use any methodtostop the city tearing itself apart

 

The forensics squads, when comparing Max Normalto

RLOK, THE SINISTER ASSASSIN) RESPONSIBLE FOR‘SPREADING BLOEK TOmone THAN.
IGE QUARTERS OFMEGA-CITY ONE, HAD BEEN

PREVENTED FROM INFECTING THE EASTERNANDCENTRAL SECTORS! BUT THE JUSTICEDEPARTMENT. WAS PAVING A HEAVYPRICE FOR
FAILURE TO CAPTURE HIM—
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ORCOK HAD BEEN SUBJECTED TO
A BATTERY OF TRUTH SERUAS.
HE HAO INEVITABLY CRACKED—

THE NEWS
1S BAD, Lamy

 

 
 

an arrested blocker had managed todiscoverthat

distortions ofthe brain were present in those afflicted

with Block Mania. Targeting the hypothalamus, or Old
Brain, Block Mania seemedtointensify the victim’s

natural aggres:

and violent. Secondly, it stimulated his pack instinct to
seek out othersofhis kind. The result had provento be

devastating, but the forensi

 

ion, forcing him to becomesurly, illogical

 

squads werestill no closer
to finding the actual cause of the madness. Notrace of

anyforeign substance hadbeenfound in the victim’s

body and water,air andsanitation supplies had all been
checked for contamination. Even Psi-Div reported no

psychic interference.

The northerns

 

ctors, though under constant sonic cannon

bombardment, were slowly being pacified. However, the
situation was about to becomealot more serious as a
multi-block flare up was reported in the southofthecity,

in Sector 7, A missile attack launched from Fats Domino
block sparkedoffthe conflict and within minute

other blocks had joinedbattle. Everyspare judgein the
entire city had beenpulled outto fight in the north with

minimal law enforcement presentin the southernsectors,
Block Maniaspre

remaining judges

but it soon becameapparent that more and more of them

k Mania themselves. Riot foam
and Stummgas reserves were exhausted andevery

 several

 

1 faster than ever before. The few  
  no choiceotherthantofall back

 

were succumbingto Blo

 

available sonic cannonwaskeeping the northernsectors

MY MISSION
HAS... SUCCEEDED:
MADNESSREIGNS
IN YOUR...STREETS—
YOUR JUDGE FORCE

1S CRIPPLEO—

pacified. By noonthe next day, Block Mania was

starting to creep into the western sectors. The security of

the entire city was nowatstake

The breakthroughfor the Justice Departmentfinally came
whenan anonymouscall wasplaced to Judge Dredd. A
citizen knew the cause of Block Mania and waswilling to
conf  ss his entire involvementin exchange for judicial

immunity. Unfortunately, the informant was assassinated

while talking to Dredd, whowasleft only witha vid-trace

to anapartmentin Frank Zappablock. He left
immediately to follow up thefirst andonlylead to the

 

source of Block Mania, guessing that Mega-City One was
now  

 acing acrisis that hadactually beencreated

artificially.

Frank Zappablocklayin the centreofthe bitterest
fighting inthe entire city. For a dayanda half, a fifty-
block warhad beenraging. All alliances betweenthe

blocks haddissolvedas the citizens no longer cared who

they were fighting, and it was every block for itself. A
well-aimed shot from neighbouring Jed Clampett block’s

aerial defence battery scored a devastating hit on Judge

Dredd’s H

the craft crashing to City Bottom. Left with no choice
but to make his waythroughthe riot-torn streets, Dredd

usedthe speed and bike cannonofhis Lawmasterto clear

a path to Frank Zappablock, avoidingfleets offighting
mo-pads and maddenedjudges along the way. Upon

 

Wagonas he sped towards the scene, sending

 &aoe



 

 

arrival at the apartment within Frank Zappa wherethe
informant had called, Judge Dredd found the murdered

citizen but more importantly he also discovered

hundredsofbottles of water. The connection was
obvious despite no connection having been found by

forensics squadspreviously, the contamination that
caused Block Mania hadto be in Mega-City One’s water

supply. Manystreet judges were not affected because

they had used their Lawmaster’s ownself-contained

water tank. Max Normal managedto stay immune

becausehe had alwaysbelieved water was bad for him —

he wasstrictly a Shampagne and Clean-O-Spray man.

  

Alerts were immediately placed on every aquastation in
the city. It was in the Atlantic Purification Plant in East

Sector 29 that an intruder was soondiscovered but,
murdering several judges, he made his escape. By this

time, the judges had withdrawn fromthe north, south and

westsectors,to retreat to the so far unaffected central and
eastern portions of Mega-City One. Despite Judge
Dredd’s recent discovery, forensics squads werestill

unable to find any contamination, so whenthe intruder

wasdiscoveredin the purification plant handling the

city’s eastern water supply, orders were immediately

given to capture himalive — he was obviously immune to

Block Maniaandhis blood streamshould thus contain
the antidote.

 

Judge Giant wasfirst on the scene and mightwell have

managed to bring the intruderto justice wereit not for a

satellat, a highly sophisticated combatdroid, distracting
himata critical momentduring the arrest. The intruder

ruthlessly killed Judge Giant and madehis escape.

Having been thwarted in his attempt to contaminate the
city’s water supply in the central and eastern sectors, the
dark intruder next targeted Weather Control Central, the
huge complexthat hung high above Mega-City One.
Infiltrating the station, he accessed the seeding valves and

causedatorrent ofrain to fall upon the central and

eastern sectors — a deluge contaminated with Block

Mania. Theintruderfled the complex in a maintenance
pod and while Dredd pursued, Tek-Squadstried in vain to

reverse the rain fall.

Judge Dreddfinally managedtotrack the intruder down
and arrested him, but not before his enemyhad released a

concentrated burst of the Block Mania contaminantin his

face. An H-Wagoncrewarrivedto pick up the intruder

and found themselves confronted by a Dredd daring them

to challenge Rowdy Yates block! He wassoonpacified

with a hypoinjector and back in the Grand Hall of

Justice, the intruder’s bloodstream wasanalysed and the

antidote identified, allowing Judge Dredd tobe thefirst
to be cured of Block Mania.

It was to be a dark day for Mega-City One, however.
Tek-judges had finally stopped the contaminated rain but
by nowthe entire city had succumbed to Block Mania.
Worsestill, the intruder’s identity was soon revealed
underinterrogationand a battery oftruth serums. His
namewas Orlock,a judge from East-Meg One ona
missionto bring chaosandterror to his mortal enemies in
the west. Block Mania wasrevealed to be a Sovplot of

monstrous proportions.

Madnessnowreignedinthe streets of Mega-City One.

The Justice Department wascrippled, the city

defenceless. Even as Orlock wasinterrogated, the judges

learned that East-Meg weapons were being aimed and

made ready. The warto end all wars had begun;

Operation Apocalypse the death of Mega-City One!

EAST-MEG
WEAPONS ARE

AIMED AND READY!
iE WAR (NO

  



hile the main combatrules of the d20 System

are superlatively detailed for most games of

Judge Dredd,they tend to becomeoverly
complicated when morethan a dozenor so characters are
fighting on eachside in battle. To handle muchlarger

combats, a newsystemis required. The mass combat
systempresented here will allow battles to be fought

involving hundreds or even thousands ofcharacters on

eachside, greatly widening the scopeof any
This

System combatrules andplayers will soon find they can

 

ampaign.
tem has much in commonwiththe existing d20

 

switch betweenthe two quickly and easily, as and when
their gamesdictate.

Theintention of these mass combatrules, however,is not
to super-detail huge sprawling mobsand their use in
block warsor riots there are hundredsofminiatures

ON HIS WaY, DREDD
PASSED OTHER
SCENES OF
CONFRONTATION —

BIG NIGHT
FOR BLOCK 

    Mass Combat in judge

Dredd
wargam

 

available already that dothis. Instead, this

systempresentsarealistic method of handling mass

combats quickly and easily withjust a few dicerolls, in
order to allow the Games Masterto concentrate on the
actionsofthe true heroesin his campaign- the players.

 

For those players and Games Masters newtoeither the

Judge Dredd roleplaying gameor d20System,all the
tables and modifiers in this chapter may appear daunting
at first. However, the basic rules are identical to those

used in combat betweenindividual characters and, once

familiar with them, youwill be able to resolve huge

sprawling battles involving thousandsof citizens with just

a few dicerolls andthe oddreference to the Rules
Summaryat the back ofthis book.

The Unit Roster
The Unit Roster Sheet on p64is usedto recordthe details
andabilities of every fighting unit within an army. This
sheet allows players and Games Mastersalike to judge
the effectiveness ofany unit at a glanc

 

andgreatly aids

combatresolution during mass combat.

The Unit Rosteris used as a matter of convenience
throughoutthes a devastating

chargeat an enemyacross a plaza torecording c
   ules, fromlaunching

 alties

whenbeing poundedbystreet cannon. There are many
circumstances in a game where the Games Masterwill

prefer to use standardrules from The Player's Handbook

and the Judge Dredd Rulebook to resolve combat and

skill checks the Unit Rosteris used only whenlarge
numbers of unit members needto performonetask at the

sametime.

 

A typical Unit RosterSheet, detailing the crack Citi-Def

of Marly Mansonblock,is shown overleaf:

 

As canbe readily seen, the Unit Roster has muchin
commonwith the C

 

ep entries ofthe Judge Dredd
Rulebook, as do the unit combat rules detailed below

 



 

 

 

Prestige classes are only takeninto accountifthe
majority of a unit possesses the samepres
example,if a unit of 20 judges contained 12 with the riot

stige class, then the class ofthe unit as a whole
would belisted as street judge/riot judge.

Priorlivesare only listed if the majority of the unit
possesses the samepriorlife, a very rare occurrence.

er, the unit of Citi-Defsoldiers detailed above are
one such example, and a crime lord may dispatch a unit

ofgoonsto dohis dirty work.

This is simply a record of how manyindividual members

are presentin aunit.

Unit Hit Points
Unit Hit Points are used to measure the damage aunit

maysustain in combat before being defeated or even
wiped out. Th
Hit Dice or char:

modified as follows.

Majority of unit has Toughness feat +10%

   Marly Manson Citi-Def
Class: Citizen (Citi-Def Soldier) Level: 3

  

Unit Size: 200 Unit Hit Points: 660 (+10% Constitution 12)

Unit Leader: None Initiative: +4 (+4 Improved Initiative)

Attacks: Club +3 melee or stump gun +3 ranged

Damage: Club 1d8+1/0 or stump gun 2d6/2

DV: 13 (+3 Reflex) Damage Reduction: 8 (shell jacket)
Special Abilities: None
Ability Scores: Str 13, Dex 10, Con 12, Int 9, Wis 11, Cha 8
Saves: Fort +2, Ref +3, Will +1
Feats: Improved Initiative, Lightning Reflexes, Weapon Focus (stump gun)

Class & Level
Unit class is determined by simple majority — if a unit has
3 judges and 27 citizens, then the unit class will be noted

as being citizen. Thelevel ofanyunit is considered to be
formed by the average of every memberofthe unit,

rounded down simply add upthe total numberoflevels

possessed byevery character in the unit and then divide

this by the number ofunit members.

class. For
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s determined by simply combining the

r level of every unit member,

Unit has Constitution ability +/-10%

score modifier per Con modifier

Majority of unit are judges +25%
>  
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HE DIED LIKE
A REAL TANNA !
LET'S PAY 'EM
BACK !
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VILLA BLOCK, UNITS OF THE
CITI-DEF WERE PUTTING THEIR NEW MISSILE
DEFENCE LASER TO A NOVEL USE —

HAH! PANCHOVILLA
SCORES AGAIN |

WE WIN THIS STINKIN'
WAR, NO TROUBLE!

Unit Leader
Manyunitsare led into combatby a charismatic or
bullying leader, though this is not necessary for them to
be able tofight. Unit leaders are covered in moredetail

on p2l.

Initiative
Thisis the Initiative modifier (calculated in the normal
20 System way, using Dexterity modifiers, etc. . .) ofthe

majority ofthe unit.

Attacks, Damage & Defence Value
These are determined by simple majority — the weapons

and armourthe majority of the unit are armed with are

assumedto becarried byall for the purposes of the Unit
Roster and unit combat. The majority ofthe unit are also
used to determine base attack bonus and any modifiers
for Strength for attack and damage, and modifiers for

Dexterity with respect to Defence Value.

Damage Reduction
Onceagain, the Damage Reductionofa unit is

determined by simple majority. If, for example, 1,500

citizens in a unit of 4,000 were wearing pad armour while

the rest were unarmoured, then the Damage Reduction

score ofthe entire unit would be 0 (unarmoured).

Special Abilities
This is whereanyspecial abilities or class features
possessed bythe majority of the unit members are

recorded.

Feats
Any unit that has a majority of members with one or

moreidentical feats will have suchfeats listed on their
Unit Roster. However, the following feats have noeffect

upon mass combatand soare neverlisted, no matter how

many unit members possess them. However, they may

s individually whennot using the mass

 

  still use suchfe:

combatrules.

Alertness, Alien Anatomy, Bike Leap, Combat Reflexes,

Control Crash, Data Access, Emergency Stop, Fool
Birdie, Improved Bull Rush, Improved Disarm, Improved

Interrogation, Improved Trip, Intuit Perp, Menacing
Presence, Mobility, Nark, Quick Draw, Sixth Sense,

Speed Roll, Spot Hidden Weapon, Track

  

Ability Scores & Saves
The averageability scores andsavesofthe entire unit are
noted downhere on the Unit Roster.

Resolving Unit Combat
This ma

characters fight using the core d20 System. Unles

otherwise stated below,all combatrules detailed in The

Player's Handbook and the Judge Dredd Rulebook apply
equally to unit combat, the Unit Roster making this

transition relatively easy. Unit combat occurs whenever

twounits meetin battle and engage in combat. A unit

must number morethan5 individuals if a unit ever
drops belowthis amount, these rules are nolonger used
and combatreverts back to that detailed in The Player's

Handbook and the Judge Dredd Rulebook

 

combatsystem follows many of the rules when

 

A full summary ofunit combat, together with the changes
requiredtothe rules in The Player's Handbook and Judge
Dredd Rulebook, is presented here.

Rounds
Unit combatis broken up into 6 second rounds,asusual.

 



  

iative
Before the first round of unit combat begins, eachunit

involved makesanInitiative check. AnInitiative check is
a Dexterity check (1d20 + unit’s Dexterity modifier). If
the unit’s leader has the Leadership feat, a +2 competence

bonusis applied totheir Initiative check.

Attacks
Units may attack in every round they are in contact with

the enemy.

Attack Roll
score a hit that deals dam

target’s Defence Valueorbetter.

 

a unit mustroll the  

Melee Attack Roll:

modifier +
1d20 + base attack bonus + Strength

  

size modi

Ranged Attack Roll: 1d20 + base attack bonus +

Dexterity modifier + size modifier + unit size

modifier + range penalty.

 

Large groups or mobsarefareasierto hit with
ranged weaponsthan a single character. An

attacking unit will gain a bonustoits attack rolls
against units based ontheir unit size, as detailed

in the table below. Note that any attack made

against a unit with a size greater than 200will

automatically hit, regardless of other modifiers,
as the unitis simply toolarge to miss!
However,the attackerwill still require a line of

sight, as normal.

  

Unit Size Attack Roll Modifier
6-10 +]

11-20 +2

21-50 +5

51-100 +7

101-200 +9

201or more Automatic Hit

Damage
The majority ofattacks deal damage in terms of
hit points. However, units receive damagein

termsof Unit Hit Points, whichare effectively

the numberofHit Dice or characterlevels of
the entire unit.

FROM THE NEIGHBOURING BLOCKS, CRAZED CITIZENS POURED FORTH !

Defence Value
A unit’s Defence Valueis the result needed for an enemy

unit to successfully makeanattackroll.

 

Defence Value: 10 + total Reflex save + size modifier.

Unit Hit Points
Unit Hit Points represent how much damageaunit can
take before they are considered to be wiped out.

Attack Options
Whenattacking, a unit has four basic options;

Charge: A unit not engaged in melee combat may
charge an enemy with this attack option

Close Quarter Attack: A unit already involved in melee

combat may make meleeattacks. Units that canstrike

morethanonce each round may doso withthis attack
option.  ye
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Firefight: A unit may makeranged attacks. Units that
can attack more than once each round may do sowith

this attack option.

Withdraw: Ifinvolved in ranged or melee combat, a

unit may attempt to withdraw.

Individual Unit Members
Any unit membernotactively engaged in unit combat

may act as normal, following all the combat rules in The
Player's Handbookand the Judge Dredd Rulebook. This
includes making attacks of their own, manifesting psi-
talent or any other action permissible.

Movement
Units are never considered to move onceinvolvedin unit
combat, due to their close proximity to one another. For
more detailed combats where several units are taking part

oneachside, refer to the next chapter, Maps and

Miniatures.

Attacks of Opportunity
Attacks of opportunity are only used in unit combat when

one unit attempts to charge another unit or withdraw from

IF THE BLOCKERSTRIED TO.
SPREAD THEIR BATTLE,
THEY WERE PAINFULLY
THROWN BACK ~ 

 

combat. The act of withdrawing or charging generates an

attack of opportunity.

Taking Damage
Unit Hit Points are a representation of how much damage
a unit can take before they are completely slaughtered or
routed. A unit reduced to 0 Unit Hit Points is considered
vanquished, though members may notall be necessarily
slain. Rules for determining how manysurvive unit

combatare detailed on p22. The Games Master should

periodically readjust the unit size of any unit suffering

casualties.

  

 

Other Considerations
If the majority of members in a unit have a special ability
(the Aura of Unease of10"level SJS judges, for example,
or a unit underthe effect ofa Citi-Def Officer’s Inspiring

Speech), then this too applies to unit combat. Bonuses to
‘k, damage andrelated rolls are easy to apply to the

mass combat system.

  

Therulesforflat-footed combatants are not used in unit
combat.
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In addition, the following rules from the Combat chapter
of The Player's Handbookare neverused in unit combat;

Miscellaneous Actions, Injury and Death, Flanking, Aid

Another, Bull Rush, Disarm, Grapple, Mounted Combat,

Overrun, Trip

The following rules from the Combat chapterof the
Judge Dredd Rulebook are neverused in unit combat:

Running Gunfights, Spraying an Area, Stray Shots,
Called Shots

Charge Attack Option
Aunit not currently engaged in melee combat may

charge an enemyunit. In doing so,the unit gains the

normal +2 charge bonustoits attack roll. However, the

unit will also suffer a —2 penaltyto its Defence Value for
one round. The charge option is the only way in which a
unit may initiate melee combat with another.

A unit being charged may make a ranged attack of
opportunity againstits attacker. It may not make a melee

attack of opportunity.

Attack Roll
Unit Size is... Modifier
Ten times or more than enemy’s +5
Five times enemy’s ee
Three times enemy’s +2

Twice enemy’s +1
Less than twice but more than 50%of enemy’s +0

50% ofenemy’s -1

33%of enemy’s -2
20% of enemy’s 3
10%orless of enemy’s -5

 L ~a.aé

Close Quarter Attack Option
Unit combatis treated in the same way as combats

betweencharactersin thatInitiative checks are made,
followed by attack and damagerolls. If a hit is scored, a
damageroll is made normally with the result being
deducted fromthe target’s Unit Hit Points. There are,
however, some importantdifferences to be awareof.

Outmatching
Whenone unit heavily outnumbersanother, they will

soon find they are able to cause an excessive amount of

damage upon their enemies while sufferinglittle in

return. The table belowis used to grant attack, damage
and morale modifiers to units who heavily outmatchtheir
enemies, or are outmatched in return, when engaged in

melee combat. Modifiers for damagerolls are only taken

into accountafier any Damage Reduction forthe target

unit has been applied.

Firefight Attack Option
Manyunits are equipped with stump guns,laserrifles and

other ranged weapons. Theeffect ofan entire unitfiring

or hurling ranged weaponscanbe devastating for while
citizens are not always renowned for being accurate

 

Damage Roll Modifier Morale Modifier
X10 +5

x5 +3
x3 +2

X2 +1
- +0

X1 1
Xi -2

XI 3
X% -5
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marksmen,a hail ofbullets directed into a packed enemy
unit can cause utter carnage. Theuse ofstreet cannon

and other heavy weaponsonthebattlefield takes this kind

of warfare to a new level — hugeshells can be launched

straight into the massof an enemyunit, creating absolute

terror as dozens of unit members are slain by each shot.

Firing Ranged Weapons
Rangedattacking units make a normalattack roll against

their target's Defence Value, as described in the Judge

Dredd Rulebook.

Recording Damage
If a hit is scored, a damageroll is made normally, with

the result being deducted from the target’s Unit Hit
Points. This damageroll, however, is modified as shown
below, depending on the unit size ofthe attackers — larger
units are able to fire great numbers ofmissiles, causing

an immense amountof damageagainst their enemies.

Unit Size ofAttacker Damage Modifier
6-10 -

11-20 -
21-50 -

51-100 X2
101-200 X3

201-500 X4
501-1,000 X5

1,001-2,500 X8
2,501-5,000 X12

5,001-10,000 X15
10,001 or more X20

A minimumof | point of damage will always be caused,
evenif the dice roll is modified to 0 or less. Modifiers for
damagerolls are only taken into accountafier any

Damage Reduction for the target unit has been applied.

Area Effect Weapons
During the greatest riots and block wars, sometruly

hideous weapons maybe brought to bear on densely

packed units — salvo of high-explosive missiles can

bring a desperate charge to an immediate halt as multiple
explosions slay hundreds ofcitizens within seconds. For
obvious reasons, any weapon with an areaofeffect can
have a devastating impact on unit combat.

Weaponswith anareaofeffect will grant a damage

modifier for an attacking unit, as shown on the table
below. As always, this modifier to damageis only taken

into accountafter any Damage Reduction score for the

defending unit has been applied.

 

5 fi. X 1%
10 ft. X4
15 ft. X8
20 ft. X10
30 ft. X15
60 ft. X20
100 ft. x 40
Cone Additional x2

Example of Damage

The Marly MansonCiti-Defunit, describedatthe start of

this chapter, are attacking a unit of 200 citizens clothed in
pad armour. Successfully rolling to hit, they score 8

points of damage from their stump guns. The Damage

Reduction ofthe citizens’ pad armour immediately

reducesthis to 4 points of damage. However, the Citi-
Defget a x3 damage modifier for having 200 members in

their unit (12 points of damage) and a further x14

modifier for using stump guns, which have 5 ft. area of
effect. This gives the Citi-Defa total of 18 points of
damagecausedagainstthe citizens, who are no doubt

reeling from theblast.

Unit Withdraw Attack Option
A unit may choose to withdraw if the fight runs against

them, either to regroup before launching anotherattack or

to attempt to break off from combataltogether.

A unit attempting to withdraw from melee combatinstead

of attacking in a round immediately provokes an attack of

opportunity from their enemy. This may beeither a

melee or ranged attack of opportunity, at the discretion of

the enemy.

A unit attempting to withdraw from ranged combat
instead ofattacking will immediately provoke a ranged

attack of opportunity from their enemy.

Oncea unit withdraws, the unit combat is assumed to
have ended with the withdrawing unit considered

vanquishedand fleeing. However, the withdrawing unit

is permitted to make a Morale check (see below). If

successful, it has the option of returning to the combat at
any time.

Morale
There are very few units whowill truly fight to the death.

As the enemy swarmsoverbarricades and defences,
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long-time comradesstart to fall and hails of bullets rain

down, many citizens may choose to throw downtheir

weaponsrather thanrisk a cruel death.

Morale checks are madein unit combat wheneverthe

 

circumstances
requiredto be rolled for each circumstanceis also given.

Morale check
Morale Circumstance Dc
Unit Hit Points reducedto halfof 15

original score
Unit Hit Points reduced to one quarter of 10
original score

Unit in melee combat suffers more damage 15

in a round than enemy
Unit suffers a hit from an enemy ofthree nS
times or greater Unit Hit Points

Unit withdraws from combat 20

The following modifiers apply to Morale check

 

Morale Modifier
Unit has no leader -4

Unit Leader + Leader’s Charisma
modifier

Morale modifier* +/- Morale modifier
Unit Leader has Leadership feat + Leader’s Character

Level
Player actions See p25

* Morale modifiers may come fromany source,notjust
those listed on the outmatching table above. For
example, the demoralisepsi-powerinflicts -1 morale

penalty to attack rolls — however, in unit combat, it will

alsoinflict a penalty to Morale checks, so long as the
entire unit is affected.

  

Ifa Morale checkis failed, the unit automatically makes

a withdrawoptionin its next round andwill attempt to
leave the battlefield at the fastest possible speed. A unit
must pass a Morale check at DC20in ordertorally and

 

make anotherattack optionin the following round — those

failing this last Morale checkwill have their unit

members disperse as they run fortheir lives. The unit is

considered to be destroyed. Players are under no

obligation to flee, but from this point they will be fighting

ontheir own!

isted on the table below are met. The DC

Paanicipans IN BLOCK WARS ARE are.
BYA FORM OF AAASS: EN AS.F HYSTERIA. £
THE RIOT Fadasets00THEM,
THEY FIGHT ON —

Unit Leaders
Not every unit requires a leader in order to be able to
fight and, indeed, many citizen mobs donotpossess any,

being led forward by simplepack instinct. However, such
units will lack anytactical finesse and will be utterly
incapable offollowing orders, often acting in seemingly
randompatterns.

 

A good leader, however, will keep a tight rein on the men

heleadsinto battle andwill also provide a focal point for

the unit’s actions. A good leader can makeall the

difference betweena unit standing its ground to defend
anobjective, or running awaywhenthefirst shots are
fired.

Anycharacter can attempt to leada unit, thoughit takes a

truly gifted individualto lead a large numberofcitizens
in afull scale battle. A character can lead a unit of a size
no greater than twice his Charisma score.

However, characters with experience in command can

lead far greater numbers. A character with the

Leadership feat can lead a unit ofa size uptoten times

his Charisma score. Those with Advanced Leadership
can lead twenty times their Charisma score. A unit leader

must stay within 30ft. ofhis unit at all timesorelseit

will automatically becomeleaderless.
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THIS ONE INTHE
BUD, DRED!    

   
DROKK!

DON'T COUNT
ON IT,     KEEP POURING
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ArmyLeaders
Characters with Advanced Leadership are awesome

figures on the battlefield, able to send large numbersof

meninto danger without fear of themretreating under
heavy fire. However, they are alsoable to take a more
strategic view of any battlefield and instead ofleading a

unit themselves, direct the leaders ofseveral units
simultaneously to complete mission objectives. In order
to dothis, the character must possess the Advanced
Leadership feat and remainin contact with his unit

leaders (usually through communicators). He may

simultaneously command a numberofunit leaders (and

thus, their units) equal to his Charisma score. Such a

characteris called an armyleader.

 

 

Leaderless Units
Without a leader,

 

yen squadsofhighly disciplined
jud; ‘an lose coherency andact contraryto any

mission goals. A unit withouta leaderwill likely attack

the first enemy it sees, without provocation. The Games

Mastertakes control ofany leaderless units, giving them
actions and attack options asheseesfit, to reflect the

unit’s current mental state. Without a leader,it is likely

that a unit will withdrawand disperse onceit starts taking

heavy casualties, something the Justice Departmentis all
re of whenpacifying riots.

   

      

 

too aw

Judges are knownfortheir tactics oftargeting
the leaders ofany mass

 

ordertoleadtheir street gangseffectively against a
mobilised enemy.

Recovering Casualties
Unit Hit Points do not track actual deaths amongsta unit,

thoughtherearelikely tobe plentyofthose. Instead it
demonstrates a unit’s ability to continue fighting through

collective death, injury and surrender.

Atthe end ofevery unit combat, whether involving

ranged or melee attacks, a percentage ofthe lost Unit Hit
Points may be automatically recovered as the injured are

helped,the shirkers comeout ofhiding and the deathtoll
finally totalled.

Ranged Combat: At the end ofany combatinvolving

purely ranged weapons, 50%, rounding down,oflost

Unit Hit Points may be recovered.

 

/inning Melee Combat: At the endof any melee

combat, the victor of the combat may recover 50%,
rounding down, of lost Unit Hit Points.

 

disturbancefirst and so any
citizen unit may become

 

leaderless in arelatively short
period oftime. Any character

allied to a leaderless unit may

attempt to becomeits leader by

making a successful Charisma

check at DC 15 (+5 bonusif
Leadership feat possessed).
Only one character per round
mayattemptto dothis.

 

Street Gangs
Asa quick note, you may notice

that as a characterrisesin level,
he will find that he can nolonger

control the whole of his own

street gang in battle. This is
entirely intentional and such

characters will quickly discover
that they mustrelyon their
lieutenant and otherallies in
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Losing Melee Combat: At the end of any melee combat,

the defeated side may recover 25%, rounding down, of

lost Unit Hit Points.

These percentages are further modified as follows.

Character with atleast4 ranks +1% per character
in Medical skill present (max. +20%)
Unit withdrew from melee combat -20%
Unit possess the Improved Recover feat +10%

Mass Arrests
It takes a brave judge to stand in the path of a rampaging
mob and orderthem all to surrender. Many havetried

throughout the history of Mega-City One and paid the

price for their foolhardy bravery. Mobs a hundred strong

or more are virtually impossible to bring to a halt by

direct order but somejudges are able to tap into the herd
instinct of smaller units and, with sufficient authority,
cause them to surrender.

NormalArrest checks are never made in unit combat and
only judges with the MassArrest feat (see p40) are
permittedto try arresting an entire unit.

To make a MassArrest check, a judge mustroll 1d20 +

his Charisma modifier + his character level. The result is
the maximum unit size he can force to immediately
surrender. However, he mustbe ableto forceatleast half
ofthe entire unit to surrender or automatically fail.

For example, Judge Caliber, a 7" level streetjudge with a
Charisma score of15, stands before a juve gang with 44
members and orders themto surrender. Herolls an 11,
adding 7for his characterlevel and afurther2forhis
Charisma modifier, for a total of20. It is a good effort
and manyjuves are swayed byhis words, but because he

did not manageto convincemorethanhalfof their

number, theyshake offhis words andchargeforward to

attack,

A MassArrest check may be modified by the following

circumstances.

Every Pat-Wagon or H-Wagon in ED

sight of unit

Every Manta Prow! Tank in 3
sight ofunit
Unit in cover 25;

Unit involved in combat 22
Unit already faced Mass Arrest check -5

Judge has 10 or moreranks in +2
Tntimid

Unit reduced to half original unit +2

hit points or less

Judgeswill likely face additional problems, evenif they
do convince large numbersofcitizens to surrender. If
unableto capture or chain them to holding posts within a
few minutes,it is highly likely small groups will begin to

sneak away,risking a resisting arrest charge in order to

keeptheir freedom street judges tackling riots and

rumblesare advised to make sure they have adequate
back-up before risking their lives by arresting entire
mobs.

Commandos
Anyunit wearing armourwith no higher Damage

Reduction than 6 may be designated as a commandounit,

taking to the field in a small dispersed formation that

allows them to operate with greatflexibility. A

commandounit only suffers half damage from any
ranged attack and gains a +2 competence bonusonall
Initiative checks. However, no commandounit may have
more than 20 members at any onetime.

Vehicles
Uponthebattlefield, a unit leader mayfind himself

facing an enemy force comprising offar more than mere
citizens or judges. Arrayed against his own unit may be
dreaded Pat-Wagons, armouredtruks and awesome
Manta Prowl Tanks. These vehicles can dominate any
battlefield with their firepower and sheer durability.

Vehicles are treated as if each were a unit in its own right.
However,to reflect their increased capabilities, vehicles
havea slightly different profile to regular units as well as

somespecial rules which give them the capability to
crush entire mobs with their great weaponry.
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The Vehicle Roster
The Vehicle Roster Sheet on p64 is used to record the
details and abilities of every vehicle within this mass

combat system. This sheet allows players and Games

Mastersalike to judge the effectiveness of any vehicle at
a glance, and greatly aids mass combat resolution within
games.

A typical Vehicle Roster Sheet, detailing a Manta Prowl
Tank, is shown below;

As can bereadily seen, the Vehicle Roster has much in

commonwith the Unit Roster detailed earlier.

 

Theattacks score is simply list of the weapons mounted

on the vehicle, together with the ranged attack bonus and

fire control of the crewmanofeach.

Vehicles in Battle
In mostrespects, vehicles are handled in the same way as

any other unit. However, there are some exceptions

within unit combatthat reflects their ponderous nature
uponthebattlefield.

+ All vehicles suffer a —4 circumstance penalty to
their Initiative checks.

+ Every vehicleis considered to be a separate unit —

they are never combined to form largerunits.

+ Vehicles are considered to automatically pass any
Morale check they are called upon to make.

+ All vehicles are considered to have their own leader.

+ No vehicle can ever make an attack of opportunity.

Players in Unit Combat
Thecentre of action for any roleplaying scenario are the

players themselves and, in unit combat, they truly have
the opportunity to act as heroes. As a unit crashes into

the enemy, the players will lead their men forward,all the

while seeking to engage opposing unit leaders, destroy
enemyvehicles and savetheirallies from a torrent of

firepower.

Therules presented in this chapter are designed to allow
the easy integration ofplayers into unit combat, with as

little work as possible required on the part of the Games

Master. The length of a combatround,beit featuring the
actions of characters or an entire unit is alwayssix
seconds. Thus, whatever a character could normally

attempt in a normal combatroundwill apply equally in

unit combat.

Unit Combats
Player characters are never countedas part of the unit
whencalculating the Unit Roster — they alwaysact

independently, even if they are mere footsoldiers, thus
allowing them to do all sorts of heroic (or cowardly)

things. Under normalcircumstances, combat for player

characters in melee combatis handled in exactly the same

way as presented in The Player's Handbook and the
Judge Dredd Rulebook. They are, however, permitted to
attack enemy unitsdirectly.

If two units are in combat with one another, players may
chooseto aid oneside. To do so, they engage in combat

with one or more membersofthe enemyunit, using the
normal combatrules presented in The Player's Handbook
and the Judge Dredd Rulebook. Everyoneinvolved in the

Attacks: Peterson High Intensity LaserCannon+8,2twin-linkedAnt-PersonnelLaser Cannon
+8,4Stumm Gas RiotFoamJets+8Dispensers
‘Damage: Peterson High IntensityLaser Cannon 4d12/20,2 twin-linkedAnti-Personnel Laser
Cannon 448/14, 4 Stumm Gas Dispensers, Riot FoamJets

DY: 2
Damage Reduction: 20 



 

combatactsin Initiative order, so the player characters

may have the chance to act before anyone else. However,

if they manageto slay or subdue any oftheir enemies,

then the Hit Dice or character level of the enemies they

overcomeis immediately deducted from the Unit Hit
Point score.

For example, whilst leading his fellow judgesto attack
the renegade Marly MansonCiti-Defin a desperate
charge, Judge Humpy,rolling the highestinitiative of the

combat, attacks a Citi-Def Officer as his men engage the

rest of the enemy. The Unit Hit Point score of the Citi-

Defis 660. Judge Humpydispatches his officer foe in

one round of combat ~— the officer was an 8"level
character (having 6 levels as a citizen and 2 levels as a

Citi-Def Officer), and thus the Citi-Def lose 8 Unit Hit
Points immediately, bringing them down to a total of 652.
The units now fight as describedin this chapter, in

remaining initiative order.

Players take damagefrom unit attacks as normal —

however, units will always use damage modifiers based
on their unit size, making large numbersofcitizens

potentially lethal, even for high level judges.

For example, the battle has not gone well for Judge

Humpyandhis unit has run away. Foolishly, he decides

to stay andfight against the 400 surviving Citi-Def

soldiersleft after the last round of combat. Consulting

the outmatching table, he is outnumbered by more than

ten to one andso the Citi-Def gain a +5 bonusto their

attack rolls and multiply all damage by ten. Even though

they are only using the butts of their guns as clubs, Judge

Humpyis in a lot of trouble. Unsurprisingly, they
succeedin their attack roll and roll for damage — clubs do

Id8 points of damage, with a +1 bonus for the Citi-Def’s
Strength of 13. 6 points of damageis scored, butthis is
multiplied by 10 because the unit outmatches Judge

Humpy. His body suit armour’s Damage Reduction of 6

still comesinto effect, but 54 points of damagearestill

scored. Judge Humpyisleft as nothing more than a stain

on the Tweenblock Plaza and the Marly Manson Citi-Def

are free to continue their reign ofterror in Mega-City
One.

Unit Morale
Players are immunetotheeffects of unit morale, as
detailed on p20, though unit membersarelikely to take a

dim view of players who continueto fight as they try to

surrender. However, manyofa player’s actions in

combat mayhave direct influence on how their unit

fights. The table belowlists some of the more common
actions a player mayattempt to boost the morale ofhis
unit, though the Games Master is welcometo add others
as the need arises — in essence, a player should always be
rewarded for bravery and will certainly earn the respect

of the unit. Those who act in a cowardly mannerwill
likely detract from the moraleoftheir unit. The morale

bonusearnedapplies to the unit’s attack and damagerolls

for the rest of the combat, as well as to standard Morale
checks, as detailed on p21.

Player Action MoraleBonus to Unit
Slaying enemyunit leader 2:

Destroying enemy vehicle +3
Fleeing battle 4
Slaying 10% ormore ofenemy +1
unit in one attack

Non-Player Characters
It is strongly recommendedthat these rules for players

also be adopted for important non-player characters, be
theyallied to the party or enemies. In this way, even a
lowly juve gang should not have its punk leader
subsumedinto the Unit Roster — he will act as an
independent character, encouraginghis unit and attacking
the players at their weakest points, even earning the
morale bonuses presented above.

Full-Scale Battle
The unit combatrules presented in this chapter will allow

playersto lead a groupof fighting men in riots and

rumbles. However, this mass combat system is capable
of reflecting muchlarger battles, such as block wars,
where multiple units on each side engage in a desperate

fight to claim victory.

See the next chapter for rules on commanding larger
forces.
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Maps and
o far, we have lookedatlargestreet battles

involving one unit on each side. However, a great
deal of fun may be had once multiple units and

even multiple forces begin engaging in the samebattle.

The Games Masteris free to conduct such scenarios in a
narrative style, merely using the mass combatrules

whenever twounits in the game actually meet. Others,

however, will wish to use maps and even miniatures in

order to demonstrate to their players exactly what is

happeningin the game, and so grant an added tactical

edgeto their scenarios — onceplayers can see exactly

where enemyunits are, they will gain a great deal of

enjoyment in outwitting their foes by performing

flanking manoeuvres, scouting operations and then
leading direct assaults on enemy-held positions.

This chapter takes a look at ways Games Masters can
introduce such complexities into their scenarios. It
should always be borne in mind, however, that Judge

Dreddis a roleplaying game, not a wargameortactical

simulation. What we should primarily concentrate upon

are the actions ofthe players and howthey affect the
world around them, not super-detailing every Citi-Def or

judge unit they may battle against. The whole point of

mass combatin Judge Dredd is to quickly resolve the

actionsofpotentially thousands of combatants with just a

few dicerolls in order to bring the focus back to the
players as quickly as possible. Followthese guidelines,

don’t get caught up in the complexities of controlling

hundredsofunits and you will not go far wrongthe next
time you decide what your campaignreally requires is a
seriously big block war. . .

Creating Maps
Anexample mapof the TweenblockPlaza separating
MadonnaCicconeand the Cher High Rise is featured

below. As will become readily apparent, a Games Master

need not go into too much detail when creating such

maps, for they are designed to depict the tactical situation

ona suitably large scale.

 

The standard scale for maps in d20 System gamesis 1

inch to Sft. However, it is recommendedthatfor the
purposes of mass combat, Games Masters use anoverlaid

one-inchgrid on their maps, with a scale of | inch to 100

  

Miniatures
ft. This scale makesit easy to keep track of the range

increments of most weaponsused in the Judge Dredd

roleplaying game, as well as the positions of large units —

400 human-sized characters will fill one square. For easy

reference, the table below demonstrates how many

squares units of varying sizeswill fill at this scale.

Unit Size No. of Squares Covered

400 1
800 2
1,200 3
2,000 5
4,000 10
8,000 20
20,000 50
40,000 100
100,000 250
250,000 625

Units large enough to cover multiple squares on maps can
take any shape,so long as each square covered by the

unit is adjacent to another occupiedbyit.

Maps maybeofany size and Games Masters may soon

find themselves sketching plans on huge sheets of graph

paperin order to accommodatetheirlatest riot or block
war! However, a Games Master may alsoadjust the scale

of his mapsas heseesfit — this will have no effect on the

mass combatsystem rules, only on the number of squares

eachunit takes up, range increments for weapons and

movement. A particularly large clash, for example, may

require the Games Masterto increasethe scale ofhis
mapsupto | inchto 1,000 ft. — at this scale, every square

will hold 40,000 human-sized characters!

Movement
GamesMasterswill find it convenient to round up ‘odd”
measurements when using maps in the mass combat

system,particularly with regards to movement. The

average humanhasa base speed of 30ft. per round, and

so will take some time to move even onespace on a |
inch to 100 ft. scale map. Theeasy solution is to simply

require characters to take three rounds to move one

square on the map — even thoughthey are only moving a

total of90fi., the ‘odd’ 10ft. can be safely ignored at this

     
  



scale. Characters or units running (fourtimestheir base

speed) will actually cover 120 ft. However, on mass

combat maps, the Games Mastercansafely round this
down to 100 ft. and thus move them one square each
round.

The Games Master, will always be the finalarbitrator of
whetherany given character orunit cancover aset
distance overanyparticular periodof time.

The basic vehicle rules in the Judge Dredd Rulebooklist

a conversiontable so thosetravelling at crawling speed

can easily interact with characters on foot. However,
whenusing mapsin this mass combat system, the ful
speed ofvehicles can befully realised. Below is a simple
conversion table to provide a quick reference for a

vehicle’s speed in mph, adjusted for feet per round and
squares per round. The Games Mastercaneasilyalter the
latter to suit whatever scale of map heis currently using.

   

Vehicle Speed Ft. per Round Squares per

Round
25 mph 220ft. 2
50 mph 440 ft. 4
75 mph 660ft. 7

100 mph 880ft. 9
125 mph 1,100ft. 1

150 mph 1,320ft. 13
175 mph 1,540 ft. 15
200 mph 1,760 ft. 18
225 mph 1,980ft. 20

250 mph 2,200 ft. 22
275 mph 2,420ft. 24

300 mph 2,640 ft. 26
325 mph 2,860 ft. 29

350 mph 3,080 ft. 31
375 mph 3,300ft. 33

400 mph 3,520 ft. 35
425 mph 3,740ft. 37

450 mph 3,960 ft. 40
475 mph 4,180ft. 42

500 mph 4,400 ft. 44

‘. se

Using Miniatures
Manyplayers haveapassion for using miniatures in their
games. As well as providingthe best way to readily
understand any combatortactical situation, there is just

something nice abouta set ofwell-painted miniatures
abletop alongside appropriate scenery.

, even the most dedicatedpainter is likely to balk

 gracing the
Howev

  
  

 

at the ideaof painting

enoughcitizens to take

part in a block war
scenario.

Fortunately, this mass
combatsystem comesto
the ready rescue — by

using a one inchgrid on
your maps, youwill find
that most commercially

available miniatures can

be usedto represent one

square ofa unit. A group

of1,200judgescalled in
to deal with a multiple

block war, for example,
would coverthree

adjacent squares and thus

could be represented by

three judge miniatures. A

large unit of4,800citizens

is easily represented by 12

citizen miniatures placed

onadjacent squares.

Those without miniatures

maystill use mapsin this

way, but with counters or
cards usedinplace of
individual miniatures.

Games Masters with

access to a photocopier

 

mayeven wish to make

multiple copies oftheir
mapsandactually draw or

sketch out the positions of
units round by round.

Anyofthese methods are
a  eptable whenusing the
mass combat system

detailed in The Rookie's

Guideto Block Wars.

Whatis importantis that

boththe players and the

Games Master know what

is happeningin the
scenarioatall times.

 

BLOCK WARS Were
NOTHING NEW TO
MEGA-CITY ONE, THE
BOREDOM AND CLAUS-
TROPHOBIC OVERCROWDING
OF FUTURE LIVING
BROUGHTTENSIONS TO
A - EDGE.
INTER-BLOCK VIOLENCE
COULD ERUPT AT ANY
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he great towering cityblocks of Mega-City One
are at the centre of mostcivil disturbances.
Citizens feel a natural loyalty towards their own

block, where they will spend the majority of theirlives.
Whenroused to anger, they readily join with others they

can easily identify with — in Mega-City One,this will
almost alwaysbe the fellow residents of their own block.

 

Eachcityblock, fromthe sky-rises that rise over a mile

above city bottomto the smallest of con-apts, is

engineeredtolast, providing suitable accommodation for

perhaps thousandsuponthousandsofcitizens and their

families. Though riots may rageall around these mighty

buildings, they are rarely damaged much beyond heavy

vandalism andstand rigid evenas their inhabitants make
war. Thesight ofa cityblock actually collapsing under

the punishment ofa block waris not one a citizen can

ever expectto see in his life — but it has been knownto

happen.

Creating Cityblocks
The GamesMasteris free to create any cityblock he

choosesto include in his scenarios, regardless of
dimensions and population. Mega-City Oneis a gigantic

city and, at somepoint, almost any conceivable building

is likely to have been constructed. However,in this
chapter weprovide a ready touse system for quickly
generating cityblocks, to aid a Games Master in

populating his sector and give some guideline on how
such buildings should actually look and function.
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There are six main cityblock types in Mega-City One;

Cityblock: This is the standard block being constructed

in Mega-City Onein 2124 andis by far the most

common. Though varying wildly in individual design,
these blocksare all very similar to one another in terms

of and capacity, and have beena feature ofthe city
since the end of the Apocalypse War.

  

Low Rise: These are very small blocks, often confused

with con-apts. However, being characteristically much

thinner, low rises tend to be take upfar less space in the
city and are usually far below the luxury standards ofa

con-apt.

Con-Apt: Con-apts were originally designed to provide

a slightly more luxurious existence for those citizens able

 

    

 

   

     

(EN SPECK'S BLOCK, FRANKZAPPA)1N THE CENTRE OF THEBITTEREST
SHTING. FOR & DAYAND A HALE A
(ETY-BLO CRWARHADBEEN RAGING.

     ‘NOW, NO BLOCK KNEW WHOSE
IDE THEY WERE ON —AND

‘NO BLOCK CARED!  
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to afford it though manyare nowin an advancedstate of
disrepair and are being demolished in favour of the far
moreefficient cityblocks. Manystill exist in the city

though andtheir citizens tend to be extremely loyal to
their home, perhaps becausetheyare so greatly

outnumbered in any block war.

Pre-Atomic: These are among the oldest blocks to be

found anywhere within Mega-City One and few remain

in their original condition. Thefirst true cityblocks to be
built anywhere in the world, mostare all but falling down
from a lack of maintenanceand, though they have

survived the rigours of several wars, the Housing
Departmentis anxious to replace them with more modern
designs as quickly as possible.

Slum: Slum blocks are usually pre-atomic designs that
have had virtually no maintenance throughouttheir

existence, though someolder cityblocksalso fall into this
category. The Housing Departmentintentionally places

the very worst elements of society in such blocks in order
to contain them and stop them mixing with ordinary,
decentcitizens. The result is a block where crimerates
soar and inhabitants seem to work collectively to destroy
their own home,piece by piece. Few slum blocks are

allowed to stand for more than a few yearsbut city
officials are often extremelyreluctant to give the go

ahead for demolition as this just means the inhabitants

have to be housed elsewhere.

Luxy-Block: Theseare the pinnacle of Mega-City One
architects’ achievements. Soaring into the sky, they

provide every luxury a citizen could hope for and contain
a fair army ofrobots dedicated to fulfilling the needs of
the inhabitants. All this comesat a tremendouscost,
however, and mostluxy-blocks have many empty

apartments, for not manycitizensin the city have the

credits to spare. Thoughthis leadsto increasedrates for
the inhabitants that remain, they are typically the sort of

citizens whowillingly pay more for solitude and peace.

There are, of course, many other different blocks

constructed all over the city, such as crock blocks and

problemblocks, but they are all based on the designs

listed above. The GamesMasteris free to change the
designation of any block detailed here to suit the

purposes of his own scenarios.

All blocks in Mega-City One can be detailed in just a few
lines as the example below shows;

Callista Flockhart Block
Sector 190, MegWest

Built: 2119
Type: Cityblock
Levels: 194

Population: 67,900

Citi-Def: 800, 2" level
DamageReduction: 18

Structural Hit Points: 38,800

In mostways, the Callista Flockhart block of Sector 190

is fairly average when compared to other such buildings

in thecity.

Thefirst three lines of this block simply list a few

backgrounddetails created by the Games Master — the

block’s name, whereit is based in the city and whenit

wasbuilt. Almostall cityblocks in Mega-City One are

named after famous personalities (real or fictional) over

the past three centuries, providing the Games Master with

an endless source ofinspiration — all you need dois open

a newspaper, watchthe television or pick up a book on
20"century history to find an inexhaustible source of

cityblock names. A few examplesare presented below.

Sly Stallone Block, Cruise and Kidman TwinRises,

Michael Hunt Crock Block, Dan Tanna Block, AntDilly

Con-Apt, T&J Hooker Low Rise, Dicky Wilson Luxy,

Fat Bloke Big Block, Carl Sagan Block, Tolkeen Con-
Apt, Kylie Minogue Block, Buddy Holly Block, John
Prezza Block, Dom Preston Luxy

The typeof block is chosen by the Games Master, based

on what he needsfor his scenario andtherestis
randomly generated using the table below.
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Cityblock Creation
City Low Pre-Atomic Shum Luxy-
Block Rise Con-Apt Block Block Block

Levels 1d100 + 150 1d120+12 1d20+30* 1d100 + 100 1d100 + 100 1d100 + 150

Population 2d6 x 50 2d6 x 10 2d6 x 25 1d6 x 50 2d6 x 50 1d6 x 25
per level per level per level per level per level per level

Citi-Def Size 1d20x 100 - 1d10x 50 1d10 x 100 1d20 x 200 1d6 x 50

Citi-Def Level 1d4 - 1d3 1d2 1d2 1d3 +1
Damage Reduction 1d3 + 16 1d3 + 14 1d3 + 16 1d3 + 14 1d3 + 14 1d3 + 16

Structural Hit Points 200 per level 100 per level 125 per level 150 per level 150 per level 200 per level

* Con-apts canactually be as low asthreelevels in height and someare overfifty. Such buildings are very rare though

andleft to the discretion of the Games Master.

Levels: This is simply an indication of how manylevels (storeys) the block towers into the sky. It is also used to help
determine the population and structural hit points ofthe block.

Population: Thislists the maximum capacity the block can comfortably house. Dueto the housing shortage in Mega-
City One, few blocks will house anything less than their maximum capacity. Simply multiply the numbergeneratedin the}

table above by the numberoflevels the block hasto find outits total population capacity.

Citi-Def Size: This is the number of permanent membersthe block hasin its Citi-Defunit and is equal to Unit Size
should they ever use the mass combat system detailed in Chapter 3.

Citi-Def Level: This reflects the competency ofthe Citi-Defunit (andis usually not very high!). The average memberof

the Citi-Defcan be presumedto bea citizen of this level and have the Citi-Def Soldierprior life. Sample Citi-Defsoldiers}
may be foundatthe end ofthis chapter.

DamageReduction: Asdetailed in the Judge Dredd Rulebook,this gives the relative armourofthe block andits ability

to simply shrug off incoming attacks.

Structural Hit Points: Even the smallest block is a massive construction, comprising millions of tons of plascrete,

rockcrete, plastisteel and other materials. They are extremely difficult for ordinary weapons to even damage,let alone

destroy. Theuseofstructural hit points in games of Judge Dredd is detailed below.   
  

Block Facilities Attacking Cityblocks
It is claimed that the cityblocks of Mega-City One Eventhe lowest punk onthe streets knowsthatif you

contain everything a citizen needs throughouthis entire wish to havea serious chanceofbringing an entire

life and, in theory, he need never leave the block from cityblock down, you need some major ordnance on your

birth to death. Few citizens take this extreme but each side. Even high-powered lasers and explosive shells may

block contains far more than mere apartments. It can be dolittle to chip awayat the towering buildings. When

assumedthatevery block has plenty of shopping malls, one block attacks another, it is going to need a great deal

schools, libraries, med centres, hoverports, parks and ofboth planning and firepowerifit is to succeedin its

otherfacilities to fully accommodateits citizens. Even ultimate aim ofactually destroying its enemy, rather than

slum blockswill have these features though they will just fighting with its citizens.

likely be dilapidated and out-of-date, if they are

functionalatall. Comparatively speaking,it is fairly easy to blowholes in

apartment walls and shopping malls, using the Attack an

 .



 

 

Object rules on page 78ofthe Judge Dredd Rulebook.
However, this will have little to no effect upon the

structural integrity ofthe blockitself, Toactually destroy
a block and bring it crashing downtocity bottom in a

pile ofrubble requires an altogether different approach.

Structural Hit Points
Everycityblock detailed inthese rules has a numberof
structural hit points, likely numbering several
thousand. Eachstructural hit point ofa cityblock is
 

+ Attacks fromdisintegrators — alight disintegrator

will deal 1d6 points ofstructural hit point damage with

eachattack, while a heavy duty disintegrator will deal
3d6points.

+ Attacks by anysonic-based weapon(suchasthe

sonic blaster and sonic cannon). The sonic blaster will do
1d10 points of damageto a block’s structural hit points

 

      

   

    

  

 

  

 

  

  

equalto ten hit points ofa character or vehicle.

Anyattack launchedat a cityblock will

automatically hit, with no need for anattack roll.

These buildingsare solarge that even a
cross-eyed punk will have trouble missing
one. However,anattack by a weapon must
cause ten full hit points worth of damagein

order to deal one structural hit point of

damageto a cityblock, after Damage

Reduction has beentakeninto account. Any lesser
amountis ignored and disregarded, with the attack
simply bouncingoffthe side ofthe cityblock.

For example, two members ofthe Marly Manson

Citi-Def have managed to acquire missile launchers
during a block warand are nowfiring salvoes
directly into Callista Flockhart Block. Even though

two missiles have hit the block and have a high

enough Armour Piercing score to ignore its

Damage Reduction, they are not having an easy

timeofit. Thefirst hi-ex missile deals 9 points of
damage — not a good shotagainst any target

but uponacityblock this is not enough to

knock offasingle structural hit point andis

simply ignored. The second missile deals
32 points of damageand so structural hit
points are deducted fromthe block, with the

‘spare’ 2 hit points being ignored and
discarded. As the Marly MansonCiti-Def

quickly learn, it is going to take a lot of

ammunitionto bring downCallista Flockhart. . .

  

  

Somevery powerful attacks are capable ofignoring

this rule andinstead deal damagedirectlyto the

structural hit points ofa block if they were
normalhit points. Suchattacks are listed below

 

+ Attacks onthe foundations ofa block note

that such attacks mustbe able todirectlytarget the
core foundationsofthe block, usually placing the
attacker right under the blockitself!  

BLOCK WARS THAT HAD BEEN BLATING
FOR A NIGHT ANDA DAY ENDED AS peemarr
OETATEED SQUAD, IT ENDED FATALLY — 

  

 
 

 



 

per round, without requiring anattack roll andignoring
any Damage Reduction. Thesonic cannonwill do 2410
points ofdamageperround.

+ Attacks madebyunits. In close quarter attacks,

units attacking a citybloc!

 

always countasbeing|
than twice but more than 50%oftheir enemy’s unit size
onthe Overmatching table and so are granted no bonus.

If theyattack using the firefight option (which canalso,

ofcourse, be used while they are actually inside the
block), then the normal ranged damage modifiers table is
used.

  

These attacks, while extremely powerful and able to

shakethe largest block inthe city, are still subject to

Damage Reductionin the normal way — a mob armed
with clubs is going to be able to do nothingtoaffect a
cityblock structurally, no matter how much vandalism

theycause, but ten thousandcitizensall armedwith hi-
‘an po

 

 explosives seriousthreat.

 

For example, the twoCiti-Def soldiers of Marly Manson

are joined by a mobofcitizens, also armed with newly

stolen missile launchers. Their unit size is now1,000,
earning them a x5 modifierto all attacks they cause with

ranged weapons. Automatically hitting Callista Flockhart

Block, their hi-ex missiles once more ignore the Damage

Reduction score. A score of26 is rolled for damage,

  

 

MONROE BLOCK
FOUNDATIONS.

SET THE
CHARGES }  

multiplied by 5 for the unit size to result in 130 points of

damage. However, becausethey arefiring as a unit, 130
is deductedstraight from Callista Flockhart Block’s

structural hit points, rather than being treated as normal

hit points.

Structural Integrity
Whenacityblock has been reduced to 0 structural hit

points, it is considered to have been turnedinto rubble

and immediately collapses, as detailed below. However,

it is possible to do such a terrific amount of damageto a

blockthat it is shakento its very foundations. One

significant impact maybe enoughto bring a block

crashing down, regardless of how manystructural hit

points it has. This can be even moredifficult than

pounding ablockto rubble but a single, well-executed

attack may save an aggressora great deal ofeffort, if not

time.

 

If a block ever takes more than 500points of damage

fromasingle attack, it must make a Structural Integrity
check at DC22. This is done byrolling 1d20 and adding

the block’s Damage Reduction scoreas apositive

modifier.

Ifthe Structural Integrity check succeeds, then the block
loses structural hit points as normalfromthe attack but

otherwise remains standing. Ifthis check is
failed, then the block — and everyonewithin
it is in very serioustrouble,asacritical

part ofthe building’s structure has been
destroyed inthe attack and the entire block
begins to shudder underits own weight.
Thecityblock will automatically collapse

within 1d6 hoursofthe attack. Nothing
can preventthis eventhefinest Justice
Department emergencyservices are
incapable ofstoppingthe fall of millions of
tons ofplascrete.

   

The 500points of damage that must be
dealt in orderto force a Structural Integrity
check must comefroma single attack roll

and maynotbetotalled from several,

separate, attacks.

  

Collapsing Blocks
There are few sights more awe-inspiring
thanthatofa cityblock crashing down to
City Bottom. Forthe unfortunatecitizens

trapped within the block or present within

 



  
 

the surrounding area, however,it can be a positively

lethal experience.

Any characterinside or within 300 ft. of a collapsing
block must makea Fortitude save at DC 25 or be
instantly crushed to death by the rubble. In addition, they
will automatically be trapped and unable to escape

without outside help (normally provided within 1d3 days

by Justice Department emergency teams). There is no

way to avoid this fate — not even the greatest herois fast
enoughto be able to ‘dodge’ this level of destruction!
Any vehicles inside the block or within 300 ft. will
automatically be destroyed.

At the Games Master’s option, nearby blocks may also
succumbto the destruction of their neighbours — the
massive weight ofa falling block maytrigger the collapse

of their own foundationsorthe entire City Bottom may
be so weakenedthatboth fall through to the Undercity.
Smaller blocks may simply beburied under the rubble of

amuchtaller neighbour. Any block the Games Master

deemsto be sufficiently close to a collapsing block must

make a Structural Integrity check at DC 20 or also

collapse, with all the effects described above.

Sample Citi-Def Soldiers
The following Citi-Def personnelare provided for Games
Masters to avoid the need of constantly creating new

characters andunits in the middle of a game. Games

Masters are also welcometo use these characters as a
base for their own Citi-Def characters, altering levels,
feats and skills to come up with sometruly unique and

memorable personalities.

Citi-Def Recruit

Citizen 1 (Citi-Defsoldier); HD 1d6+3 (9); Init +1 (+1

Dex); Spd 30 ft.; DV 11 (+1 Reflex); Attack +0 club

(1d8/0), or +1 stump gun (2d6/2); Fort +0, Ref +1, Will -

1; Str 10, Dex 12, Con 11, Int 10, Wis 9, Cha 11.

Skills andfeats: Balance +4, Climb +4, Concentration

+3, Drive +5, Jump +4,Listen +4, Medical +3, Search

+3, Streetwise +4, Spot +4; Endurance, Toughness.

Possessions: Club, stump gun.

Citi-Def Soldier
Citizen 2 (Citi-Def soldier); HD 2d6+3 (12); Init +1 (+1

Dex); Spd 30 ft.; DV 11 (+1 Reflex); Attack +1 knife

(1d6/2), or +2 stump gun (2d6/2); Fort +0, Ref +1, Will -

1: Str 10, Dex 12, Con 11, Int 10, Wis 9, Cha 11.
Skills andfeats: Balance +4, Climb +4, Computer Use

+2, Concentration +5, Drive +5, Jump +5, Listen +4,
Medical + +4, Streetwise +5, Spot +4:

Endurance, Toughness.

Possessions: Knife, shell jacket (DR 8), stump gun.

Veteran Citi-Def Soldier
Citizen 3 (Citi-Def soldier); HD 3d6+3 (16); Init +1 (+1

Dex); Spd 30 ft.; DV 12 (+2 Reflex); Attack +2 knife
(1d6/2), or +4 spit gun (2d6/6); Fort +1, Ref +2, Will +0;
Str 10, Dex 12, Con 11, Int 10, Wis 9, Cha 11.
Skills andfeats: Balance +4, Climb +6, Computer Use

+3, Concentration +5, Drive +5, Intimidate +5, Jump +6,

Listen +4, Medical +3, Search +4, Streetwise +5, Spot
+5; Endurance, Toughness, Weapon Focus(spit gun).
Po: ons: Knife, shell jacket (DR 8), spit gun.

 

 

 

Elite Citi-Def Soldier
Citizen 4 (Citi-Defsoldier); HD 4d6+7 (23); Init +1 (+1
Dex); Spd 30 ft.; DV 12 (+2 Reflex); Attack +3 las-

knife (1d6/10), or +5 laserrifle (4d8/14); Fort +2, Ref

+2, Will +0; Str 10, Dex 12, Con 12, Int 10, Wis 9, Cha

Il.

Skills andfeats: Balance +4, Climb +6, Computer Use
+5, Concentration +6, Drive +5, Hide +8, Intimidate +5,
Jump +6, Listen +4, Medical +3, Search +4, Streetwise

+5, Spot +5; Endurance, Toughness, Weapon Focus
(laserrifle).

Possessions: Las-knife,laserrifle, shell jacket (DR 8).

 

 

Citi-Def Jaeger Squad Commando
Jaeger squad commando 1/citizen 7 (Citi-Defsoldier):

HD 1d10+7d6+11 (43); Init +1 (+1 Dex); Spd 30 ft.;

DV 13 (+3 Reflex); Attack +6 las-knife (1d6/10), or +8
laser rifle (4d8/14); Fort +5, Ref +3, Will +1; Str 10,
Dex 13, Con 12, Int 10, Wis 9, Cha 11.
Skills andfeats: Balance +6, Climb +9, Concentration

+10, Drive +7, Hide +11, Jump +8, Knowledge (military)

 

+6, Listen +6, Medical +5, MoveSilently +11, Search +5,

Streetwise +5, Spot +7, Technical +6; Combat Reflexes,

Endurance, Toughness, Weapon Focus(laserrifle).

Possessions: 4 hand bombs, hi-ex pack,las-knife, laser

rifle, shell jacket (DR 8).

Citi-Def Officer
Citi-Defofficer 2/citizen 6 (Citi-Def soldier); HD
2d8+6d6 (31); Init +1 (+1 Dex); Spd 30 ft; DV 15 (+5

Reflex); Attack +6 las-knife (1d6/10), or +8 laser pistol

(4d6/14); Fort +4, Ref +5, Will +2; Str 10, Dex 13, Con

11, Int 10, Wis 10, Cha 12.

Skills andfeats: Climb +8, Drive +11, Intimidate +11,

Jump +10, Knowledge (military) +11, Medical +10,

Streetwise +10, Spot +11, Technical +10; Leadership,

Lightning Reflexes, Skill Focus(intimidate), Weapon

Focus(laserpistol).
Possessions: Las-knife, laserpistol, s|

a.

Il jacket (DR 8).
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Characters in Block Wars
specialsort ofsoldierto thrive and survive in the
midst of a block war. However, a judgewill tell you

any dumbocanstart a civil disturbance. This chapter

takes a look at the kind ofcharacters that can get mixed

up in rumbles, riots and block wars. Here youwill find

newprestige classes (including the infamous and highly

specialised riot squad judge) and new feats that will allow

characters to take full advantage of the mass combatrules

presented in The Rookie's Guide to Block Wars, as well as

make thempotentadversaries in day-to-daylife on the
streets, Whether youare seeking to pacify large,

rampaging crowdsas a judge or looking to spark off the
greatest battle since Block Mania, there is something for

every character here!

The Riot Squad Judge
Stern, unyielding and covered in heavy-weight armour,

the riot squad judgeis the faceless trooper many citizens

will meet if they are unfortunate enoughto get caught up

in a majorcivil disturbance. Trained to handle large

mobs, the judges ofthe riot squadsoperate in small teams
and yet are both taught and equipped to engage many
times their own numberon an equalfooting. Equipped
with the very bestriot gear the Justice Department can

provide, these judges seek to contain, pacify and arrest

unruly citizens, only sweeping in to break heads when

there are fewother options.

I is claimed by someCiti-Defunits thatit takes a

Hit Die: d12.

Requirements
To qualify to becomeariot squad judge,a street judge

mustfulfil all the followingcriteria.

Base Attack Bonus: +5.
Skills: Intimidate 8 ranks, Streetwise 8 ranks.

Feats: Improved Arrest, Iron Will, Nerves ofSteel, Skill

Focus (intimidate).

 

Class Skills
The riot squad judge’s class skills (and the key ability for

eachskill) are Balance (Dex), Climb (Str), Drive (Dex),
Jump (Str), Knowledge (law) (Int), Listen (Wis), Medical

(Wis), Ride (Dex), Search (Int), Spot (Wis), and
Streetwise (Wis).

Skill points at each level: 4 + Int modifier.

Class Features
All ofthe following are class features ofthe riot squad
judgeprestige class.

Specialist Equipment: In addition to a new uniform,

riot squad judgesare also granted riot armour, a riot

shield andriot foam(no reload) to supplementtheir
standard issue equipment. They also weartheir daysticks
ontheir belts, rather than stowing them in their
Lawmasters.

Breaking Heads: Riot squad judgesare highly skilled in

the use oftheir primary crowd-dispersal weapon, the

humble daystick. In their hands it can become, quite

literally, a lethal weapon. Before making any attackroll

with his daystick, a riot squad judge can opt to cause
actual rather than subdual damage. In addition, for this

attack, the daystick will have an ArmourPiercing score of
4.

 

 

Shield Rush: At 2“level, the riot squad judge learns to

usehis riot shield as an offensive weaponduring charges,

tucking himselfbehind it as he bears down on a crowd.

Whencharging, the riot squad judgewill not suffer the -2

charge penalty to his Defensive Value. In addition, he

receivesa free attack with hisriot shield, at his lowest
base attack bonus. This attack deals 1d8 points of

damage, plus his Strength modifier, with an Armour
Piercing score of 0. He does not lose his Damage
Reduction bonus from his shield while attempting a
Shield Rush,

 

“When a judge gets too valuableto risk, he is no
! longer a judge.”

 _&aol



 

The Riot Squad Judge
Level BaseAttack Bonus
1 +1 +2

2 te 43

3 +3 +3

4 +4 +4

5 +5 +4
6 +6/+1 +o

7 +7/42 +5

8 +8/43 +6
9 +9/+4 +6

10 +10/+5 +7

Bonus Feat: Thoughhighly specialised, riot squad
judgestrain hardforlife on the streets, for they often

have to bearthe bruntofthe citizens’ rage and frustration.
At3", 6" and 9"level, the riot squad judge receives a
bonus Generalor Judge feat of his choice fromthe
followinglist, in addition to feats gained every three

levels as normal — Combat Reflexes, Dodge, Endurance,

Great Fortitude, Improved Bull Rush, Improved Mass

Arrest, Improved Recovery, MassArrest and Sixth Sense.

He must meetall prerequisites for the bonusfeat as usual.

 

  

Defeat the Odds: Judges ofthe riot squad are well used
to facing mobsoffar greater size than their own unit. At
4" level, any attacker ofa unit led by the riot squad judge

will count as being of onesize class less on the

Outmatching Table. A unit three times the size of that

being led by the riot squad judge, for example, will count

as only being twicethe size.

Unit Discipline: At 5" and 10"level, the riot squad
judge learns advancedunit coherency tactics that ensure
any unit he leads will be resolute in combat, no matter
what odds they face. When making any Morale checksas

a unit leader, the riot squad judgereceives the
competence bonuslisted on the table below.

Defensive Shield: On reaching 7"level, riot squad
judges learn howto organise their squadsso as to take

full advantageoftheir riot shields. By pulling together in

a tight shield wall, every member gains mutual protection

from his squad. The riot judge can organise a numberof
characters into a Defensive Shield equal to his character
level as a standard action. All characters must be within
5 ft. of another andall must be armed with riot shields.
Each gains a +2 bonusto their Defence Value while the

Defensive Shield is maintained. They may only move 5
ft. per round while doingthis.

aog 

+2
+3
+3
+4

+4

+5
+5

+6
+6

a

Fort Save RefSave Will Save Special
+2 Breaking Heads

+3 Shield Rush:
+3 BonusFeat

+4 Defeat the Odds
+4 Unit Discipline +2
aS Bonus Feat
+5 Defensive Shield
+6 Counter Charge
+6 Bonus Feat
a7. Unit Discipline +4

Counter Charge: Small squadsofjudges make

tempting targets for large mobs. At 8"level, the riot

squad judge learns to Counter Charge an attacking

enemy,lessening their advantage in melee combat. If

charged by an enemy,the riot squad judge andany ally

within 30ft. of him may opt to Counter Charge. They

count as charging the enemyand gain the usual +2 charge

bonusto their attack rolls. In addition, the enemy does
not receive their +2 charge bonusto attack rolls. Counter
Charge may be combined with the Shield Rush class

feature.

The Jaeger Squad Commando
Few Citi-Def units have a jaeger squad, but those who do

include such menin their ranks are often considered to be
elite forces. Each memberofthe jaeger squadis a full-

time Citi-Def soldier who hasdedicated himself to
protecting his block against all enemies. Training hard in
infiltration skills and the disruption of communications,
the jaeger squadis as close to a commandounit as any

Citi-Defis likely to get. Thoughstill far from the highly

disciplined judges, membersof the jaeger squad gain a

great deal of respect from other soldiers of their Citi-Def

unit and can actually prove to be quite lethal in block

wars.

Hit Die: d10.

Requirements
To qualify to becomea jaeger squad commando,a citizen

mustfulfil all the following criteria.

Base Attack Bonus: +5.
Skills: Hide 6 ranks, Knowledge (military) 6 ranks ,
Medical 4 ranks, Move Silently 9 ranks, Technical 6

ranks.
Feats: Combat Reflexes, Endurance, Toughness,

a .
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The Jaeger Squad Commando
Level Base Attack Bonus Fort Save Ref Save
1 +1 te +0

2 42 43 +0
3 +3 +3 +1
4 +4 +4 +1
5 +5 +4 +1

WeaponFocus.
Special: Mustbe aserving memberofa Citi-Def unit

Class Skills
The jaeger squad commando’sclass skills (and the key
ability for each skill) are Balance (Dex), Climb(Str),

Computer Use(Int), Hide (Dex), Jump (Str), Knowledge

(military) (Int), Listen (Wis), Medical (Wis), Move

Silently (Dex), Search (Int), Spot (Wis), Swim(Str), and

Technical(Int).

Will Save Special
+0 Silent Killer, Sneak Attack +1d6

+0 Defeat the Odds
+] Sneak Attack +2d6

+1 Resist Mass Arrest
+1 Sneak Attack +3d6

Skill points at each level: 4 + Int modifier.

 

Class Features
All ofthe followin;

commandoprestig
are class features ofthe jaeger squad

  

Silent Killer: The primary requirementfor any jaeger

squad commandois the ability to close quietly with a
target before he launchesanattack and most spend many

hourstraining hard to succeedin this. The jaeger squad
commandoreceives a competence bonus equaltohis

  



 

The Block Champion
Level Base Attack Bonus Fort Save Ref Save
1 +] +2 +0,

2 +2 +3 +0
3 +3 3 +H
4 +4 +4 +

+ +1nn a - &

class level to all Hide and Move Silently checks heis
called to make.

Sneak Attack: Membersofthe jaeger squadpride
themselvesontheir prowessto assassinate enemy officers

and unit leaders. If the jaeger squad commandocan

catch an enemy by surprise, flat-footed or by flanking, he

can makea sneak attack. The extra damageajaeger

 

squad commandodeals to an enemy he has managedto
sneakattackis listed onthetable below but he mayonly
make sneak attacks in melee combator against targets
within 30ft. with a ranged weapon. Sneak attacks may

not be made against non-living targets or those immune
tocritical hits.

Defeat the Odds: Membersofthe jaeger squad

are trained to operate in small squadsandare well

used to facing enemies whogreatly outnumber

them. At 2™level, any attacker ofa unit led by the

jaeger squad commandowill countas being of one

size class less on the Outmatching Table. A unit

three timesthe size ofthat being led by the jaeger

squad commando,for example, will count as only
being twicethesize.

Resist Mass Arrest: The jaeger squad commando
is utterly dedicated to his block and will not halt
his mis

 

ion, even if ordered to doso bya judge.

Anyjudge attemptingto arrest a unit led by the
jaeger squad commandowill have the result ofhis
Mass Arrest check halved.

The Block Champion
Mostcitizens are, in their own way,fiercely loyal
to their cityblock. A small fraction, however, take

this loyalty to an utter extreme. They live, breathe
and fight for their block aboveall else, and are

often well knowntothe Justice Department as

troublemakers. The block championis oftenlittle

 

Will Save Special

+0 Citizen’s Champion

+0 Gather Squad

+1 Gather Mob
+1 Resist Mass Arrest
+1 Incite War

more thanabully wholikes to think he takes care ofhis

ownandlets the rest of the drokking world go to hell

He is at the forefront ofanyescalating tensions between
blocks andis often responsible for outright block
warfare. Thecitizens ofthe cityblock, however, tend to

look up to their championfor both leadership in times of
trouble and as a meansto right any wrongsthey believe

they have suffered, cheering himonas hegets into
continuous brawls with the champions ofother blocks.

In a city of 400 million people where true individuality

is hard to achieve, the block champion has succeededin

developing his ownsense of worth.

 

Hit Die: d8.

BEHIND THE JUDGES, BLOCK MOBS MET LIKE HUMAN BATTERING RAMS. FIGHTING WITH THE
REMNANTS OF DAM TANNA BLOCK WERE THE BETTY CROCKER BLOCKERS —

AGAINST THEM, THE
CONCERTED MIGHTOF
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Requirements
To qualify to become a block champion, a citizen must

fulfil all the followingcriteria.

Base Attack Bonus: +6.

Skills: Intimidate 10 ranks, Streetwise 10 ranks.
Feats: Great Fortitude, Toughness.

Special: Must havelived within the same cityblock for at

least 6 months. If he permanently moves awayfrom this
block,it will take a full 6 months to reacquire any class
features gained as a block champion.

Class Skills
The block champion’s class skills (and the key ability for
eachskill) are Bluff (Cha), Climb (Str), Craze (any)

(various), Intimidate (Cha), Jump (Str), and Streetwise

(Wis).

Skill points at eachlevel: 4 + Int modifier.

Class Features
All of the followingarecla:
champion prestige class.

 

s features of the block

Citizen’s Champion: The block championis well

knowntohis fellow citizens and has a measure of respect
from them. Wheneverleading a unit comprising citizens

from his own block, the block champion grants a morale
bonus equalto his class levelto all attack and damage
rolls they make.

Gather Squad: Uponreaching 2™level, the block
champion may, once per week, gather a group ofcitizens

from his own block andlauncha tirade against a rival

block. Eager to support their block champion, many
citizens will support him in taking action againstthis
block that has obviously got away with too muchfor too

long. If the block champion spends one minute making a

speech to any groupofcitizens, he will incite 1d20 x his

class level of them to violence against the targeted block.

 

| “Pickoff their leaders. The rest will lose stomach i
\/| for the fight.”

 

This ability will only work oncitizens who areresidents
of the sameblock as the block champion andwilllast for
no more than onehour, after which the citizens drift back
to their own apartments. They will eagerly follow the

block championin any action against the enemy block, so

long as the block championactually leads them, before

drifting back to their apartments.

Gather Mob: Ashe reaches 3"level, the block
championis likely to have becomeoneofthe most
famouscitizens in his block and mostresidents will have
at east heard of him. He can usehis influence to gather

far larger mobs than before. Gather Mob worksin the

same way as Gather Squad, but 4d20 x his character level

ofcitizens will be raised into a unit, and they will happily
follow the block champion for a period of 1d3 hours.

Resist Mass Arrest: The block championis utterly
dedicated to his block and will not shy away from any

action againsta rival block, even if ordered to do so by a
judge. Any judge attemptingto arrest a unit led by the

block championwill have the result of his Mass Arrest

check halved.

Incite War: The Justice Departmentwill likely have
extensive files on the block champion by the time he has
reached 5"level for heis truly a dangerouscitizen. So
popular is he in his homeblockthat he can rally almost

every citizen living there to fight against theirrivals.

Onceper month, the block champion can automatically

start a block war between his own block andonerival of
his choice. This takes a full 24 hours to prepare, as he
rallies support and makesplans. Note that the judges are
well aware ofhis influence by this time and so spot

arrests will likely become a wayoflife for the block

champion.

New Feats
Theintroduction of block wars and riots can add a whole
new dimension to gamesof Judge Dredd, whether your

players are engaging in judge or perp-based campaigns.

A newset offeats are detailed here, allowing characters.

to specialise in creating massive amounts ofdestruction

or co-ordinatethe actions of others far more effectively.

Additional Lieutenant (General)
The character is unusually charismatic andis able to

convince a secondtrusted lieutenantto join his street

gang, helping it grow and expand.

 



 

  
  

Prerequisites: Leadership, the character mustbe ofat

least 9" level and be a gang leader.
Benefits: Whenthisfeat is selected, the character
immediately gains a secondlieutenantto join his street
gang. This newlieutenantstarts off at one level lower
than indicated on page 151 of the Judge Dredd Rulebook.

Advanced Leadership (General)

The character has actually studied hard to learn what

makes a good leader and, in conjunction with his sheer

force ofpersonality, can commandlarge forcesin battle.
Prerequisites: Leadership, the character must be ofat

least 12"level.
Benefits: Havingthis feat allows a character to
commandanentire force, comprising several different

units simultaneously, as described in Chapter 3. In

addition, if he is the leaderof a street gang, he will gain
double the normal number of gang membersindicated on

page 151 of the Judge Dredd Rulebook.

ArmourPenetration (Judge)
A single weaponis chosen, such as street cannon or

Lawgiver. The characteris especially good at bypassing

armourwith this weapon, seeking weak points in heavy
plating wheneverhe attacks.
Prerequisite: Weapon Focus (same weaponas that of

ArmourPenetration), base attack bonus of +6 or higher.
Benefit: The character increases the ArmourPiercing

score of his weapon by +1. This feat may only be used

with ranged weaponsif the target within 60feet.

Special: The character can gain this feat multiple times.

Each time the feat is taken, a new weaponis selected.

  

ArmourSpecialisation (General)
The characteris adept in combat, havinglivedtotell of
someof the roughest block wars andriots to have sprung
up in Mega-City One. He has learnt how toroll with

blowsandcaninstinctively turn to catch each strike with

the thickest and mostwell protected part of his armour.

Prerequisites: Base attack bonus of +4 or higher.
Benefit: So long as the character is wearing armour of

somedescription, he may increase his Damage Reduction

score by +1 against all melee attacks. This feat may not

be used while the characteris flat-footed or surprised, nor

is it of any use against rangedattacks.

Command (General)
Usedto being in a position of somesmall authority, the
character is capable of commanding others to act

spontaneously to the sound of his voice.

Prerequisites: Iron Will, Charisma 15+.

Benefit: The character may approach any group of
citizens, who may not havelevels in any otherclass,
numbering no morethan his character level +10. These

citizens must be witnessing a rumble,riot or block war.
After spending | minute engaging in a passionate speech

concerning the evils of one side or anotheractive in the
violence, the character must make a Charisma check at
DC15. If successful, he mayinstruct the citizens to

perform anysingle task. Such tasks may not be

immediately suicidal (such as leaping off a block or

charging a Manta Prowl Tank armed only with clubs) and
mustbepossible to complete within one hour. The

character could, for example, commandthecitizens to

join in oneside of a block war, conducta flank attack
against an enemy’s assault team orinfiltrate the
foundations of an enemy block. The character need not

stay with the citizens to conduct the task andthey will

performit to the best oftheir ability. If the character does
stay with thesecitizens, he can continueusingthis feat to

give them further commands.

Duck & Weave (General)
Having been involved in several riots or block wars in the
past, the character has learnt to keep his head down when
shots start flying overhead. Unconsciously taking

advantageofevery scrap of cover from burnt-out

vehicles, overturned kneepadstalls and even other

citizens, the character can carry out other tasks while

under a greater degree ofsafety.
Prerequisites: Base attack bonus +2 or higher, Dex 13+.
Benefit: So long as the characteris not caught flat-
footed or surprised, he will always countas being in one

level of cover better than he actually is. A character

standing behind a bike (one-quarter cover), for example,

will actually count as being in one-half cover. Onein an

enclosed vehicle (nine-tenths cover) will be impossible to
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target. This feat may notbe usedifthe character is not in
any coveratall.

Improved MassArrest (Judge)
There are few citizens willing to challenge an
experiencedjudge unless they are part of a mob.

However, even the largest mob mayquail before the
authority of this judge.

Prerequisites: Improved MassArrest, Cha 15+.
Benefit: The character may doublethe result of any
MassArrest checks he makes.

Improved Weapon Focus (General)
The characteris exceptionally good at wielding one type
of weapon andis able to thrust homelightning-fast

attacksthat defy rational explanation. Heis truly a

master of combat.

Prerequisites: Proficient with weapon, Weapon Focus,

base attack bonus +12 orhigher.

Benefit: Improved Weapon Focus mayonly be taken for

a weapontype already chosen for the Weapon Focusfeat.
From this point, the character will gain a +2 bonusto all
attack rolls made with the selected weapon. This bonus

replaces that gained with Weapon Focus and they do not
stack.
Special: A character can gain this feat multiple times.
Its effects do not stack. Each timethe featis selected,it
applies to a new weapon.

Inspire Loyalty (General)
Having fought alongsidehisallies through thick and thin,
many nowlook to the character with great respect. They

will always follow his commands, regardless of the

consequences.
Prerequisites: Advanced Leadership, Command.
Benefit: Any unit led by the character in mass combat
will automatically pass any Moralechecksit is called
upon to make.

Martyr (General)
Rumbles,riots and block wars bring out both the best and

worst in citizens and judges. Insanely heroic acts may be
performedthat defy belief though their successis rarely

enjoyed bythe characters attempting them.

Benefit: The character will automatically succeed in any
oneaction that takes one roundorless to perform. This
may be scoring maximum damage against a Pat-Wagon,

setting fuses on a complicated set of explosives or

anything else the Games Master deemssuitable.

o sé

However, the character will also immediately and

automatically be killed while performingthis action. The

GamesMasterwill determine a suitably heroic end for

the character which, using the examples above, may be
the Pat-Wagon exploding, catching the characterin the

blast, or the explosives detonating as he sets them.

MassArrest (Judge)
Thejudge is a dominating presence onthestreet, able to
arrest dozensofrioting citizens at once with nothing

morethan a few harsh words.

Prerequisites: Improved Arrest, Menacing Presence,
NervesofSteel.
Benefit: The characteris able to use the MassArrest
rules described on p23.

Shot on the Wing (General)
The character is adept at using small personal flying

devices, such as jetpacks, batgliders and para-gliders. He

can control them almostinstinctively, allowing him to

concentrate on other actions.
Benefit: The character can make any Craze (batgliding),

(jetpacking), (paragliding)or similar checkas a free

action, allowing him to perform other, more complicated

actions simultaneously.

 

\ Dredd’sComportment \
  || ‘Blockwar is a kind ofmass hysteria. Let it start |,

|| spreadingandyou have big trouble.’ i

 



  

 

Weapons
ewcitizens plan a block war in advance and most
take to the streets with whatever weaponry and

equipmenttheyare able to grab orsteal. A tiny
minority, however, can sometimes plantheir role in a
forthcoming block war extremelycarefully. Those who

 

pay attention to the mutterings and general mood of

citizens around them can sometimesbe perceptive
enoughto recognise whena block war becomes
inevitable, while others mayactually instigate their own
civil disturbance.

Engaging inariot or block war requires very different
tactics and equipment to a commonbrawl orfirefight

Huge mobsneed tobe engageddecisively and heavily-
armouredjudges needto be defeated quickly, before they

can begin arresting large numbersofallies. The wise

perp, knowingthat a block waris inevitable, stocks up on
specialised equipment, guaranteeing he will remain alive

and at liberty to continue his criminal schemes

Weaponry
Hand Gun, Cursed Earth Eagle: Manufactured in

Texas City, the Cursed Earth Eagle is considered by many
perps to be the most powerful hand gun ever designed,

 

 

  

 

Equipment
though some alleged experts are quick to cite various

Sov-made weaponsforthis honour. The extremelylarge
calibre used by this hand gunallows itto literally blast an
enemyapart, whatever armourheis wearing, but also

serves to make the weaponextremely intimidating to any
citizen finding himselfat the wrong end ofthe barrel.
Thelarge shells employed, however, severelylimit the

amount of ammunition that can be carried in a single
magazine, andso the Cursed Earth E;

extendedfirefights. The magazine of the Cursed Earth

  

  vie is rarely used in

Zagle holds 6 rounds.

High Velocity Rifle, Walther Mitsubishi MarksMan

Mk II: Though designedfor accuracy at range, the
incredible velocities at which the MarksMan MkII

propelsits relatively small shells is sufficient to penetrate
eventhe armourofa riot squad judge. This has made the
rifle an extremely attractive weaponforself-styled judge
killers, as well as perps whoexpectto regularly engage in
combat against Justice Department personnel. Against

well-armouredtargets, however, there are far more
efficient weaponsreadily available on the black market.

The magazineof the MarksManMkII holds 12 rounds.

  

 

le

 

  

  

Mega-Explosives: Basedontheprincipleofthe hi-ex
pack,this group of weaponsrepresent explosives of
several orders of magnitudegreater in potency. Difficult

and expensiveto get hold of, the larger mega-explosives
are capable ofblasting throughbankvaults, penetrating

thick armourandeven bringing downanentire cityblock,
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NewWeaponry

  

Weapon Cost Black Market Cost Damage ArmourPiercing
Pistol Weapons

Small
Hand Gun, Cursed Earth Eagle 3,625 cr. 12,750cr. 4d6 12

Rifle Weapons
Large

High-Velocity Rifle, Walther 6,500 cr. 22,750 er. 3d6 14
Mitsubishi MarksMan Mk II

Heavy Weapons

Large
Missile Defence Laser, Mauley 29,500cr. 93,000er. 4d10 20

Hard Light DX
Scatter Cannon, General Arms M276 9,750 cr. 29,000cr. 3d6 4

Exotic Weapons

Mega-Explosives, small 675 cr. 3,250cr. 4d10 rr
Mega-Explosives, medium 1,250cr. 6,000 er. 6d10 18
Mega-Explosives, large 2,250cr. 10,000 cr. 8d10 Ns
Mega-Explosives, huge 3,000 er. 16,500 cr. 10d10 20

if carefully placed and grouped together. Each explosive
device may either be set bytimer(up to one year’s delay)
or by remote, with a maximumrange of3,000ft. They

mustbeset carefully, taking one minute, and may not be

thrown. All mega-explosives require the Weapon

  

 

Proficiency (exotic mega-explosives) feat to use

fully. Characters attempting to use mega-

  
  

Missile Defence Las 6

explosives withoutthis feat have a 10%chance of

detonating the explosivesas they are being set.

Missile Defence Laser, Mauley Hard Light D
technologyto be found inthe missile defence rs.
present in most Citi-Def armouries throughout Mega-City

Oneis incredibly sophisticated. It is a triumphof the

   

   



 

Area of Effect Critical Rapid Fire Ammunition Range Increment Weight

- 19-20/x2 1 6

= 19-20/x2 1 12

- 18-20/x2 1 20

30 ft. = 1 10

30 ft. - Z >
30 ft. - 1 -
60ft. = 1 -
100 ft. - 1 -

Mauley weaponsdesigners that this weapon remains easy

to use for even the slowest Citi-Def soldier. The Hard
Light DX,like its competitors, is capable of focussingits

laser beam atincredible ranges, andis a staple part of the

missile defence network thatstretches across the entire
city. The missile defence laser uses a heavy power pack
which holds enoughenergyfor 20 shots.

Scatter Cannon, General Arms M276 Clearsky:

Typically found only in Justice Department and Citi-Def

armouries, a few Clearsky heavy weaponsare beginning

to find their way onto the black market. The scatter

cannonis a giant, large-borerifle designedto fire

explosiveshells that showertargets with shrapnel,

making a mockery of any defensive cover they may be

taking advantageof. It is also useful at clearing or
incapacitating large mobs, especially when severalfire in
concerted salvoes. A scatter cannonshell will ignoreall

Defence Value bonus target receives from cover. The
magazineofthe Clearsky holds 10 rounds.

Equipment
Flashlight, High-Powered: Perfect for excursions into
the sewers, Undercity or the foundations of an enemy

block, the high-powered flashlight provides a beam of

 

‘Type

100ft. 3 Ib. Projectile

300 ft. 16 Ib. Projectile

750 fi. 75Ib. Energy

60 ft. 40 Ib. Projectile

- 50 Ib. Projectile
- 175 lb. Projectile

= 500 Ib. Projectile
- 750 Ib. Projectile

light that extends in a cone 600 ft. long and 30ft. wide.
A rangedtouch attack roll may be made with the high-

powered flashlight against any enemy within 100 ft. If

struck, the target must make a Reflex save at DC20or be

dazzled for 1d6 rounds. Dazzled characters suffer a —1
penaltytoall attackrolls.

LightIntensification Visor: Avoiding the ultimately

limited technology ofinfrared devices, this heavy visor

greatly enhancesany andall available light, allowing a
character to see perfectly well in darkness. A character
wearingthis device can see up to 100 ft. in darkness as if

it were daylight. However, the light intensification visor
will not function in complete darkness, such as in an

underground sewer complex,asit requiresat leasta little

light to function — even poorstarlight will provide
enough illumination. Automatic cut-outs andfilters
preventa user from being blinded if exposed to sudden

andharsh light.

Power Scope: true sniper will not settle for anything

less. Incorporating triangulated laser range-finding, sonic

detection and Euro-Cit crafted lenses, the power scope
maybebulky but is considered to be the most advanced

targeting device that can be fitted to any weapon. It has a

variety ofdifferent targeting modes, andwill function as.

Sie4.
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NewEquipment
Item Cost
Flashlight, high-powered 400er.

Light Intensification Visor 1,950 er.
Power Scope -
Riot Armour =
Riot Shield =

Suction Pads 600 cr.
Weapon Lock 100 cr,

both aninfrared and light intensification visor. The

powerscope maybefitted to any weaponoflarge size or
greater and will triple the weapon’s range increment.
While using the scope to dothis, the weapon may not be

rapid fired.

Riot Armour: Thisis a suit of heavy battle gear worn by
riot squad judgesin situations where hand-to-hand
combatis preferable to rawfirepower. Riot armouris a

suit of segmented plastisteel plating able to withstand

most small armsfire. The suitis also sealed against gas
attack, with a built-in respirator and a 12-hourair supply.

Riot armourreduces a character’s base speedto 20ft. but
provides Damage Reduction 12.

 

Riot Shield: Lightweight butsturdy, the riot shield is a

Justice Departmentissue plasteen guard strapped to the
user’s forearmto offer protection against attack. A riot
shield grants a Damage Reduction bonus,in addition to
any other armouralready worn. This bonus Damage

Reduction +4 against melee attacks and Damage
Reduction +2 against ranged weaponry. Theriot

shield counts as a medium-sized weaponfor the
purposesofcarrying other weapons.

  

Suction Pads: Often incorporated into some of

the latest kneepad fashions, these are simple
suction padsthatstrap to a citizen’s knees and
hands, allowing him to climb sheer surfaces with
relative ease. Suction pads grant a character a
+10circumstance bonusto all Climb checks,

and permit him to climb sheer surfaces (such as
the outer wall of a block) at DC 15. However,
they are extremely slowin use and a character
climbing with their aid will only move one

   
  

 

    

 

  
  
  

  
  

 

    

Black Market Cost Weight
- 3 Ib.

- 1 Ib.
8,500 cr. 2 Ib.

= 28 Ib.
- 6 Ib.

= 4 Ib.

quarter of his speed as a miscellaneousfull round action.

Accelerated climbing cannot be performed with suction
pads.

 

Weapon Lock: There are few citizens in Mega-City One
whoare true experts in combat but it can be highly
embarrassing meeting one and being promptly disarmed

with a simple movebefore being pummelled to death.
The weaponlock is a simple wristband with plasteel grips

that hold a weaponfast in a character’s hand, greatly

reducing the chances ofhim droppingit. It takes a full
round action to insert or detach a weapon from a weapon
lock and it grants a +10 circumstance bonustoanyroll to
preventbeing disarmed in combat. The hand cannot be
used for any other action while the weapon lockis being
used. This item may beused in conjunction with any

weapon ofmediumsize or smaller, thoughit is

recommendedthatcitizens donottry using it with
grenades.

Light Intensification Visor

Light Intensification Visor



  

he mass combat systempresentedin The Rookie’s
Guideto Block Wars provides the Games Master

with great potential to come up with sometruly

memorable scenarios for his players. Characters of all
levels, judge andcitizen alike, maybe challenged by
huge mobsnomatter how experienced or well equipped

are. In addition,players m: 1 boost from
defeating the latest criminal mastermind orrival to come

their way, butthere is nothing quite like being involved in
a full-scale riot or block war!

  

  Presentedhere is a short jump-offlist of scenario hooks

and ideas that a Games Master mayuseto introduce the

mass combatsysteminto an existing campaign.

just Struttin About
Youneednothave a full-scale block war to introduce the

mass combat system toyourplayers and, until everyone

s comfortable with the newrules, it is best to limit the

scale ofbattles that take place. Keep the number of
combatants low and just have oneunit on eachside to

  
 

begin with. Anideal introduction that can be used for

evenlowlevel characters is a simple rumble between two

juve street gangs. Theindividual

combatantswill be relatively weak, giving
the players

 

me leewaywhile theyget used    
 

tothe rules andthere will be few modifiers
andotherfactors to take into accountas they
fight. Such a rumble maytakeplace
betweenthe player’s ownstreet gang (either

onethey lead, or one they have become
allied to) andarival, or apatrol ofjudges
maybecalled to calm adisturbance two

 

gangsbegintodispute their territories.

Whendealing with juve gangs, you need

little real reasonto start a rumble, as they are

all boredandjust spoiling for a fight with
yone foolish enoughtostand in their way

Practising Citi-Def
Though most blocks havea Citi-Defunit,

 

few aretruly takenseriously. Mostare filled
with boredcitizens desperate to emulate the

glory oftheir favourite action-vidstar,
though therealityis usually more boredom

 

Scenario Hooks & ideas

A VISIONOF THAT PLOPPING FREEZY-WHIP
FLASHED THROUGH MELDA DREEPE'SMIND ~

| SAY LET'S GET THOSE SCUMMY
ENID BLYTON BLOCKERS !

 

as they are endlessly drilled and schooled. Once in a

while, however, a Citi-Defofficer ma
ailing unit. Realising that only re:

   appear tolead an

action will truly make

his men combat-ready,the officer will start to create

highly detailedplanstoattack anotherblock, avital M
Way junctionor even a Justice Department armoury!

any will lead their men with the intention of only

simulating combat but with a great deal of high-powered

weaponry in the handsofboredcitizens, onlydisaster can
result from suchexercis

Power Dispute
It is truly amazing howlittle it takes to spark off a block

war, though judges quickly learn neverto be taken
unawares. Though Mega-City One has someofthe
greatest powerresources available on Earth, thereis still a

finite amount to be spread among 400 millioncitizens.
Inevitably, power shortag
criminal activity, lack of maintenance or simple high

demand. It has been knownforneighbouring blocks on
the same power grid to actually effect one another in

  

  

 

  

  

occur, whether through

  

 

terms ofthe current they draw at specific times. One

block, for example, mayhave aslightly higherpriority on

[/” coon THiNKiNe
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[\._BLYTON

THEY'VE HAD
IT COMING FOR
ALONG TIME!
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the powergrid thanan adjacent building and so, when the

majority ofits citizens tune in their Tri-D to see Sob
Story every week, the extra current drawn canactually

cause a black-outin their neighbours’ block. When this
begins to happen with any great degree of regularity,

tensions between blocks can run extremely high and
block war may only be hours away.

jetball Matches
Thecitizens of Mega-City One are keen tolatch onto any

diversionorinterest that can makethemfeel that they

‘belong’ to something. Blocksarea readily identifiable

methodofbuilding these divisions in the population but

others do exist Jetball is an extremely popular sport

with the league matches between the biggest teams

guaranteeing huge audiences across the entire city.
Judges alwayspatrol in force at such events, for they

knowall too well howone minorincident on the pitch or

onebad call by a referee droid can spark riots across
whole sectorsascitizens release the fury oftheir team’s

defeat in the mostbasic ways possible.

juves Versus Eldsters
It is a sad fact oflife in Mega-City One that juves simply
no longerrespect their elders. With the rapid progression
of medical science, a citizen can expectto live for an

extremely long time, andstill maintain the majority of

their faculties and physicalabilities while doing so. The

eldsters ofthe city are therefore quite mobile and far
from defenceless. A simple incident, such as a juve
throwing something at an eldster’s servodroid can cause
even centenarian citizens to band together for mutual

protection. Whenthey next encountera juve, the eldsters
will be likely to swing with their walkingsticks first and
ask questionslater, leading to inevitable retaliation from

other juves. Things can degenerate very rapidly as more
juves and eldsters enter the fray from neighbouring

blocks.

Charles Darwin Goes Ape Il
There is no need to restrict the mass combat system

presented in this book to human characters alone and a

great deal of fun can be had by constructing units formed

by creatures found within the Creeps chapter of the Judge
Dredd Rulebook. The apesofthe Jungle, for instance,
could easily rally behind an influential and charismatic

gorilla with plans to put humansin their rightful place —

underthe heel of true apes! Leading an army ofapes out

  

of the Jungle, a surprise attack may well allow the apes to

take over anentire block, which would then serve not
only asa base ofoperationsbut as a beaconto attract yet

moreapesto the growing army. Perpswill likely find
their best laid plans ruined by such an invasion, while
judge characters could haveaseriousfight on their hands

as they try to restore Lawandorderto a block that has

literally gone ape!

Mutieland
An expedition into the Cursed Earth can rapidly turn into

a disaster for a patrol ofjudges or groupofcitizens

lookingto further their criminal activities. Gangs and

whole armies of mutants await to prey on the unwary and

the largest dinosaurs can pose a serious problem for even

a large group of well-armed characters. You could have

the playersvisit several townshipsandsettlementsin the
heart ofthe Cursed Earth while being pursued by the

agentsofa large mutant force. Alternatively, they could

get caught up in an ongoing feud betweentwoforces in

the Cursed Earth. Oncethe players delay or become

trapped in a single settlement, an entire army can move in

for the kill. The players will have to organise the

defences ofan entire town with weaponry thatis likely
far more primitive than that found within Mega-City One.
A series of desperate combats can be fought out as the
attackers constantly probe for weaknessesor, if you have
a large enoughtable and map, youcould play out the

entire siege as one gigantic mass combat involving
thousands of mutants and dozensofunits.

Come the Kleggs
Just oneor two kleggs can cause even an experienced

patrol ofjudgesa greatdealoftrouble, as their natural
strength,resilience andaccessto the dreaded klegg

assault cannonwill create a whole world ofpain for
characters whojust rush in to any combat. A whole
mercenary force of them organisedintoa single unit may

well be undefeatable withoutcalling in major ordnance

like Manta Prowl Tanks and H-Wagons! A klegg

spaceship may be forced to crash-land into the heart of

Mega-City One after being damaged by an orbital

platform or somecriminal organisation may actually be
madenoughto try to hire a mercenary band ofthese
aliens in an attempt to wipeout the opposition. Kleggs
are never subtle and, knowingthe hatred borneof them
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byboth judgesandcitizens after their actions in the

reign of Chief Judge Caligula, will be unlikely to
surrender or compromise even whenfaced with superior
opposition.

Multiple Targets
A patrol ofjudges could be kept ontheir toes whenthey
are placed in commandofanoperation to pin down the
latest activities of the sector’s
organisation. Dozens of mo-pads, roadliners and juggers

have been hijacked andare nowbeing usedtoferry large
numbersofgoonsall overthe sector to quickly strike at

judges and innocentcitizens alike. Theplayers will
have to combatalarge numberoffast-moving vehicles

  

which can deployfairlylarge units to cause havoc before
melting away. The organisation’s real goal, however, is

actually the local Justice Department armoury just

whenthe judges havetheir attention focussed on the
mobile groups of goons, the real force will appear,

comprising well-equipped professionals all eager to get
their hands on thelatest Justice Department equipment.
With judges strewnall overthe sectorin a vaineffort to
combatthe diversionary goons, the armoury could well

be left wide open to concerted attack. Beware this
scenariocould require a very large map withavery large

scale!

Renegade Droids
Construction meks are supposed to have 100%-reliable
fail safes to ensure they do not go rogue, but

citizens with criminal intentions may

  

Running with the Perps
The higharrestrate ofthe judges in Mega-City One

  
 

ensuresthereis a sign:
attempting to escape judicial punishmentto othercity
states or even other worlds. The judges work hard to
bring down all perp-running vehicles and H-Wagoncrews
enjoy a great deal of success in such operations. A
crashedperp-runner shuttle or hovervehicle will be

packed full of desperate and likely well-armed perps
eagertoretaintheir freedom. Anyoperational weapons
onthe vehicle will be turned uponresponding street
judge patrols and the escaping perps will be happyto
work togetheras a cohesive unit for a brief period oftime

until they can melt away for another attempt to leave the

city.

Cursed Earth immigrants
spite the highly efficient defence screen protecting

City One frominvaders originating in the Cursed
Earth, there are lapses — wall guns maybesabotaged,

can be madeonruined wall sections or defences
may simply be overwhelmedby sheer numbers.
Regardless of how it happens, those breakingintothe city
will be desperate, predatory and likely highly confused

bytheir surroundings in short, a dangerto the well-

being of any decent citizen! Such a scenario can be

scaled up or downtosuit the level and capabilities ofthe
players, from a large pack ofstray dog vultures, to a

veritable invasion force of mutated wall hoppers!

‘ant traffic of successful perps

 

  

  

  

 

delightin re-programming several of
these destructive machines. Usethe
normal mass combat rules and include
perhaps a dozensuchrobots within the
sameunit. Such a force would be

capable ofbreaking through to the most
heavily defended bank vault and will be

able to give even apatrol of senior

judges a few problems. For added
amusement, have the perp retrofit the

construction meks with heavylasers to
act as air defence against the inevitable
H-Wagons theplayerswill wishto call as
back-up.

 

    

  

   

STUMM GAS ~ITS CHOKING VAPOURS
BROUGHTNAUSEA AND UN CONSCIOUSNESS.
IN ONE CASEIN EVERY 250, ITALSO *
CAUSED DEATH. . »

      

   
  

BETTERFIFTY STIFFS
THAN FIFTY THOUSAND,

FOGERTY! z  
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Sky Rise
he last couple ofchapters of The Rookie's Guide

| to Block Wars focus on twocityblocks and their
residents, completely detailed and ready for use in

your own campaign. The MadonnaCiccone cityblock
and Cher Sky Rise havebeenrivals since the former was

built and, while a full scale block warhas yet to erupt,

tensions are beginning toreach breaking point. Perfect

territory to introduce yourplayers to the mass combat

system detailed inthis supplement!

You canusethe informationhere as a focal point for a

complete scenario, or have the two blocks recurring time
and again throughout a campaignso players begin to
knowboth buildings and thecitizens living within as well
as they do their own town. Judges mayfind themselves

constantly called to resolve disputes and arrest perps for a

series oftrivial offences that gradually become more

frequent and moreserious as both Madonna Ciccone

block and Cher Sky Rise gear themselves upfora full-
blownblock war. Citizen characters may have criminal

or business interests within either (or both!) blocks, or
mayberesidents themselves. Either way, a coming block
warwill likely disrupt any long termplans they have and

force them to reconsideror even move on. Clever
players, however, may find a wayto take advantageofthe
continuingcivil disturbance.

Sector 190, MeqWest
Madonna Ciccone block and Cher Sky Rise are both

located in Sector 190, closeto the city wall that shields

citizens from the dangers of the Cursed Earth. Many
supplementsand scenarios for the Judge Dredd

roleplaying gameare based in Sector 190, which will
grow and develop to becomea living, breathing place in

which to base entire campaigns. Games Masters may
safely start their players within this sector, assured that
they will receive a continuing level of support in the

setting.

   

A Games Master may, however, chooseto base his
campaignin a completely different sector of Mega-City
One. In such a case, he may use material based in Sector

190 asa basis for his own characters and scenarios. The
Games Master may, for example, take both blocks
presented in this chapter, change their names and
introduce completely different characters living within
them once youstart running a game of Judge Dredd,

Mega-City One becomes yourcity to do with as you

wish. Have fun!

Cher Sky Rise
The Cher Sky Rise wasa triumphofdesign duringits
day, towering above other blocks in Mega-City One. The
latest construction technologies allowedit to soar nearly
200levels into the sky and house thousandsofcitizens.
Now,it is overfifty years old and starting to showits age.
Despite numerousrefits and structural redesigning, the

pre-atomic Cheris bordering on being reclassified as a

slumblock and despite having fiercely loyal residents,

few are undertheillusion oftheir block seriously
competing with its neighbours in terms of comfort,

security and facilities.

  

Originally part of the Twin Sky Rise complex, Cher once

stood next to Sonny Cityblock and together they housed
nearly one hundred thousandcitizens, a monument to

their architect’s vision and skill. For decades, the
Housing Departmentstruggled to keep both from turning
into slum blocks through a succession ofupdates and
renovation projects. Cher was to prove durable enough to

survive the passage oftime, but Sonny gradually began to

lag far beyond as more and morecredits were fed intoits
counterpart at its own expense. In 2120, the Housing

Department ordered the demolition of Sonny and began
the construction of the new, high-technology Madonna

Ciccone cityblock in its place.

   &ae



 

Disputes are both predictable and commonbetween the
citizens of Cher and MadonnaCiccone. Thecitizens of
Cher are somewhatjealous of their new neighbours,
living in relative luxury while they have to contend with
constantly malfunctioninglifts, a second rate shopping
mall and medicalfacilities that are barely adequate. For
their part, the residents of MadonnaCiccone hardly
appreciateliving next to a towering eyesorethatis a slum

 

MadonnaCiccone Block
Sector 190, MegWest

Built: 2122
Type: Cityblock

Levels: 223
Population: 66,900
Citi-Def: 1,100, 1* level

Damage Reduction: 18
Structural Hit Points: 44,600

blockin all but name. Conflicts, however, are typically PS
confined to namecalling across the Tweenblock Plaza

and the inevitable skirmishes between juvestreet gangs.
Local judges keep a close watch on the situation that has

certainly not been helped by more and more Chercitizens
beginning to visit the Madonna Ciccone shopping malls
which boasthigherprices butalso the latest fashions and i
gadgets. i
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CherSky Rise

Sector 190, MegWest

Built: 2068
Type: Pre-atomic block

Levels: 192

Population: 48,000

Citi-Def: 900, 2" level
Damage Reduction: 16

Structural Hit Points: 29,100
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Throughoutthe fifty years of the Cher Sky Rise’s history,
its citizens have pickeda fight with just about every block
in the area and manyare veteransoffull-scale block

wars, having served time in the cubes and now returned

to their home. Increased judge patrols and regular

solitary confinements have tempered violence in recent

years but, instead ofresolving the situation, frustrations
have merely been bottled up with tensions rising day by

day. Sector House 190 marks MadonnaCiccone and
CherSky Rise as a high-potential trouble spot — for the

judges,it is not a question ofif a block warwill erupt, but

when.

Theexterior of the Cher Sky Rise clearly demonstrates

the block’sslip into a slum. Its half of the Tweenblock
Plazais rarely cleaned orcared for andis strewn with all

mannerofdebris and rubbish. The walls of the block
itself are covered with the work ofjuve scrawlers and
typically feature insults to Madonna Cicconeblockersin

the largest and brightest way conceivable. Because of

Cher’s low priority in the sector, clean-up crewsrarely

visit more often than once a monthand so the graffiti

remainsa constant source of rising tension within

Madonna Ciccone.

Inside,life is of poor quality, with many levels designated
as no-go areas by the few remaining block security
guards. Weakercitizens spend most oftheir lives within

their apartments, fearing to step out side of their doors

andinto the halls controlled by juve gangs, such as the

notorious Spectres and their smaller rivals. Educational
and medicalfacilities have been allowed to slip into an

advancedstate of dilapidation and the constant

renovation programmes once enjoyed by the block that

allowed it to keep pace with its neighbours have long
since been abandoned. Thelast was an exterior cluster of
anti-grav chutes that would haveallowed free and easy

passage to any part of the block. The project was never

finished, however, and now citizens must rely on decrepit

lifts or, failing that, the hundredsofflights ofstairs.

Despite their poor style ofliving and propensity to prey

upon one another, the residents of the Cher Sky Rise are
fiercely independent andall too ready to view outsiders

as ‘The Enemy’. It has been a longtime since they were
ableto releasetheir frustrations in any meaningful way
andsoit may only take onetiny incident to spark a full
assault on the current object of tension — Madonna

Ciccone.

 

Madonna Ciccone Block
The citizens of Madonna Ciccone enjoy a wealth of

facilities and thoughit is no luxy-block, most would

agreeit is the next best thing — especially as apartments

are provided free by the Housing Department. Barely

two years old, Madonna Cicconeis a shining example of

the life Mega-City One can provideforits citizens,
providing credits and other resources are available. The
main shopping mall alone covers the bottom six levels of
the block and many other smaller malls are strewn
throughoutthe higherlevels. Medical and educational
facilities are among thebestavailable in Sector 190,

ensuring the residents are well cared for, content and

long-lived. The only real detrimentto living in Madonna
Cicconeis the presence of the nauseating Cher Sky Rise

just across the TweenblockPlaza.

 

It takes a good while forcitizens of a new block to
develop the traditional loyalty to their homereadily
found elsewhere and those dwelling in Madonna Ciccone

havehad precious few rallying points with which to

develop this unity. Local judges are awarethat the Cher

Sky Riseis beginning to provide just such a focus. The

MadonnaCicconehalf of the Tweenblock Plaza shared
by both cityblocksis kept in near immaculate condition,

with a fine garden park to while away lazy afternoons, a
well-protected vehicle lot and even a private security

station fundedby all residents. Thisis in stark contrast to
the Cher Sky Rise’s half which resembles something
close to an urban wasteland.

 

At present, however, MadonnaCicconestill showsall the

signs of a developing residential environment — many

apartments onthe higherlevelsarestill empty and
awaiting new arrivals, membershipofthe Citi-Def is not
popularand there are few real juve gangs. Though
clashes between the blocks have been more orless
restricted to juves and their pranks, the gradualincrease

of Chercitizens entering ‘their’ block to enjoy the treats
ofthe huge shopping mall have provoked somestrong

reactions. It is apparentthat the hired security guards are

being pressured to denyall access to Madonna Ciccone,

though this is technically illegal. In spite of that, the
guards knowfull well where their monthly credits come

from, and a group of Cher blockers being barred from
entering Madonna Ciccone’shalf of the Tweenblock
Plaza may beall that is required to spark violence.

Despite beinga little taller, having access to updated
weaponry in its Citi-Def armoury, and housing more than

‘ omaoe 



 

half as manycitizens again as the Cher Sky Rise, there
are some cooler heads within Madonna Ciccone who
havelittle wish to provoke their neighbours. Cher
blockers are, overall, far more united than the more
numerous MadonnaCicconecitizens and possess larger
(and moredesperate) street gangs. Their Defhas

several veterans of block warsin the past andit is all too
apparentthat somearejust spoiling for another fight. It
is with some regularity, then, that petitions sweep through

the citizens of Madonna Ciccone, pleading with the

Housing Departmentto simply demolish the ugly sky

rise. There is little hope of success, however, until
resources can be made available to construct a
replacement block. So far, no Cher blocker has

discovered the petitions made to the Housing Department

butit is no secret within MadonnaCiccone ~ once again,

this is another potential flash-point should they find out

that the Ciccone blockers have the temerity to actually

attemptto eradicate their home without having the
decencytotry it in a full blown war.

CitiDef Units
Shouldit ever come to block war between the Cher Sky

Rise and MadonnaCiccone, the opposing Citi-Defunits
mayprove to be remarkably well balanced against each

other. Though the Ciccone Citi-Def is small compared to
other blocks of similar size, due to the residents being

newcomersto thearea,it still outnumbersthat of the
Cherunit. In addition,it has access to far superior
weaponry. The Cher Citi-Def, however, has far more
experienced soldiers in its ranks, as well as a group of
tough jaeger squad commandos whowill likely prove

decisive in any action. Add to that the numberofstreet
gangs based within the Sky Rise and it quickly becomes
apparentthat the citizens of Madonna Cicconewill have

quite a fight on their hands should Cher blockers ever
decide to launch an assault.

  

 

Detailed here are the Citi-Defunits available to both
MadonnaCiccone and Cher Sky Rise. Games Masters

are welcometo usethese units ‘as it’ in scenarios
involving the two blocks, or may simply view them as an

example of how typical Citi-Defunits may appear in

Mega-City One.

MadonnaCicconeCiti-Def
Class: Citizen (Citi-Defsoldier)
Level: 1 Unit Size: 1,100

Unit Hit Points: 1210 (+10%Toughness)
Unit Leader: None

 lie

Initiative: +1 (+1 Dex)
Attacks: Las-knife +0 meleeor spit gun +1 ranged
Damage: Las-knife 1d6/10 or spit gun 2d6/6
DV: 11 (+1 Reflex)

  

: 8 (shell jacket)

None
Ability Scores: Str 10, Dex 12, Con 11, Int 10, Wis 9,

Cha 10

Saves: Fort +0, Ref +1, Will -1
Feats: Endurance, Toughness

Malvern Turker
Officially, Malvern is the officer in commandof the

MadonnaCicconeCiti-Def, though he is more concerned
with the inventory of the armoury and neatness of
uniformsthan any actualdrills or fighting. He has

managedto instil something resembling discipline in his

unit and he workshard to actively recruit new members.

to thestill small force but his abilities in combatare
highly dubious and this inevitably affects the soldiers

beneath him, especially as he has begun to divide his time

betweenthe unit and his newpassion, batgliding.

Overall, his Citi-Defare fairly well-equipped and smartly
turned out but remain utterly inexperienced in any form
of combat.

Citizen 6 (Citi-Def soldier); HD 6d6 (23); Init +1 (+1

Dex); Spd 30 ft.; DV 15 (+5 Reflex); Attack +5 las-

knife (1d6/10), or +7 laser pistol (4d6/14); Fort +2, Ref
+3, Will +2; Str 10, Dex 13, Con 11, Int 10, Wis 11,

Cha10.
Skills andfeats: Appraise +6, Bluff +5, Climb +4,
Computer Use +11, Concentration +4, Craze (batgliding)
+7, Drive +6, Hide +5, Intimidate +3, Jump +3,

Knowledge (military) +2, Listen +6, Medical +5, Pilot

+5, Streetwise +4, Spot +9, Technical +6; Alertness,

Emergency Stop, Luck of Grud, Skill Focus (computer

use).

Possessions: Las-knife, laser pistol, shell jacket (DR 8).

CherSkyRise Citi-Def
Class: Citizen (Citi-Def soldier)

Level: 2. Unit Size: 780
Unit Hit Points: 1872 (+10%Constitution 13, +10%
Toughness)

Unit Leader: None
Initiative: +1 (+1 Dex)
Attacks: Club +2 melee or stump gun +3 ranged

Damage: Club Id8+1/0 or stump gun 2d6/2
DV: 11 (+1 Reflex)
Damage Reduction: 8 (shell jacket)

Special Abilities: None
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Ability Scores: Str 13, Dex 12, Con 13, Int 9, Wis 8, Cha

11
Saves: Fort +1, Ref +1, Will -1
Feats: Toughness, Weapon Focus(stump gun)

‘Colonel’ Patty Smarman
Thoughthetitle of colonel is purely self-awarded, Patty

is regarded by manyin the Cher Sky Rise as the best
commanding officer they have everhadin their Citi-Def.

A veteran ofseveral block warsin the past, Patty has
dedicatedherlife to her unit and so would fight to the last

if her block was to come underthreat, whether this came
from another block, the Housing Department demolition
squads or the judges themselves. She regularly trains the
soldiers in her command, and trains them hard. Few
other blocks will willingly and openly challenge the Cher
Sky Rise unless they believe they havea distinct

advantagein either numbers orfirepower — and
preferably both.

Citi-Defofficer 3/citizen 6 (Citi-Def soldier); HD
3d8+6d6+18 (53); Init +3 (+3 Dex); Spd 30 ft.; DV 15

(+5 Reflex); Attack +8 knife (1d6+1/2), or +12 heavy

spit gun (3d6/8); Fort +7, Ref +8, Will +3; Str 12, Dex
17, Con 14, Int 10, Wis 10, Cha 14.

Skills andfeats: Climb +9, Drive +13, Intimidate +14,
Jump +11, Knowledge (military) +12,

Medical +10, Search +2,
Streetwise +10, Spot +11,

Technical +10; Duck &
Weave, Leadership,

Lightning Reflexes, Skill
Focus (intimidate),

Weapon Focus (heavy

spit gun).

Passeesinne: Heavy snit

  

Damage: Knife 1d6+2/2 or spit gun 2d6/2
DV: 14 (+4 Reflex)

Damage Reduction: 8 (shell jacket)

Special Abilities: Silent killer, sneak attack +1d6

Ability Scores: Str 15, Dex 14, Con 12, Int 10, Wis 10,

Cha 11

Saves: Fort +5, Ref +4, Will +2
Feats: Combat Reflexes, Endurance, Toughness,

Weapon Focus(spit gun)

 

Trigger Spetsnatz
Subordinate to Colonel Patty Smarman, Triggeris
generally regarded as the most frightening mantolive in

the Cher Sky Rise. Leading the small butelite jaeger
squad ofthe Citi-Def unit, Trigger seemsto look for

trouble with other blocks and has sparked off more than

one block warin the past, landing him in the cubes for an

extended stretch. Thoughat liberty now, the Justice

Departmentis well aware ofboth his skills andattitude,

andheis regularly ‘harassed’ ashecalls it. It is rumoured
that he once killed a judge with his bare hands but
ColonelPatty workshard to keep himout of
muchas possible, knowing she cannotrisk losing him to

the cubes once moreif another block warerupts. Trigger
is currently spending muchofhis time exploring the

  

 



  


