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BIRTH OF THE POST-APOCALYPSE

Although the concept of the Apocalypse is as old as
the Bible itself, the events of the 20th century are
most responsible for the cynical and often nihilistic
visions that spawned modern post-apocalyptic fiction.
Two World Wars, both of which killed millions, the
latter of which ended in an atomic fireball, took
science fiction into a darker and less hopeful era
where, for the first time in history, man could literally
destroy his entire world with the press of a button.

As technology advanced, the dangers of the wider
universe became known and the hubris of mankind
became ever more apparent, it suddenly became
clear to many folks that the bomb might not be
the only way to drive the human race to extinction.
Along with deadlier and more destructive weapons,
chemical pollution, earth crossing asteroids and a
world racing further and further towards violence
and selfish abandon, it is little wonder that popular
culture started to explore what might happen after
civilization finally exploded or imploded.

Today, some of the most popular books, movies and
games are set in a world where civilization has fallen
and the survivors fight over the remains. The stories
usually revolve around three main activities:

® Fighting for resources like food, water and shelter.

® Fighting to keep the character’s species from final
extinction in a world polluted by radiation and/

or chemicals, crawling with all sorts of natural and
unnatural predators, baked by the sun or frozen like
a popsicle from the lack of it, and filled with any
number of other dangers.

® Fighting over the remains of the old civilization in
order to become leader of a new one.

Why would anyone in their right mind want to play a
game in such a bleak and fatalistic setting? There are
as many different answers to that (from the heroic, to
the inquisitive, to the nihilistic and downright scary)
as there are post-apocalyptic settings. So many in fact,
that the driving goal of this book is to try to satisfy

as many of them as possible (and make me a bit of
money in the process).

—_

HOW TO USE THIS BOOK

The following rules are meant to be
an expansion of those found in the
Barbarians of Lemuria RPG (BolL) and
you’ll get the most use out of this book if you
already own that fine product.

For those who prefer other systems, however, you'll
find that much of the material in this book is generic
enough that it will be useful in almost any post-
apocalyptic game. In particular, the setting generator
and many of the rules were designed with an
approach focusing more on emulating the feel of the
genre rather than a specific rules set and this allows
them to be moved between systems with only minor
tweaking.

If you are a player of BoL (and if you’re not, | highly
suggest you give it a try) then there are a few minor
concepts that you’ll need to grab hold of before diving
in.

BONUS DICE & PENALTY DICE

Whenever a player must roll an extra die and take the
two highest or two lowest in BoL, we call that taking a
BONUS or PENALTY DIE, respectively, in BotA. Indeed,
in some cases you might be asked to take multiple
BONUS or PENALTY DICE, because of the stacking
effects of mutations, equipment and so on, but you
always end up taking the two highest or lowest dice
as in the normal rules.

(e

GENRE OPTIONS

You might look at BoL, look at this book and then
ask yourself why there are so many new rules when
Bol is such a fantastically minimalist game.

The answer is simple: it is designed to allow you
to play in the widest variety of post-apocalyptic
settings possible and so all of the most common
genre tropes of those settings, from radiation to
mutation, demand space and attention rules-

wise. That’s what most folks are
paying for, after all.
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o Some folks may want a world where
mutants reduced to stone-age technology,
roam an Earth 10,000 years after the
apocalypse and will use nothing more than
a few careers, a couple of genotypes and
the Mutation Rules. Others will throw every new rule
in this book into a setting where any kind of science-
fantasy weirdness goes. Still others may decide to
glance at the rules, get a general idea of how they
work and then play the game with a liberal dose of

Handwaving and improvisation.

‘« 2 :

his book is about options, lots of them, and you can
Frun the game with as many or as few of them as you
like. At the very least, they should give you a good
basis from which to draw up your own interpretation
on how certain genre tropes work in your setting.

The only rock solid rule in this book is this: Use what
you need, take ideas from what you don’t and play
on.

RANDOMNESS: LIVE OR LET DICE...

There are a lot of places where random results are
used, as when determining the number of equipment
points a character has each adventure or how many

. people a portable water distiller will support each

¥ day. This is done intentionally for atmosphere,
adding uncertainty to post-apocalyptic life for the
PCs.

If you detest randomness, however, feel free to just
use the average result for whatever the dice range
indicates (see below):

D6 3or4

2D6 7

3D6 11

Higher Add +3 for every additional D6

GAME BALANCE

Some folks might look at some of the
rules in here and come to the
conclusion that PCs, even
those as competent as
beginning BolL characters, are

effects of Radiation, instant

doomed. What with the deadly

death in a vehicle, nature itself trying to kill them
off and PCs suffering the consequences of their own
rashly ill-concieved actions, it might seem like the
odds are seriously stacked against them.

Combine this with the fact that magic and psychic
abilities can be horrifically powerful and mutations
can turn a below average farmer into a nigh
invulnerable monster, and there are some who might
even say that the game lacks... balance (GASP)!

In BotA, there are three truths:

® The post-apocalyptic genre is about survival despite
the odds, which are typically stacked well against
you. If this doesn’t appeal to you, you’re probably not
going to enjoy gaming in that sort of genre.

® |n BolL/BotA the GM is the arbiter of Balance. If
something makes a character too powerful, it is his
iron fisted rule will that counters that imbalance. GM
Discretion is law.

® |f the players don’t attempt to abuse the rules, then
balance isn’t really a problem. If they do, and they’re
have a great time being power-mad little munchkins,
then why stop them? Fun is what you do with the
rules, not vice-versa, and the group is the ultimate
arbitrator of what is fun.




DEDICATION

This book is dedicated to Richard Allen Langer, one of
my oldest and dearest friends.

Richard and | met in High School through our church
and instantly became friends over our favorite hobby.
Richard loved games and | think we played our way
through most of those released in the mid-eighties,
including RPGs, wargames and almost the entire
Games Workshop catalog at the time.

After High School we went our separate directions.
We weaved in and out of each other’s lives over the
next 20 years, but we always picked up instantly from
where we left off as though no time had passed at
all. No matter what events changed the course of our
lives, that core sense of brotherhood never faded nor
did our love of getting together for a good night of
gaming.

Richard lost his job a couple of years back and left to
live with his parents in Florida. | thought nothing of it,
as events had never separated us for long and, in any
event, his piloting jobs meant he often had layovers
that meant he could visit whenever the winds blew
him back into town. Sadly, that was never to be.

At the end of June, Richard and | had been talking

on the phone about various things, including one of
our favorite pastimes, Paintball. We agreed that we
would definitely play when he came into town and |
joked that he should practice if he wanted to catch up
to my mad skills. On July 5th, 2009, Richard did just
that. He went out with his brothers for a few hours of
woodsball and died of a heart attack on the field.

His death struck me as though | had lost my own
flesh and blood and the effect on my mind and spirit
actually derailed the completion of this book for a
good bit of time. The whole idea of gaming seemed
so pointless in the light of the loss of my friend. My
favorite gaming companion. My spiritual brother.
RPGs in particular seemed like such a waste in the
face of our own mortality and the limited time we
have to spend doing something, anything to spend
more time with those we love.

—_

But then it struck me. Some of my greatest
friends and experiences have come about
due to the time | spent around a gaming
table. It wasn’t the games themselves,

but the people | met, the social interaction
outside of the game and the laughter, love, loss, the
whole gamut of human emotion that came about
because of our shared gaming experience.

| am richer for knowing Richard. Much richer. We
spent many a happy hour trying to out-strategize each
other, creating worlds to explore together and telling
stories about ludicrously fantastic things. But more
than that, his family is like family to me, the lessons
he learned informed me as well, and | understand
more about my relationship with God due to the
experiences we’ve had together.

When | die, be it today, tomorrow or 90 years from
now, | would like to meet my end like Richard:
surrounded by family, doing something | love and

firm in the knowledge of my salvation and final
destination. These are the important things in life and
it is through a life of gaming, and a lifelong friendship
that sprang from it, that | have had the opportunity to
learn this.

.
God Bless you Richard. | look forward to the day we
are reunited in the realm of our Heavenly Father. | bet
they’ve got great gaming up there...

RICHARD LANGER
1971-2009




CHAPTER 1

YGUR GwN PRIVATE APGCALYPSE

THE EARTH YOU KNOW IS NO MORE.

Where once mighty civilizations with billions of
citizens wielding exceedingly advanced technology
stood, now only a few survivors remain, the
knowledge once taken for granted now a priceless
commodity that is fought over in the poisonous
wastelands and crumbling ruins of the Before-Time.

Long live the New Earth.
The Reborn Earth.

Your Earth...



A POST-APOCALYPTIC SANDBOX

Barbarians of the Aftermath is designed to allow
you to create your own personalized apocalypse. By
using our FALLOUT TABLES in conjunction with the
handy-dandy Aftermath Setting Worksheet found at
the end of this book, you can create just about any
type of nightmare future you can imagine and a few
you might not have otherwise imagined before now.

Start with Section I and then work your way through
each one of the following sections picking and
choosing whichever campaign features you desire
and noting them down on your worksheet. In no
time at all you'll have the world destroyed and
remade in your own twisted image.

Alternately, for those with no idea what they want
(and for others who love all things random), each
table comes complete with random generation
numbers so that you can leave the fate of the world

up to cold hard chance. Roll the dice and, again, note

down the results on your Worksheet.

Finally, for those who want to just get on with killing
mutants and ‘making things get blowed up real
good,” you can always just say ‘anything goes’ and
move onto the character creation rules in Chapter 2.

FALLOUT RESULTS

As you move from section to section you will
generate FALLOUT RESULTS that will influence
your setting by modifying rolls on other tables and
affecting character generation and the reality of
your world in general. Note roll modifiers down in
the appropriate MOD section of the worksheet and
follow their instructions as you go.

All modifiers are cumulative, so if you gained a +3
for rolls on the Technology Table and then gain a -2
later, you will have a (+3-2) +1 modifier to that table
when you finally roll on it.

STARTING GENOTYPES

At the beginning of the process, there are only two
Genotypes to choose from for your character’s
Heroic Beginning:

HUMAN, STANDARD
HUMAN, WASTELANDER

As you generate your Aftermath, however,
other genotypes might become available. As they
pop up, you should think about how these races fit
into your world. Is there only one type of Awakened
Animal (as in The Planet of the Apes for instance), or
are there multitudes of awakened animal species to
choose from? How do they get along with Humans?
How do they get along with each other?

STARTING CAREERS

Like the starting Genotypes, careers are limited

to a basic starting list which may expand as your
Aftermath Setting Generation proceeds. These
starting careers represent basic human activities that
are common to all tech levels and independent of
supernatural development. They include:

BARBARIAN ROCKER
BEASTMASTER SCAVENGER
BEASTRIDER SOLDIER
COURTESAN SLAVE
DOK SHADE
GLADIATOR TRADESMAN
HUNTER WARCHIEF
PREACHER WAVE-RIDER
PUNISHER WISE ONE

THE END IS NEAR...

The Earth is at your mercy. Call forth the Four
Horsemen, let loose the Dogs of war and make
your mark on history by proceeding to Section I :
The Final Age of Man...



14"y ~
SR 1. THE FINAL AGE OF MAN y,
1;1" | @y The first question that has to be TH( ATOMK A‘( (194;'1967 AD)

answered is ‘what was the state of
civilization and technology before the
apocalypse reduced it to ruin?’

In this alternate timeline, mankind didn’t make it out of
the atomic age. The chance for nuclear disaster is high
during this period and it is the most likely cause of the

The answer will help determine what type of - ; )
apocalypse, although other calamities are still possible.

apocalypse we might face, the highest level of
technology we can expect to find in the ruins FALLOUT
and whether or not there’s a chance mankind’s
civilization managed to avoid complete extinction
by spreading to other planets before the final
event.

-2 on your roll for Il. The Apocalypse
Any result of The Bomb!!! will be Nuclear.
-1 on your roll for VI. The Technology

Roll a 2D6 to determine just how far we got before
civilization snuffed it...

° TH¢ <ND OF TH¢ 2OTH <4NTLRY (1989-1955 AD)

The Cold war. Vicious third world dictators and terrorists trying to get their hands on nuclear, chemical and
biological weapons. Earth crossing asteroids and invitations to aliens to come visit. Technology expanding
exponentially and landing in the hands of consumers before its long term effects can be understood. Wars,
wars and more wars.

How the hell did we survive to the 21th century...?

FALLOUT
-1 on your roll for Il. The Apocalypse

e WITHIN A D<€<AP€ OF TH€ PR€SENT DAY

Vicious third world dictators and terrorists trying to get their hands on nuclear, chemical and biological
weapons. Earth crossing asteroids and invitations to aliens to come visit. Technology expanding exponen-
tially and landing in the hands of consumers before its long term effects can be understood. Wars, wars
and more wars. God being increasingly mocked and his followers being hounded from the public square.

How the hell will we survive to the 22nd century...?

FALLOUT
None




Q TH€ N€AR FUTLIR¢

(TH€ LAT¢ 21ST <¢NTLRY)

It’'ll be just like the modern day, but with much
higher levels of technology with which to destroy
ourselves.

We will make some small gains, like relatively
powerful yet environmentally friendly forms of
energy (possibly fusion), and our strides into
space will get longer, with space elevators leading
to orbiting stations and a possible habitat on Mars
by the end of the century.

Our weapons will also continue to gain in sophisti-
cation and destructive power, with the possibility
of rail guns, energy based weaponry like lasers
and other more esoteric weapons taking the stage
towards the end of the century, along with geneti-
cally and biochemically enhanced super-soldiers.

FALLOUT
+1 on your roll for VI. The Technology
New Genotype - Super-Soldat

@ TH€ FAR FLTLR¢

(B€YOND TH¢ 22N> <€NTURY)

The good news is that the threat of long range
missiles is likely to be non-existent, as systems
for nullifying them before they can reach their
destination are easy to create. We might even
have achieved world peace by this period so
that bombs are a thing of the past.

The bad news is that man, in his endless drive
to ‘progress’ at any cost, will have achieved a
powerful level of technical achievement that far
outstrips his common sense, his ability to use it
responsibly and his comprehension of (or care
for) its moral and societal ramifications. Cue the
apocalypse.

Technology pretty much falls under Clarke’s
Third Law by this point and mankind can achieve
some pretty amazing things. FTL travel, synthetic
life-forms (some of which are ‘Awakened’ to sen-
tience), and weapons that harness the power of
a small sun to create massive destruction are all
possible the further out along the timeline you

go.

Mankind terra-forms other planets and might
have colonies on Mars and even in other solar
systems, some of whom might come back to ex-
plore the devastated remains of the earth if the
apocalypse doesn’t claim them as well (which is
a possibility with interstellar wars).

FALLOUT
+1 on your roll for Il. The Apocalypse
+3 on your roll for IV. The Species
+4 on your roll for VI. The Technology
New Genotype - Super-Soldat
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OB 11. THE APOCALYPSE

Here you will determine how the world as
we know it comes to an end. The influence
of this ‘Event’ will have a far reaching
effect on the final shape of our post-apocalyptic
environment, determining how the people survive,
how organized they are, how advanced their
technology is and whether the new post-apocalyptic
definition of ‘people’ includes more than humans.

Roll a D6 to determine the type of event and then

§ proceed to that entry. Most of these events will have
& additional choices that will narrow things down even
further. Don’t forget to note down the FALLOUT
Results and apply them as you go...

1 OR L€SS TH¢ BOMBIN
2 COSMIK D<STRUKTION
3 SUP<SRNATURAL APO<ALYPS<
4 T€<HNOLOGIKAL NISHTMAR<
7 wwiil
< OR MOR< THINGS FALL APART

TH< BOMBIN

“The atomic bomb made the prospect of future war
unendurable. It has led us up those last few steps to
the mountain pass; and beyond there is a different
country.”

J. Robert Oppenheimer

It could have been terrorists, the insane leader of

a nuclear power, or it might have been the result

of some evil mastermind turning the superpowers
against each other so that he could rule over the
ashes of the aftermath. Whatever the cause, the
Earth quite literally went out with a very large bang.

Roll a D6 to determine what type of bomb was the
key to our destruction and the wide ranging effects it
has had on the world...

d BIOLOKIKAL BOMB

The bomb contained some sort of virus or bacteria
that rapidly mutated and spread upon detonation.
In this scenario only a single bomb is necessary to
de-populate the world in short order.

Survivors will have had some extremely rare immune
factor (which they pass on to their children) or just
got lucky and survived long enough for the virus to
mutate into a harmless form. There is a chance that
some survivors might have mutated due to the virus
into entirely new forms of life, some of whom may
still be sentient, others having devolved into feral but
dangerously cunning monsters.

Example Setting: | Am Legend, The Omega Man.

FALLOUT
+1 on your roll for IV. The Species
+1 on your roll for VI. The Technology
-2 on your roll for VII. The Civilization

New Genotype: Mutant



° NL<LEAR BOMB

There’s no force so destructive as a good old fashioned H-bomb. Releasing a blast of heat 10,000 times
hotter than the surface of the sun and carrying the explosive impact of 50 tons of TNT, your average H-bomb
will incinerate everything within its primary blast radius and the shockwave will level pretty much everything
else outside of that for miles around.

Survivors, many of whom will come to envy the dead, will suffer from radiation exposure and will have to
scrabble to find unpolluted sources of food and water for generations after The Bomb.

Example Setting: The Day After, Mad Max: Beyond Thunderdome, A Boy and His Dog, OGRE, Gamma
World.

FALLOUT
-2 on your roll for V. The Resources
-1 on your roll for VI. The Technology
-2 on your roll for VII. The Civilization
New Genotype: Mutant

e N<UTRON BOMB

The Neutron Bomb is an Enhanced Radiation Weapon with all the radioactive killing power of a nuclear
weapon minus the destructive blast wave that accompanies it, leaving buildings and infrastructure relatively
intact. Neutron radiation is much longer lasting, however, and radiation hotspots can be a problem for
decades after the initial explosion, rendering those intact buildings with their intact infrastructure uninhabit-
able for quite some time.

Those who are exposed to and survive the initial fallout will likely feel little effect and may even think them-
selves perfectly healthy only to suddenly drop dead days or even weeks later. True survivors will have been
as far away from the blast radius of a Neutron Bomb as possible and they and their offspring will have quickly
learned to recognize and avoid the hotspots.

Example Setting: None that we can think of, so this is virgin territory for a game (or a movie for you bud-
ding screenwriters)...

FALLOUT
-1 on your roll for IV. The Sentient Species
+1 on your roll for V. The Resources
+1 on your roll for VI. The Technology
+1 on your roll for VII. The Civilization
New Genotype: Mutant




18
R <OSMIC DESTRUKTION

~ “With infinite complacency, men went
to and fro about the globe, confident
of our empire over this world. Yet across
the gulf of space, intellects vast and cool and
unsympathetic regarded our planet with envious
eyes and slowly, and surely, drew their plans
against us.”

H.G. Wells

Before humans could destroy the world themselves,
(or possibly even more ironically, after they’d finally
achieved world peace), the end of life as we know it
came hurtling from deep space.

In the Aftermath humans watch the sky and curse
the perfidious stars, fearing that someday the Death
From Above will return to finish the human race off
for good.

Roll a D6 to determine what type of cosmic
destruction rained down upon our small blue-green
sphere...

ALI¢N INVASION

When humans learned they weren’t alone in the universe they also found the galaxy full of organisms as
violent and resource hungry as themselves. For whatever reason, an alien force invaded the Earth, and the
resulting conflict reduced human civilization to ruins.

For some reason, however, the aliens didn’t stay or only remain in limited numbers. They may have died out
from exposure to earth pathogens, moved on to richer conquests, or fared as badly in the war as the humans
did, leaving too few of their number to affect a conquest. Whatever the reason, humanity is now trying to
recover in the Aftermath.

Example Setting: Independence Day, Battlefield Earth, War of the Worlds.

FALLOUT
-3 on your roll for Ill. The Time Frame
+2 on your roll for IV. The Sentient Species
+1 on your roll for VI. The Technology




° COSMIC RADIATION

A blast of cosmic energy, whether a gamma ray
burst from a nearby star, a massive superflare from
our own star or some strange radiation emitted by
a passing comet, wiped out half the ozone layer.
The resulting radiation exposure caused wide-
spread damage to the biosphere, killed off thou-
sands of species in mass extinctions and induced
widespread mutation. The radiation may have
dispersed instantly or within a few short years, but
the damage done from mass starvation, radiation
sickness and vicious wars of survival reduced hu-
man civilization to ruins.

The survivors inherited a changed world of desert
wastelands and mutated monstrosities. After a
few decades, life recovered and the world be-
came green again, but the plants and animals are
changed and much deadlier than those before the
apocalypse. Humanity finds itself in a daily struggle
to survive this harsh new world as they plunge into
the overgrown cities of their ancestors to recover
their lost heritage.

Example Setting: Inconstant Moon, Night of the
Comet

FALLOUT
-3 on your roll for Ill. The Time Frame
+1 on your roll for IV. The Sentient Species
-1 on your roll for V. The Resources
+2 on your roll for VI. The Technology
New Genotype: Mutant

A massive asteroid or comet slammed into the
earth, vaporizing a large chunk out of one side of
the planet and sending shockwaves that caused
massive devastation world wide. Earthquakes
shook the earth, volcanoes erupted and a cloud
of soot, debris and carbon dioxide covered the
world in twilight.

D<<P IMPALST

Humans who survived the initial impact and
the aftershocks faced years of freezing cold and
darkness. Their descendents finally saw the
light after the dust clouds cleared, but the high
CO2 levels turned their frozen wasteland into a
steaming hell. Many decades after the impact
event, the CO2 levels finally dropped, and the
third generation inherited a changed earth.
Humanity barely managed to survive where the
dinosaurs died out, but the struggle continues.

Example Setting: Lucifer’s Hammer, The Hermit
Thrush Sings

FALLOUT
+1 on your roll for lll. The Time Frame
-1 on your roll for IV. The Sentient Species
-1 on your roll for V. The Resources
-3 on your roll for VI. The Technology
-2 on your roll for VII. The Civilization

¢

4
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R <) 1> CRNATLIRAL APOCALYPS<

=~ “And | saw heaven opened, and beheld
a white horse; and he that sat upon
him was called Faithful and True, and
in righteousness he doth judge and make
war... And out of his mouth goeth a sharp sword,
that with it he should smite the nations... and he
treadeth the winepress of the fierceness and wrath
of Almighty God.”

The end of the world came at the hands of
supernatural or seemingly supernatural forces

and was brought about by the moral decline and
arrogance of man. Magic is often a part of these
settings as are demons, zombies and other horrifying
creatures of pure evil which hunt humanity down
mercilessly and use them in the most horrific ways.

Roll a D6 to determine what type of Holy or Unholy
forces brought mankind to his knees...

a RETURN OF TH¢ OLD ON<S

Despite all the desperate attempts of various people and groups to prevent the return of the Elder Gods,
it was only a matter of time before the stars were right and the full horror of Things Man Was Not Meant
to Know was unleashed upon an unsuspecting world. Almost overnight, the race of man was thrown down
into primitive savagery and enslavement to the eldritch horrors that came from the spaces between dimen-
sions.

This sorry state of affairs lasted for ages until someone managed to find a way to banish the great Old Ones
back into their eternal prisons and led the revolt against them. Now humanity is trying to reclaim its world
from the minor horrors who still roam the earth and the evil machinations of those who would see their
dark masters return.

Example Setting: Anything by H.P. Lovecraft.

FALLOUT
+2 on your roll for lll. The Time Frame
-1 on your roll for V. The Resources
-3 on your roll for VI. The Technology
+3 on your roll for VIII. The Supernatural
New Genotype: Mutant




BIBLICAL APO<ALYPS€

Much to the horrified astonishment of Richard Dawk-
ins and company, God does in fact exist and he is a
very vengeful being indeed. The drive to eliminate all
reference to Him and his law was the last straw and
he called upon the seven angels of the Apocalypse to
sound their horns and pour out his wrath upon the
peoples of earth. The aftermath of this great event
saw his followers taken to heaven, those that fought
or denied him cast into Hell and those who chose
not to take a side, aka ‘the Meek’, left to inherit the
ruined remains of earth, a punishing purgatory, for a
thousand years.

The thousand year time span of this particular af-
termath leaves three specific options for your game.
The first is just after the first judgment. Humanity
has been reduced to a pitiful remnant of its original
population digging around the remains of a ruined
earth and fighting off horrific creatures of extreme
evil that threaten to hunt them into extinction.

The second involves the descendents of the meek
living out their lives in the middle of the thousand
year period and their struggle to survive against the
natural and supernatural forces that make their lives
hellishly miserable.

The third involves the end of the thousand vyears,
when Satan is loosed from his prison to sow dissent
and wickedness amongst the rebuilt civilizations of
earth. Natural disasters, epic conflicts and supernatu-
ral horrors abound as events speed towards the final
judgment, when God returns to find out what the
descendents of the meek have made of themselves.

Example Setting: Left Behind, The Stand

FALLOUT
-3 on your roll for lll. The Time Frame
-3 on your roll for IV. The Sentient Species
+1 on your roll for VII. The Civilization
+3 on your roll for VIII. The Supernatural

e ZOMBI€¢ APO<ALYPS¢

Because of a bizarre mutation in the bacteria
that decomposes dead tissue, a government
virus or serum, or the fact that Hell was full and
the newly damned had no place else to go, the
dead have risen. These creatures are practically
mindless, immune to pain or fear and constantly
hunger for life, which they take from the living by
consuming their flesh. As can be expected, the
sudden imposition of man-eating corpses upon
society quickly led to the collapse of civilization
as we know it.

The survivors might have banded together in
fortress towns, scavenging resources with dar-
ing raids into Zombie infested territory or they
might just wander the wilderness areas, keep-
ing one step ahead of the mindless shambling
hordes. Some of the zombies might mutate into
semi-sentient creatures of low cunning (ghouls?)
or even a fully sentient race (vampires?) which
compete with humanity for resources and treat
captured humans as cattle.

Whatever the case, when a comrade dies, make
sure you put a bullet through his brain case...

Example Setting: Dawn of the Dead, The Omega
Man, Shaun of the Dead.

FALLOUT
-3 on your roll for lll. The Time Frame
-1 on your roll for V. The Resources
-1 on your roll for VII. The Civilization
+1 on your roll for VIII. The Supernatural

14
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B T<CHNOLOSIKAL NISHTMARS

=\ ® °“If we had a reliable way to label our
" toys good and bad, it would be easy to
regulate technology wisely. But we can
rarely see far enough ahead to know which
road leads to damnation. Whoever concerns
himself with big technology, either to push it
forward or to stop it, is gambling in human lives.”
Freeman Dyson

Humans have an endless curiosity about the
unknown, a superior intelligence to harness its
power, and a childish tendency to do so impulsively
and without any thought to the inevitable
consequences.

For a while, man had been lucky and had

managed to contain the results of his reckless
experimentation, but the day eventually came when
that luck ran out and his technology outpaced his
ability to control it.

Roll a D6 to determine what type of super-science
shenanigans finally destroyed mankind...

' Al REVOLT

Sometime before the end, mankind created, by accident or design, sentient machine intelligences. It didn’t
take long for this new form of life to come to the conclusion that mankind was obsolete and needed to be
deleted or re-purposed to something more useful for machine kind. In the war between man and machine,
mankind was decimated and his civilization reduced to rubble.

The machines may still rule as humanity fights an underground war against them, or they may have been
defeated leaving humanity to sift through the remains of a war torn world to try and rebuild. Thinking
machines may be banned or there might be renegade Als who survived the war and wander with goals of
their own... goals that could help or possibly doom humanity once and for all.

Example Setting: Terminator, the Matrix, Demon Seed.

FALLOUT
-2 on your roll for lll. The Time Frame
-3 on your roll for IV. The Sentient Species
+3 on your roll for VI. The Technology
New Genotype: Bot




° GREY GO0 SCKENARIO

Nanotechnology, specifically the creation of self-replicating nanites, was the last great technological
breakthrough of mankind. It was also his downfall as a programming error caused great clouds of nanites
to start converting everything they touched, buildings, crops, people, etc. into a thick grey sludge.

As the situation deteriorated, and it looked like the whole planet would be turned into a great greasy globe
of grey goo, humanity managed to stave off extinction at the last moment through a last desperate civiliza-
tion destroying effort, perhaps detonating nukes in orbit to create massive EMP bursts or maybe using
neutron bombs to pinpoint and wipe out the nano-swarms. Although some of the nanites survived, their
programming altered yet again and they became less deadly and less prodigious.

In the Aftermath, the descendents of humanity compete in a strange and hostile world with all sorts of
dangers to avoid. ‘Nano-zones, areas where nanites twist and mix the local flora and fauna in strange ways,
create mutant monstrosities and even new sentient species. There are even rumors of those who become
mentally in tune with swarms of nanites and control them to do what appears to others as magic.

Example Setting: Bloom, Plague Year

FALLOUT
-3 on your roll for lll. The Time Frame
+1 on your roll for IV. The Sentient Species
-1 on your roll for V. The Resources
New Genotype: Mutant

e MAN-MAD< BIOLOGIKAL MENA<L

Whether created for bio-warfare purposes or in the search for a cure for cancer, a deadly bacteria or virus
was created and then accidently released into the population. Billions of people died from the epidemic and
the human race teetered on the brink of extinction.

Survivors will have had some extremely rare immune factor (which they pass on to their children) or just got
lucky and survived long enough for the virus to mutate into a harmless form. There is a chance that some
survivors might have mutated due to the virus into entirely new forms of life, some of whom may still be
sentient, others having devolved into feral but dangerously cunning monsters.

Example Setting: | Am Legend. Omega Man, The Stand.

FALLOUT

-3 on your roll for lll. The Time Frame
+1 on your roll for IV. The Species

+1 on your roll for VI. The Technology e '

-2 on your roll for VII. The Civilization .

New Genotype: Mutant




R THINGS FALL APART

= “Things fall apart; the center cannot hold;
Mere anarchy is loosed upon the world...”
William Butler Yeats

Sometimes, despite the best efforts of man, stuff
just happens. Even with all the technology at our
disposal, and assuming that we don’t die from space
debris, aliens, the wrath of God or by our own hand,
the earth itself may eventually try to wipe us out.

It is even possible that a combination of the
following events will happen in quick succession,

- as in the case of a Super-volcanic explosion of the
Yellowstone Caldera, in which the earth gets knocked
on its side and the temperature drops sharply as
polar bears and penguins take over the world.

Hey. It could happen.

Roll a D6 to determine how the earth will loosen our
lice-like grip on its surface...

J

BIOLOGIKAL SHIFT

Man is a super-predator and all the other species on
the planet bow to his dominance and influence... or
at least they used to. At some point in the past, all
the other species on planet earth started to adapt to
man’s presence by super evolving into much more
competitive organisms.

It started slowly and could have been caused by man
‘awakening’ other organismsinto semi-intelligent slave
species who revolted and overthrew him, some sort of
cosmic radiation or alien seed pod which turned the
plant life into a ‘green tide’, or the wrath of mother
nature over years of pollution and exploitation. What-
ever the cause, the other organisms took over and
man is no longer the dominant species.

Example Setting: Planet of the Apes, Doctor Who -
The Seeds of Doom.

FALLOUT
+2 on your roll for IV. The Sentient Species
+1 on your roll for V. The Resources

<LIMAT¢ SHIFT

Years of arguing over climate change and mankind’s hand in it came to a rather abrupt end when the earth
suddenly shifted gears into a new climate cycle in less than a week, turning the world upside down.

The reason for the sudden change could have been a wave of erratic solar influence, the crossing of the
galactic plane into a batch of strange cosmic radiation or a sudden shift in the Earth’s orbit caused by the
pull of a passing black hole, but whatever the reason, the earth entered into a new age of Fire, Ice or both,
which crippled civilization, killing billions through starvation and exposure and crippling civilization.

The current world is either still locked in this new temperature cycle and the remaining humans have
adapted to survive, or it has just exited from this age of extreme temperature for whatever reason and the

survivors and/or their descendents are starting to reclaim their planet.

FALLOUT

-1 on your roll for Ill. The Time Frame




The earth’s magnetic field flipped and the
planet tilted on its axis so that the equator now
runs longitudinally. The polar caps melted and
reformed at the new poles causing massive tidal
waves, earthquakes and volcanoes which ripped
the continents apart. The old world is gone. Long
live the new world.

G€OLOCIKAL SHIFT

Humanity barely survived the cataclysm. The
survivors had to rebuild human civilization from
scratch in a world unrecognizable to their own on
even the most basic topographical level, with most
of the evidence of their species literally washed
away or crushed to rubble.

Any technology found is akin to a priceless treasure
and worth any sacrifice. Depending on how long
after the apocalypse the game is set, man’s tech
level may well have reverted to the iron, bronze or
even stone age.

Example Setting: A Wrinkle in the Skin, The New
Doctor Who Adventures - Iceberg

FALLOUT
+1 on your roll for lll. The Time Frame
-3 on your roll for IV. The Sentient Species
-1 on your roll for V. The Resources
-1 on your roll for VI. The Technology
-2 on your roll for VII. The Civilization

wwili

“I know not with what weapons World

War Il will be fought, but World War IV

will be fought with sticks and stones.”
Albert Einstein

When the fall of civilization came, it wasn’t at the
hand of nukes, alien invasions or any supernatural,
external or extraordinary forces. It was at the hand
of ordinary men with conventional weapons and an
unguenchable appetite for war and conquest.

The Third World War was the largest, longest
and most bloody conflict in human history. When
the smoke finally cleared, human civilization had
degraded to the point where nations were either
heavily destabilized or no longer existed.

The largest remaining vestiges of civilization exist in
small fortified towns, which occasionally war with
each other over resources. Outside of those, armed
gangs roam the wilderness and scavenge the ruins
of what used to be major cities while occasionally
laying siege to the civilized areas as the last
remnants of the military or local police forces try to
thin out their numbers.

(e
Example Setting: Red Dawn, Mad Max, Twilight
2000, OGRE.

FALLOUT

-3 on your roll for lll. The Time Frame
-5 on your roll for IV. The Sentient Species
-1 on your roll for V. The Resources

+1 on your roll for VI. The Technology
+1 on your roll for VII. The Civilization
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il. THE TIME FRAME

Now that you know just how the world
ended, we need to determine how long
after the apocalypse your game is set. This
can influence and number factors, most notably
those characteristics of the world which require
hundreds of years to develop, like the rise of
sentient plant life or the recovery and rise of large
civilizations after a nuclear holocaust.

Roll a D6 to determine the number of years that
have passed since civilization was torn apart...

e CONTEMPORAN<OUS

3D6 YEARS: The event has barely passed and
may, in fact, still be going on.

FALLOUT
-5 on your roll for IV. The Sentient Species
+2 on your roll for VI. The Technology
+1 on your roll for VII. The Civilization

NTURICS

2D6 CENTURIES: By this point, mankind has all but

forgotten his glorious past. The ruins of his ances-

tors are mysterious and often dangerous places to

explore, but are usually rich in ancient treasure and
items of power.

-1
NOT TOO DISTANT FUTLIR¢

D6+1 DECADES: The event was recent enough
that there may be those alive who remember
living through it. The first generation of chil-
dren born just before or after the event will
likely have matured by this point and may still
know something of the Before-Time.

FALLOUT

-3 on your roll for IV. The Sentient Species
+1 on your roll for VI. The Technology

MILLENNIA

2D6 MILLENNIA: The past civilization of man is
only marked by a few overgrown and crumbling
structures. The chances of finding a function item
of ancient technology are small by this point (unless
mankind reached a high enough tech level to invent
stasis pods or the like), but some of the secrets of
technology may have slowly been re-discovered.

Towards the end of this scale, strange, new, and of-
ten intelligent, life-forms start appearing to compete
with man.

FALLOUT

+1 on your roll for IV. The Sentient Species
New Genotype: Adonai



| ——

D6 EPOCHS (10 million years ea.): Something must
have gone terribly wrong for mankind to take this
long to recover. Perhaps he was reduced into such
a state of fear and primitivism that progress was
instinctively eschewed or maybe there have been
a great many more apocalyptic events since the
original, each one having brought man back to his
knees before he could fully regain his footing.

There is nothing left of the tech from our time or
even the far future of our time, unless it remains
from before a much more recent apocalyptic event.
The face of the Earth is completely changed due to
continental drift and whatever catastrophes might
have scarred it in the recent past, and mankind
might well share his world with other sentient
creatures evolved from other species.

FALLOUT

+3 on your roll for IV. The Sentient Species
New Genotype: Adonai

0——=

2D6 EONS (a % Billion years each): At this point
nothing of our previous history remains at all, pos-
sibly not even humanity who may have perished
or left the earth long ago and forgot she existed.
Nothing is even close to the same topographically,
astronomically or biologically, so literally anything
goes. Towards the end of this period, the sun
grows redder and larger, and eventually destroys
the earth. Have fun.

FALLOUT

+5 on your roll for IV. The Sentient Species
New Genotype: Adonai

IV. THE SENTIENT SPECIES

—_

With the right apocalypse and enough
time, a new race of intelligent organisms
might come to compete with humanity in
rebuilding the devastated earth. In fact, if man’s
technology was sufficiently advanced enough at the
time of The Event, these beings might have already
existed as part of his experimentation and might
have even participated in his downfall.

Roll 2D6 to see what strange beings mankind shares
his world with (if he even exists at all)...

Humans only.

7 OR L€3s

Humans and one other
species.

8-5

Humans and two other
species.

10-11

Humans and three other
species.

12

No Sentient Humans. Pick
D3 other Species to take
their place.

13 OR MOR<

FALLOUT

Each additional species allows access to one more

of the Genotypes in the Heroic Beginnings Chapter
(see pg. 42), as chosen by the GM. The term ‘Human’
in this case includes any Genotype with ‘Human’

in its title.

If you picked up any extra species as FALLOUT
RESULTS from other tables, then add those to
any resulting from rolls on this table, even if you
rolled a ‘Humans Only’ result.
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OB V. THE RESOURCES

¥
' ' Depending on the type of apocalypse,
resources like food, shelter and tech tools
can become very scarce due to competition,
radiological contamination, climate difficulties, or
having been blown to pieces.

Roll D6 to find out how much you’ll miss Wal-Mart
and Tesco’s...

| r RO<KS AND RLIIN

Everything is hard to come by. Food is hard to
grow, tools are hard to acquire and the materials
to build with are scarce. The struggle over supply
is a constant one. People are fiercely protective of
the smallest trinket and will kill for basic goods.

FALLOUT
-3 on your roll for VI. The Technology
-2 on your roll for VII. The Civilization

3
IT PON'T <OM< €ASY

The elements and scarcity make for frequent
struggles over limited goods.

FALLOUT
-1 on your roll for VI. The Technology
-1 on your roll for VII. The Civilization

4

TH< BASICS

People have to work hard, but the basics of
survival are there for those that do.

7

Vi. THE TECHNOLOGY e

LAND OF PLENTY

The leftovers from the previous civilization or
the abundance and re-growth that resulted from
mankind’s drastic reduction in size means there
is plenty for all. This doesn’t stop people from
hoarding and killing over resources, of course, but
it does mean that starvation and shelter aren’t
your worst concerns.

FALLOUT
+1 on your roll for VI. The Technology
+1 on your roll for VII. The Civilization

This represents the highest level of technology (Tech
Level or TL) that the current inhabitants of the earth
can reproduce and how hard it is for them to obtain
it. The final level is the highest available, but it may
well be restricted to a particular tribe or species (or
even people not of the earth) while the rest live at
much lower tech levels.

Roll 2D6 to figure out if you’ll be fighting with (and
over) bullets or boulders...

7 STONC AG< (TL ©)

The people of the earth have been set back so
far that stone tools and primitive weapons are
the pinnacle of technology. Agriculture is practi-
cally non-existent and most tribes are hunter
gatherers.

FALLOUT
-3 on your roll for VII. The Civilization

Neander-Tech: Only primitive weapons are avail-
able, and these do 1 less damage and break on
a Calamitous Failure due to their ultra-primitive

construction. They are readily available, how-
ever, and PCs should be armed however they
wish.




0 BRONZ¢ A4< (TL 1)

Metal weapons and tools are available, but
they are weaker and more easily damaged than
iron weapons. They do however, make farming
easier and agriculture is a large part of society.

° €ARLY 20TH <¢NTLIRY (TL 4) |

Equipment up to, but not including, transistor

FALLOUT technology (roughly 1950 in tech level) exists.

-1 on your roll for VII. The Civilization

New Career: Miner FALLOUT

+1 on your roll for VII. The Civilization
New Career: Gunslinger, Juicer, Mek, Miner,
Professional, Road Warrior, Air Rider

Q PR€SENT DAY (TL %)

Anything you can have, your character can have.

Bronze-Tech: Only primitive weapons are avail-
able, and they break on a Calamitous Failure.

11

IRON A< (TL 2)

Treat this age as that of Lemuria from the main
Rule book. Any equipment available there is
available here.

FALLOUT
+2 on your roll for VII. The Civilization
New Career: Gunslinger, Juicer, Mek, Miner,

FALLOUT Professional, Road Warrior. Air Rider

New Career: Juicer, Miner, Professional

17

@ FUTLIR€ T¢<H (TL ¢)

All sorts of equipment is available somewhere.

It may not be plentiful and is likely in the hands

of some single cult, tribe or individual who will
make you pay dearly for it, but it is available.

e RENAISSANCS TO TH¢
AG<€ OF STEAM (TL 3)

Primitive gunpowder weapons, like the
Harquebus and the Cannon make their appear-
ance and steel is readily available. Steam tech
appears at the far end of this TL.

l
¢

X
FALLOUT
+3 on your roll for VII. The Civilization
New Career: Gunslinger, Juicer, Mek, Miner,
Professional, Road Warrior. Air Rider

FALLOUT
+1 on your roll for VII. The Civilization
New Career: Gunslinger, Juicer, Mek, Miner,
Professional
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No matter how bad the apocalypse, the
first thing that survivors will likely seek out
is other survivors. A group offers protection
and increased ability to provide for its members and
to help them in the case of injury or accident. As
these groups grow larger and larger, and draw others
with similar beliefs and goals, civilization is reborn.

| The environment, scarcity of resources and other
factors can influence just how long this takes,
however, and after a particularly nasty Event,
civilization might be reduced to nothing more
than bands of wandering nomads for centuries
afterwards. And even if Villages, Towns and City-
States arise from the ashes, they will have much
smaller population levels than the equivalent
settlement from the Before-Time.

Roll D6 to determine to see if civilization has
recovered or man has been reduced to the state of a
wandering herd animal...

NOMADS

Nomads: There are no permanent settlements
and humanity and other species are reduced
to small tribes (D6x10 people) of wandering
hunter-gatherers.

SMALL VILLAGSS

Small tribes are still the dominant social group,
but most will settle down in a semi-permanent
spot until nature or other tribes manage to
shift them. Minor animal husbandry and
small scale agriculture add to the
- resources provided by hunting
; :,‘éﬂ and gathering allowing for
C ' a much larger population
(3D6x10 people).

TOWNS

The most successful tribes or cultures have large
settlements (3D6x100 people) with the full range
of technological resources available based upon
that rolled on Table VI: Technology. They are
usually surrounded by a palisade or wall.

A town will typically support, and be supported
by 3D6 villages within a (D6x10) mile radius.
Equipment is scarce in villages and item rarity
is bumped up one category (so a Common item
becomes Uncommon and Unique items are
unavailable).

<ITY-STAT¢S

The highest level of civilization is a massive walled
city which houses thousands (3D6x1000 people)
and is supported by 3D6 Towns and 3D6x10
villages within a (3D6x10) mile radius. Each
city-state will typically have a standing army that
is (D3x10)% of the total population.

The City-State will enjoy the full Tech Level rolled
on Table VI: Technology. Equipment rarity is
bumped up one category in surrounding towns
(so a Common item becomes Uncommon and
Unique items are unavailable) and two categories
for villages.



e NATIONS

This is the highest form of civilization you will
find in the Aftermath and though impressive in
size, it is still puny compared to the superpow-
ers of the Before-Time.

It will usually be made up of 3D6 City-States
(treat these as the previous result), one of
which will be a Capital with a huge population
(3D6x10,000) and a standing army made up
of (D3x10)% of the nation’s total population.
Equipment is plentiful in a Capital and rarity is
bumped down one category to a minimum of
Common.

Viil. THE SUPERNATURAL

While the presence of the paranormal and the
supernatural is debated today, who knows what we
may find in the future. The apocalypse might awake
man’s latent psychic abilities (and other species’

as well) or open up a dimensional rift that allows
mystical powers and beings to flow back into the
world .

Roll D6 to determine what amazing new powers
have been harnessed for man to drive himself to
final extinction with...

0 HOKLM AND FAIRY-TAL€S

No mystical powers of any kind exist and
anything that seems like sorcery is probably
just a case of Clark’s Third Law, in that any
sufficiently advanced technology is indistin-
guishable from magic.

This doesn’t, of course, mean there aren’t
people who believe such things exist and it

is often a bad idea to disabuse them of such
closely held beliefs lest you find yourself nailed
to a tree...

n

If Psychic Powers exist, the world will also likely have
psychic parasites and organisms that wield minor
psychic abilities and/or feed on PK.

If Supernatural Powers exist, the world will also
likely have parasites and organisms that wield

minor magical powers and/or feed on Arcane
Energy.

SUP<R-$<I€N<<
OR SUP<RNATLIRAL

Either Psychic or Supernatural Powers exist,
not both, although one is often mistaken for the
other and the misunderstanding can often lead to
you’re being nailed to a tree.

Choose between Psychic or Supernatural powers
and take the appropriate FALLOUT...

PSYCHIC FALLOUT
New Career: Wyrd
New Genotype: Adonai, Mutant

SUPERNATURAL FALLOUT
New Career: Sorcerer
New Genotype: Supernatural Entity

A WHOL¢ M<¢SS OF W<IRD

Both Psychic and Supernatural Powers exist and
are feared enough to get you... well, you know.

FALLOUT
New Career: Sorcerer, Wyrd
New Genotype: Adonai, Mutant, Supernatural
Entity
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SHAPING YOUR WORLD

Now that you’ve picked out or rolled

up the parameters for your new world,
it’s time to put some flesh on those dry
technical bones and come up with some
specific details about your aftermath. Thinking
about these little bits of information will make your
wastelands come alive and inspire all sorts of ideas
for stories and adventures.

GOD BURPED

You, the GM or player, may know that it was
Atomic Warfare that destroyed civilization, but
depending on the Tech Level of the folks still
around and how many years have passed since

| the actual event, people may well believe that the
Apocalypse was brought on by a bad case of deific
indigestion.

Just what do people talk about or think of when
discussing the Before-Time, assuming they even
know there was one in the first place?

There might not even be a single explanation,
with every tribe, species and mad
desert hermit having their own
version of ‘what went down
The PCs might not possess
this knowledge or have any
inkling that things have ever
been any different.

One fascinating version of this option would be to
invite your players to play a new ‘Sci-fi’ or ‘Fantasy’
RPG, down-playing the post-apocalyptic background,
and let them slowly discover the awful truth as the
campaign goes on!

FAR-CALLERS & MAGIC TORCHES

Depending on the type of apocalypse, the highest
level of technological knowledge could range from
stone-age primitivism to technology so advanced, it’s
practically magic.

In some settings, the tech level can actually vary
widely from place to place and tribe to tribe, with
stone-age barbarians in the wastes, physically frail
but mentally superior monks in floating metal cities
in the sky and everything else in between scattered
amongst the peoples and ruins of the rest of the
known world.

Whatever the case, you should determine just how
much of that knowledge is common and how much
the characters will understand by asking yourself a

few simple questions:

® |s the standard level of technology used by
everyday folks the highest or are the greatest
technological secrets reserved to only a few select
people? And do even those few understand the
origins of the highest tech or do they infuse actual
function with needless ritual to appease the ‘spirits
of the machine?’

® Do most people recognize a flashlight or cell
phone for what they are or do they see them as
somewhat mystical objects using a special kind
of ‘metal magic’ that only the Tek-Shamans can
maintain?

® What do the people of the Aftermath call

such wonderful items? Something primitive that
reflects the function (Far-caller, Magic Torch, etc.),
something with a more mystical flavor (llluminators,
Spirit Messengers, etc) or something derived from

a corruption of the original name (Flaz-Lite, Zel-Fon,
etc.)?
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® What of Archeotech, the leftover technology of
the Before-Time? Does it exist? In what condition
can it be found? How easy is it to recognize its
function and purpose? Is it common enough that
it is ‘mined’ from the ruins and traded in bazaars
across the land or are the pieces held in such high
value for religious or secular reasons that non-
functioning items give great prestige to the owner
and functioning items are only possessed by the
most wealthy and powerful?

‘TAKE YOUR STINKING PAWS OFF
ME YOU DAMNED DIRTY [INSERT
SPECIES HERE]...

If there are multiple Genotypes in your Aftermath
setting, how do they interact with and relate to each
other, assuming one even knows the other exists?
On the table to the right are a few possible scenarios
concerning inter-species interactions (and if you’re
really stuck for time or inspiration, you can roll a D6
for each separate species to determine out how they
relate to the others...) @ =

THE ULTIMATE SANDBOX
The final thing to think about is what your post-

apocalyptic world looks like, geographically speaking.

There are three methods for going about this, each
one with its strengths, weaknesses and appeal for
different types of GM.

BUILD AS YOU GO

This one is fairly simple. Start out with the PCs home
settlement, with short descriptions of the people,
places, things and events important to that specific
place. Everything else beyond that is unknown or
hearsay.

Then, as your PCs wander out into the wider world,
let their adventures define the rest. As you write
more adventures and place their locations, the map
will slowly grow. Doing this requires you to ask the
players where they’d like to go after the conclusion
of each new adventure, and once they decide

that, it’s a simple matter to fill in that space with
something interesting.

Localized Species: The species is
so tied to their own locality (like
fish-men to water, bird-men to
high mountain places, etc.) that
interaction with them is rare or non-
existent. They might even think of
themselves as the only intelligent life-
forms in the world.

Master — Slave Relationship: The
species is dominated and enslaved

by another. The enslaved species will
be well represented in numbers and
spread out amongst the dominant
species society, but their rights are
second to that of their masters. The
master species may be tyrannical and
abusive, benevolent to the point of
treating the other species as ‘children’
in need of their care and authority,
or neutral, seeing the slave species as
a slightly more intelligent version of
work animals and livestock.

Separate but Equal: The species

is very aware of other intelligent
species, but form settlements entirely
inhabited by their own kind and very
little, if any, intermixing with other
species occurs. This may be due to
interspecies aggression, a discomfort
brought about by totally alien
psychologies or physiologies (try to
identify with a fish-man or visit one in
his natural environment), distance or
lack of inclination.

Post-apocalyptic Casablanca: This
species interacts regularly with one or
more of the other species and there
might even be major settlements
where they live and work side by side.
Interspecies coupling may or may not
be acceptable, and in more fantastical
settings, certain species might even be
able to crossbreed.
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This method will appeal to those GMs and
players who love to explore the world
and want to get started without having

to digest an entire setting background.

In addition, as PCs grow in power, influence and
knowledge of their environment, they will be in a
position to take their place as rightful rulers of their
domain.

TOTAL GENESIS

In this method, every square mile of the adventuring
® area will be mapped out, settlements and political

& factions created and encounter sites at least thought
out before the game begins.

The whole world doesn’t have to be created this way
and a certain amount of space might be marked with
‘Here There Be Beta-Dragons,” but for the most part,
PCs will be able to wander far and wide for quite
some time with plenty to see and do.

This method will appeal to GMs who want a tightly
woven and organic setting, a living breathing world
with far reaching plots and background information
that move along even without the player’s

_ intervention.

It also appeals to players who feel a greater sense
of freedom to pick and choose what adventure
leads they might want to follow and which causes
- and factions they would like to support. They can

- see, from the beginning, a much bigger picture in
. which they can immediately become movers and

~ shakers.

ORGANIC GROWTH
This is a mixture of the two models above wherein
the GM draws up a geographical map, places a
few settlements, adventure sites and factions
on it and then leaves the players to explore
the rest, filling in new details as the
campaign progresses and the wants
- ,_@ and needs of the players and
' GM influence the setting.
This has the advantage of
having a few ‘pre-set’ sites

and potential activities for those weeks when the
GM isn’t feeling that creative and needs to come
up with something quickly, like the second method,
but still retains the adaptability and speed of
implementation of the first method.

YOU WERE HERE

Another fun option is to get a map of the local area
where you live and then imagine what it will look like
after the apocalypse. Figure out what buildings and
other structures remain, what the terrain would look
like and there you go.

The appeal of this option is three fold:

® Familiarity with the surroundings which makes
for easy description and visualization of the
environment.

® The eerie nature of imagining what life will be like
after you’ve been turned to radioactive ash while
playing a character who is walking all over your
proverbial and literal grave.

® Some folks might find huge satisfaction by
mutating their irritating neighbor, a local bully

or an abusive authority figure into some sort of
hideous monster that your RPG character can then
hunt down and destroy. It ain’t nice, but man is it
cathartic...

When building the map of your world using any of
the methods above, you can use hexes, squares,

or just draw it on an old piece of notebook paper.
Whichever way helps you to realize the world you’ve
created.

THE STAGE IS SET, CALL FORTH THE
PLAYERS...

By this point you should have at least a few ideas
for the creation of a nightmarish setting with which
to amaze and horrify your players, including all the
general information needed to run it. So let’s head
into the next chapter and talk about the sort of
people who will wander around in your little slice of
hell-on-Earth...
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CHARACTER GENERATION

Characters in Barbarians of the Aftermath are built
using the rules found in Chapter 3 of the BoL rule book.
The availability of Careers, Genotypes, Languages and
Equipment might be restricted based upon your GMs
particular setting, so check with him before you start.

CAREERS

Careers are selected in the same manner as the main
Bol rules. The names of the careers reflect the sort of
tribal slang that often arises after only a few generations
in most Post-Apocalyptic fiction, but alternate titles are
also provided for those campaigns with an exceedingly
pulp feel or set closer to the modern day. Feel free
to come up with your own names for these careers if
you can think of something more appropriate for your
setting.

AIR RIDER (FLYBOY, PILOT)

Those who can fly and maintain aircraft of any sort
are held in awe by those shackled by gravity. Along
with their knowledge of piloting and general aircraft
maintenance, Air Riders are also skilled navigators and
highly observant, so they are much sought after as
scouts and explorers.

BARBARIAN (SAVAGE, GANGER)

Those who live in the wastelands and wilderness areas
are the ultimate survivors and can do so in the harshest
environments. They are natural brawlers and fighters,
skilled in living rough, are resistant to extremes of
temperature and weather, have highly refined natural
instincts, uncanny reflexes and can be extremely
intimidating.

BEAST MASTER (ANIMAL TRAINER)

Those who can befriend, train and control animals are
extremely useful members of society in the aftermath,
as animals often replace lost or forgotten technology
(birds delivering messages, dogs serving as alarm
systems and tracking devices, etc.) in many areas of
the post-apocalyptic environment.

The Beast Master has an innate understanding of
animal behavior and an empathy with creatures of
all types and can train them to perform simple tasks
or to track or ignore certain stimuli as long as their
intelligence and capabilities allow it (GMs discretion).

BEAST RIDER (COWBOQY, CAVALRY)
In some settings, vehicles may no longer
function or even exist and man must rely
on more primitive forms of transport. These
might be horses or even stranger creatures,
depending on the cause of the apocalypse and the
amount of time that has passed, but the Beast Rider
is expert not only at riding, but breaking, training and
caring for pack creatures that serve as mounts.

COURTESAN (WENCH, MISTRESS)
Womenina post-apocalypticworld are avaluable (and
sometimes rare) commodity. Even after civilization
has fallen, there are still basic ‘needs’ that they can
provide that no man can. Courtesans have learned
to make the most of this situation and provide
companionship in exchange for protection and
material wealth.

A number of them are free agents, working their
skills wherever they can, some are in the employ
of Inns or Taverns, while the most
beautiful and skilled can
find themselves’
permanently
‘kept’ by a
single powerful

r#—’.
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war chief or leader for whom they
also provide heirs. Regardless of their
circumstances, Courtesans specialize in
seduction, manipulation and even engage
in petty thievery like pick-pocketing to make
a living at times.

DOK (HEALER, MEDIC)

In a world as volatile and dangerous as one set in the
Aftermath serious injury and death are all too common,
so those with basic medical skills are in great demand.
Doks are well versed in the physical skills of first aid,
surgery, bone-setting and childbirth, as well as the lore
of disease, illness, medicines and basic plant lore

. GLADIATOR
Gladiators are paid entertainers who specialize in
blood sport exhibitions in the various fighting pits,
arenas and thunder-domes of the post-apocalyptic
world. They are melee weapon specialists (because
close quarter butchery makes forthe best spectacle),
are extremely fast, adding their Rank to initiative,
and can perform flashy maneuvers that might
provide a combat bonus (GM'’s discretion) or
make the crowd go wild, boosting the
3 E!Eﬁ gladiator’s morale (and, in effect, LB).
GUNSLINGER
In a world where guns are the
weapon of choice, the right of

way often goes to those who best handle them. The
Gunslinger has practiced constantly with firearms for
most of his life and wanders the land hiring out his
services to the highest bidder, collecting rewards as a
bounty-killer or (in the rare case of a Gunslinger with
a sliver of morality) defending the weak against others
of his ilk.

Gunslingers are capable of maintaining their weapons
and manufacturing ballistic ammo if the materials are
available. They are quick on the draw, adding their
Rank to initiative when using firearms, and can also
perform trick shots with their weapon like cutting
ropes, ricocheting rounds off of hard surfaces into hard
to reach targets, etc.

HUNTER

The Hunter is a master of tracking prey through the
wilderness and the wastelands. Once they locate their
target, they’ll use stealth, traps and/or expert shooting
to bring it down. They are at home in the wild and can
survive there. They are also expert snipers, and may
subtract their Rank from any range penalties.

JUICER (APOTHECARY, CHEMIST)

Juicers are the masters of chemical processes, mixing
and blending various ingredients together to create
potions and tinctures. In a low tech society, this might
include medicines, insect repellents, and chemical fire
starters while at higher tech levels they will also be
responsible for producing vehicle fuels and working
with blacksmiths to make special alloys.

Juicers may create potions and medicines (but not
Devices or Creations) using the Alchemy rules from
Chapter 8 of the BoL rule book.

MEK (MECHANIC, TECHNICIAN)

In a setting where mechanical and even electronic
devices still exist, there is a great need for those who
can repair the existing equipment and fabricate parts
when basic repairs are not enough. That is where the
Meks, masters of technology (such as it is), come in.

Meks may create Devices and Creations (but not
Medicines or Potions) using the Alchemy rules from
Chapter 8 of the Bol rule book.



MINER
If civilization is going to be rebuilt, the materials must
be there to build it and those with expert knowledge of
how to retrieve the most valuable materials, like iron
and coal, from the earth are going to have to go get
it. Miners are knowledgeable in the lore of mineralogy
and mining. They are expert spelunkers, at home in
extremely enclosed spaces and have a good sense of
direction which comes in handy underground.

PREACHER (SHAMAN, PRIEST)

Even in the seemingly God-forsaken world of the post-
apocalypse, there are those who teach that hope is not
lost and salvation and redemption can be had even in
the hellish Aftermath. Preachers are expert theologians
and speakers and can often bring hope and inspire
action with a rousing sermon.

There are a few priests who are so pure and devoted
that they are able to channel the divine power of God. If
the GM determines that your character is appropriately
pious and supernatural powers are part of the setting,
you may use the rules for Priests in Chapter 8 of the
main BolL rule book.

PROFESSIONAL (VARIABLE)

This is a catch-all that covers all of those careers not
already listed, like Merchant or Scribe, which rely mostly
on mental ability and deal with esoteric subjects like
math or business techniques, and little physical labour.
You should choose a single specific profession when
you take this career like Mathematician or Lawyer.

PUNISHER (TORTURER, INTERROGATOR)

The fragile societies of the Aftermath take a dim view
of crime and those who partake in it. As such, those
with a sadistic streak can often find employment as
Punishers, torturing and abusing those sentenced
to imprisonment and serving as executioners for
those sentenced to death. Those with basic medical
knowledge (Rank 3+) also make fine interrogators,
keeping their victims alive for many days until they get
every last scrap of information.

ROAD WARRIOR

In a setting where cars exist, there are those who make
a living as auto-duelists, driving heavily armed vehicles
into combat against bandits, the barbarian biker gangs
of the wastelands or rival convoys. They often serve as
escorts against others of their kind taking their pay in
gas, parts and ammo as often as money, anything to
keep on driving and fighting.

Road Warriors are expert drivers, able to pull of all sorts
of driving stunts. They are also skilled at maintaining

and modifying their rides, although parts fabrication is

beyond them and requires the Mek career, which any
Road Warrior worth his fuel will also have.

ROCKER (BARD, MINSTREL)

Rockers are musical entertainers and story-tellers that
wander the land performing for whatever the locals
can scrounge up to pay them. To be successful they
must be skilled musicians with extensive memories
filled with dozens of songs, fanciful tales, histories,
legends and bits of news from far off places.

They are charismatic, excellent speakers and, in a
world starved for entertainment and any escape
from the dreary grind of the aftermath, they
enjoy relative immunity. Even the barbarians of
the wasteland will often allow them to wander
unmolested (as long as they’re willing to perform
for them). This makes them excellent spies for
those who are willing to payfor
the information.

i
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SCAVENGER (THIEF, SALVAGER)
Scavengers are those who make a living off
of the debris of the Before-Time, the scrap
heaps of the present and the weak and the
unwary in the society of the Aftermath. They
are experts at evaluating the value of Archeotech, and
then conning others into buying it at a premium, no
matter its actual worth.

When they can’t find something to salvage and sell,
they’ll resort to thievery (pick-pocketing, burglary, etc.)
as well as fraud and cons to make a living, anything to
avoid actual work or placing their lives on the line.

SOLDIER
Even in the Aftermath, the role and skill-sets of the
soldier remain relatively unchanged, whether they
are members of a standing force or mercenaries that
wander from battle to battle. Soldiers are trained in
basic combat tactics, survival and personal equipment
® maintenance. Soldiers who survive a few battles might
find themselves promoted to NCO status (rank 3+)
which gives them minor authority.

SLAVE (DOGSBODY, SERVANT)
This career covers not only indentured servants, but
those who work for so little in return (often only the
barest in necessities) they may as well be slaves.
Slaves will have a narrow set of skills based
upon their ‘job’ so they can be miners,
serving wenches, or whatever else the
player and the GM determine
the character was utilized for.

They will also have great skill
in groveling to obtain small

favours or avoid punishment, hiding from the wrath of
their owners and small scale theft to obtain essentials
that would be otherwise unobtainable. Slaves also learn
to be very good listeners and are a fount of knowledge
on the secrets of their owners, who consider them such
a non-threat that they speak freely in their presence.

SHADE (ASSASSIN, SPECOPS)

Shades are adept at moving silently and killing from
the shadows with blades, bullets, poisons or whatever
else comes to hand. They excel in sneak attacks and
sniping and can, at GMs discretion, gain a Rank bonus
to their damage rolls when doing so.

Their methods involve gathering intel on their subject
from various (often seedy) sources, circumventing
security measures of all types, and adopting disguises
that allow them to get close to the target. They are also
patient, sometimes hiding out in a single spot for days
to await the perfect opportunity to strike.

SORCERER (WIZARD, DIABOLIST)
Inasettingwherethe apocalypse givesrisetoallmanner
of supernatural horrors, Sorcerers are both respected
and feared and there are few who will deal with them
willingly without great need. This is understandable as
a great many Sorcerers are amoral at best, exceedingly
evil at worst and all of them are a bit unhinged. As such,
Sorcerers often live alone, with only a few servants or
the occasional apprentice to attend them.




Along with the knowledge of such esoteric lore as
astrology, astronomy and demonology, Sorcerers
research forbidden tombs of arcane knowledge or
make pacts with demons to learn Words of Power that
can shape reality itself.

Sorcerers may use the Sorcery Rules found in Chapter
8 of the main Bol rule book.

TRADESMAN (VARIABLE)

This is a catch-all that covers all of those careers not
already listed, which rely mostly on the creation of
actual physical goods, like Blacksmith, Tailor or Leather-
worker (a very in-demand career if all the bondage
gear in post-apocalyptic movies is any indicator). You
should choose a single specific trade when you take
this career.

WARLORD (NOBLE, OFFICER)

In any society there are those who follow and those
who lead. The Warlord leads with aniron rule based on
intimidation and the strength of his armies. He must
also be a wily opponent, wise in the way of strategy
and the leadership of men, or he won’t last very long.
Lower ranking Warlords will often serve under a higher
ranking one as his captains and lieutenants.

In the Aftermath, where those who are strong make
the laws, the Warlords often fill the role of Nobility in
a semi-feudal fashion. Those who do are often political
leaders as well as generals, and a very rare few might
even like and care for the people they rule.

WAVE RIDER (SAILOR, PIRATE)

Assuming there are large bodies of water in the
Aftermath, there will be those for whom the call of
the sea is a siren’s song. Wave Riders are skilled at
Boat-handling and navigation by the stars. They know
the lore of the sea, the weather and the various safe
harbours that can be found along the coasts, can
survive for long voyages without complaint and are
good swimmers and able fishermen.

WISE ONE (SCHOLAR, TEACHER)

Wise ones are great thinkers and scholars who have
amassed a great deal of the history and knowledge of
this age as well as the Before-Time. They are founts of
information who can often answer the most obscure

guestions concerning the history and
origins of people, places and things (GM'’s
discretion).

Wise Ones know a number of additional
languages equal to their Rank and they are literate in
all of them. Furthermore, they may add their bonus to
any roll for identifying Archeotech.

WYRD (SWAMI, PSYCHIC)

When the apocalypse hit, civilization was throw
down, but in the struggle to survive there were those
who evolved and found themselves in command o
the vast untapped potential of the human mind. In the
Aftermath, these people are known as Wyrds and they
are a source of both wonder and fear for the ungifted.

Any character who takes Ranks in the Wyrd career is
a Psychic and may use Psychic Powers. The rules for
Psychic Powers can be found on page 86.
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| HEROIC BEGINNINGS:
s, GENOTYPES

In The Aftermath, filled as it is with all sorts
of strange species, where you were born
isn’t as important as to whom you were born.

This is known as your Genotype.

Choose your Genotype from those listed below and
choose your Boons and flaws using the rules found in
Chapter 5 of the BoL rule book.

ADONAI

The Homo Adonai are the next step up from Homo
. Sapiens, the result of hyper-evolution in the wake of
the apocalypse. They are beings of physical purity:
clean of limb, strong of mind, resistant to disease
~ and radiation, and with a stable genetic structure
| that resists mutation from all but the most potent
forces.

The price for these strengths is a reduced aggression
" and more contemplative nature. They find physical
conflict distasteful and avoid it when they can,
preferring to rely on words and psychic gifts to
resolve their differences with others.

Some say that the Adonai, while mentally and
culturally advanced, are actually a backwards
step in evolution considering their
pacifistic stance in a world gone mad.
They also have a tendency to
be so sure of their physical and
mental purity that they really
rub other people the wrong
way, often with fatal results.

ADONAI BOONS

HYPER-IMMUNE SYSTEM: You may roll a Bonus
Die when making rolls vs. poison, sickness or
disease.

KEEPERS OF KNOWLEDGE: The Adonai are well
known for having the most extensive knowledge
of Before-Time ways and technology. You may roll
a Bonus Die when identifying, using and repairing
Archeotech.

PURE-STRAIN: You may roll a Bonus Die when
making rolls to resist mutation from any source.

RAD-RESISTANCE: You treat the Intensity of
Radiation as 1 less and may roll a Bonus Die when
making rolls to resist the effects.

STRONG MIND: You have a +1 Mind. Also, if
Psychic Powers are available in the setting, you
have +2 PK.

ADONAI FLAWS

ABHOR PHYSICAL VIOLENCE: You must roll a
Penalty Die when making any rolls involving the
Melee or Brawl combat abilities.

AIR OF SUPERIORITY: Due to your exceedingly
annoying perfection and manner, you must roll a
Penalty Die when dealing with non-Adonai.

AMORAL: You care little for the impure races,
seeing them as little more than animals in
comparison to your race. You must roll a Penalty
Die on any action that places the interests of non-
Adonai above your own.

HONOURABLE: You feel that being duplicitous
and underhanded are beneath your race, even
when acting against non-Adonai. You must roll a
Penalty Die whenever you attempt to lie, cheat,
steal, strike from ambush or attempt to do anything
else dishonorable.

RELUCTANT FIGHTER: Violent actions catch you
off guard and once a combat starts, you may only
take Defensive Actions for the first D3 turns.
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ALIEN
They came from another world to explore and/or
conquer. They might be alien overlords, the stranded
remnants of the defeated alien fleet or the descendants
of those who came before, born on the Earth and
knowing no other home, but for whatever reason they
are still here

Aliens vary a great deal in physiognomy and psychology
and their abilities and weaknesses should be worked
out using Boons and Flaw. As such, any Boons or
flaws taken at character creation are considered to be
extraterrestrial features or abilities that define your
species and cannot be bought off or traded. The only
limits are your description and GM discretion.

ALIEN BOONS

Aliens can have any Boon. They may also take
Mutations as Boons (see the rules on page 68.) but
must take an additional Mutation as a Flaw for every
Mutation Boon chosen.

ALIEN FLAWS

Aliens can have any Flaw but the first flaw chosen at

character generation must be a mutation.

—_

AWAKENED ANIMAL
For millennia, man reigned as the only truly
sapient creature on the earth, but in the
Aftermath he is joined by the descendants
of animals ‘awakened’ to true intelligence by
apocalyptic forces or the former technology of man
himself.

You must choose a single animal from which your
character has descended to determine your basic
physical appearance and basic abilities. One of your
starting career slots is replaced with the ‘Animal’ Career
at Rank 1 (where you replace the term ‘Animal’ wit
the name of your specific species, like wolf, armadillo,
mouse, whatever).

This career can be improved in same manner as any
other, including the use of career points at character
generation, and will give a modifier to the character’s
actions depending on the abilities and weaknesses the
species has. This modifier can be positive or negative
and can be applied in a number of ways. These are all
at the discretion of the GM and the player and GM
should do a little research into the animal in question
to better understand when to apply the modifiers.

Here are a few ways Animal Career Ranks might be
applied:

® Enhanced or diminished senses will get a positive or
negative modifier based on the animal’s rank

® Natural weapons will do half the Rank in extra
damage when brawling (or even the full Rank for a
particularly vicious attack like a shark’s bite).

® Movement will add to or subtract from the basic
character move rate (and may add new modes of
movement).

® A number of animals might add their Rank to
very specific tests like Stealth or Climbing, or
subtract them from other tests,
like carnivores trying
to socialize with
natural prey.
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o Consideringthe variety ofanimal lifeand the

number of ways in which the Animal Career
might be applied, we have a provided a few
example species with a few possible ways
to apply their ‘careers. Of course, GMs are
free to come up with their own interpretations of the
following creatures to better fit their settings...

AP<S

This covers Apes in particular, although most
of the following concepts could apply to other
simians as well.

® Apes are incredibly strong and may add 1/2 their
Ape Rank to feats of strength and to brawling and
melee damage as well.

® Apes can move by brachiating (swinging with
the arms from one hold to another) and Move at
their Ape Rank x 10’ per round when doing so.

® Apes are very aggressive. They must make a
MIND test - their Ape rank when angered to avoid
flying into a berzerk rage.

HAWKS

Hawkmen are assumed to have wings with hands
at thier tips in place of arms unless they buy the
Man-Beast Boon twice, in which case the wings
and arms are seperate appendages.

® Hawks may fly at a speed equal to their Base
Move x their Hawk Rank.

® Conversly, hawks walk at a speed equal to
their Base Move/Hawk Rank, unless
they have taken the Man-Beast
Boon.

® Hawks have excellent vision
and may add their Hawk
Ranks to any vision tests.

=

d SHARKS

® Sharks may add their Shark Rank to the damage
inflicted by a Bite attack.

® Sharks must take the Man-Beast Boon once to
be able to Walk, and twice in order to breathe air.

® Sharks may swim at a speed equal to their Base

Move x Shark Rank.

d VOL<S

® \/oles may move through normal ground at a
speed equal to their Vole Rank x 2’ per round.

® \/oles have an excellent sense of smellas well as a
highly developed ‘tremorsense’ and may add their
Vole Rank to any tests using those two senses.

® Conversly, they are almost blind and subtract
their Rank from any sight tests.

d TURTLES

® Turtles have Natural Armor equal to their Turtle
Rank. This may or may not be layered with other
armor at GM discretion.

® Turtles may hold their breath for a number of
hours equal to their Turtle Rank.

® Turtles are slow, moving at a speed equal to their
Base Move/Turtle Rank.




In addition to the ‘Animal’ Career, you may take the
following Boons and Flaws. If the Boon or Flaw is listed
as Racial, then it may only be bought at character
generation and, if taken, it is assumed that all members
of your race have that Boon to one degree or another.
Racial Boons, in effect, define your Awakened species.

AWAKENED ANIMAL FLAWS

AWAKENED ANIMAL BOONS

CHEMICAL ATTACK (RACIAL): You exude a natural
chemical or poison from your body in some fashion.
The first purchase of this Boon provides a Common
Drug or Poison, the second, an Uncommon, the
third, a Rare (see the Equipment section for details).
It is delivered by Touch, usually as part of a natural
physical attack or defense of some sort, but for
each additional time you take this Boon, you may
add a range of 10’ to the attack.

ENHANCED INSTINCTS (RACIAL): You may add +1
Rank to your Animal Career. Your maximum Rank in
this Career is 6 rather than 5.

MAN-BEAST (RACIAL): You walk upright like
humans and have hands with opposable digits.
Without this Boon, you are stuck with whatever
nature gave you. You fall roughly with the same
height and weight range as a human, leaning
towards the larger or smaller sizes depending on
your species origin (so Elephant Men will tend
towards the 7-9’ and heavy-set end while Rabbit
Men will tend to be 3-5" or so and light of build).
Your Animal Career Rank is reduced by 1.

You may take the Man-Beast Boon multiple times.
Every additional time you do, you may eliminate
one additional negative non-human aspect of your
species (allowing a fish to breathe air in addition
to water, for instance) but you also reduce your
Animal Career by an additional 1.

DAMNED, DIRTY [INSERT YOUR SPECIES HERE]
(RACIAL): Humans find the presence of your
species galling for some reason. Roll a Penalty Die
when dealing socially with Humans.

HIVE MIND (RACIAL): Your species relies on a
central ruling authority like a Queen and you find
the thought of ‘independence’ alien. You must roll
a Penalty Die when trying to lead others or take
actions that countermand what you’ve been told
to do by someone with authority over you.

INSTINCTIVE FEAR: Even though your species
has been taken out of the standard predator/prey
cycle of the animal kingdom, you still fear some
past natural predator. You must roll a Penalty Die
on every roll while you are in the presence of even
the likeness of your former natural predator.

MUTATION: Something in the harsh environment
of the Aftermath has warped you. You must make
a random roll on the mutation table. You may take
this flaw multiple times.

NATURAL ENEMY: Your species has a natural
dislike or even hatred of another species. You must
roll a Penalty Die when dealing with them. If you
take this Flaw twice, then you will actively seek to
kill any members of that species you encounter.

PRIMITIVE (RACIAL): Your species is sentient, but
only barely. You must roll a Penalty Die whenever
using anything other than Iron Age technology.

WEAKNESS (RACIAL): You are highly
susceptible to some sort of environmental
factor and must either roll a Penalty Die to resist
it, or you take an extra point of damage from it.
You may take this Flaw multiple times.
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= [ AWAKENED PLANT

8: Awakened animals are weird enough, but
nothing born on earth is quite as alien
in mind and body as a walking, talking
plant. They might be the result of genetic
manipulation by the scientists of the Before-Time, or
they might just have arisen naturally as a response to
the super-predation of man and animal alike, but they
are strange and enigmatic beings in any case.

Like an Awakened Animal, the Awakened Plant PC
ill replace one of their starting career slots with
2 ‘Plant’ Career at Rank 1, which can be improved
&in the same manner as any other. You must choose
your ‘Plant’ Career from one of three general species:
Trees, Flowering Plants or Fungi (although you may
pick the specific species, like Willow or Ash for trees,
for descriptive purposes). Your species gives you the
following abilities:

d FLING

You prefer cool damp environments and can live
off the refuse and muck of other societies. This
category covers mushrooms, slimes, molds and
other plants that convert decaying matter into
food.

® When in a moist environment completely
removed from sunlight, you gain a bonus to your
LB equal to your Fungi Rank.

® After D6 hours of exposure to direct sunlight, you
take a minus to your LB equal to your Flowering
Plant Rank.

® You also gain your Fungi bonus on any roll the
GM thinks your fungi species would be especially
good at (slimes could have protection equal
to their Rank from non-blunt attacks, molds
could fire off a spore cloud that blocks
LOS for their Rank in rounds once per
adventure, mushrooms could
be stealthy, etc.)

d FLOWSRING PLANT

You rely heavily on sunlight for your survival,
typically with a prominent flowering display to
catch the maximum amount of solar energy,
though not all plants in this category have flowers,
and it covers grasses, weeds, vines and a variety of
root based vegetables as well.

® When in direct sunlight, you gain a bonus to your
LB equal to your Flowering Plant Rank.

® When deprived of all natural light for D6 hours,
you take a minus to your LB equal to your Flowering
Plant Rank.

® You also gain your Flowering Plant bonus on
any roll the GM thinks your plant species would
be especially good at (lvy strangling things, Roses
socializing with others, etc.).

J

TR¢<S

From the mighty oak to the winsome willow, trees
stand tall and proud, towering above the plant and
animal kingdoms.

® Trees have strong limbs and may add their
1/2 their Tree Rank to any test involving feats of
strength.

® Trees highly inflexible, and must subtract 1/2
their Tree Rank from any agility based tests and
also tests to bend and contort their bodies.

® Trees have bark and tough fibrous bodies which
serve as natural armor equal to their Tree Rank.

® You also gain your Tree bonus on any roll the GM
thinks yourTree species would be especially good
at (willows might only suffer 1/4 their Rank as an
Agility test modifier, Apple Trees could provide
food for a number of days during the adventure

equal to their Rank, etc.).




In addition to the Plant Career, you may take the
following Boons and Flaws. If the Boon or Flaw is listed
as Racial, then it may only be bought at character
generation and, if taken, it is assumed that all members
of your race have that Boon to one degree or another.
Racial Boons, in effect, define your Awakened species.

Awakened Plants move at % the normal rate and have
D6 senses (chosen from the normal 5 human senses
or other, non-human ones like tremorsense). They are
not assumed to be able to grab things or do anything
other than what their normal plant species can do
unless they take the appropriate Boons.

AWAKENED PLANT FLAWS

AWAKENED PLANT BOONS

ENHANCED INSTINCTS (RACIAL): You may add
+1 Rank to your Plant Career. Your maximum Rank
in this Career is 6 rather than 5.

CHEMICAL ATTACK (RACIAL): You exude a natural
chemical or poison from your body in some fashion.
The first purchase of this Boon provides a Common
Drug or Poison, the second, an Uncommon, the
third, a Rare (see the Equipment section for details).
It is delivered by Touch, usually as part of a natural
physical attack or defense of some sort, but for
each additional time you take this Boon, you may
add a range of 10’ to the attack.

PLANT-MAN (RACIAL): You walk upright like
humans, at the same speed and have ‘hands’ with
opposable digits. Without this Boon, you are stuck
with whatever nature gave you. You may take this
Boon multiple times and each time you do after
the first you may add a normal human sense or
function (like speech) to your PC. Your Plant Career
Rank is reduced by 1 every time this Boon is taken.

TAKE ROOT (RACIAL): If you spend a turn digging
your root structure into a spot of soft earth, you
cannot be moved unless you are dug out or killed.
If you take this Boon a second time, you may even
dig into hard surfaces like stone.

TENDRILS (RACIAL): You have root or leaf-like
tendrils that function as hands.

WHAT THE HELL IS THAT? (RACIAL):
Humans find the presence of your species
galling for some reason. Roll a Penalty Die
when dealing socially with Humans.

LIMITED MOBILITY (RACIAL): You are incredibly
slow and halve your basic movement. If you take this
flaw a second time your movement is reduced to 1/4.
Taking it a third time renders you immobile.

MUTATION: Something in the harsh environment
of the Aftermath has warped you. You must make a |#
random roll on the mutation table. You may take this |

flaw multiple times.

PRIMITIVE (RACIAL): Your species is sentient, but
only barely. You must roll a Penalty Die whenever
using anything other than Iron Age technology.

REDUCED SENSE: You lack one of the basic human
senses. You may take this Flaw multiple times.

TASTY: Herbivores, from rabbits to deer to cattle, are
attracted to you and will try to attack and eat you.




In settings where Intelligent Machines
have arisen, robots, androids, cyborgs,

cyber-tanks and other forms of A.l. life are
generally lumped together as a group by most
living creatures and simply referred to as ‘Bots.

The exact circumstances leading to the presence of Bots
in the Aftermath can be highly variable. Bot characters
might be the wandering remnants of a pre-apocalyptic
golden age, the survivors of a war between man

and machine, the ‘people’ of an A.l. civilization, etc.
_' hatever their source, they are typically concerned
& with the same thing as everyone else in the Aftermath:
survival.

Bots can come in a bewildering variety of forms, but
the player should choose from three basic types:

d HUMANOID

The Bot is roughly analogous to a human in size
and form, with two arms, two legs, a head and
so on. They are built the same way as any other
character.

UTILITY

These are Bots built for a specific non-combat task
or repetitive function. They can be any size, have
no set number of appendages or body locations
and can look like pretty much anything the player
wants (subject to GM discretion).

They start with no points in combat abilities and
only a single career based on their function
at Rank 5 (like repair-bot, farm-bot, Food-
Mo-Tron, etc.) which is subject to GM

5 approval.

Itis assumed that all the tools
to perform their ‘career’ are
built into their bodies in
some way.

J

V€HI<LS

The character is a robotic vehicle. Choose a vehicle
from the Equipment section of the rule book or
build one using the vehicle rules but do not add
any upgrades. The Bot must buy equipment as a
normal character, including Vehicle Equipment.

Vehicle Bots do not have Strength or Melee but do
have all the other normal Attributes and Combat
Abilities and may spend 6 points to improve them
in the normal manner. Vehicle Bots have vehicle
SS instead of LB, receive the normal allotment of
Hero Points, but only receive AP or PK if they have
some sort of equipment that generates it.

Think carefully before choosing this type of Bot
as being a 100 ton cyber-tank can often make
adventuring difficult. If the GM permits, the
Vehicle-Bot player might have a secondary non-bot
character or allow the Vehicle-Bot itself to have s
small Utility Bot that serves as a remote body for
the vehicle’s brain, just so long as the other players
don’t feel underpowered and overshadowed...




BOTDAMAGE & REPAIR: BotsatOLBorless shutdown,
but do not continue to lose LB like living creatures.
Those that reach -6 LB are destroyed beyond repair
and lose whatever it was that made them ‘alive.’ Bots
take 3D6 LB/SS damage from EMP attacks.

Bots cannot ‘heal’ and must be repaired by someone
with the Mek career. If the Mek makes his roll, he can
reduce the Bot’s LB damage by his Mek Rank or repair a
single piece of Built-In equipment. Only one repair roll
can be made per day, but bots are completely repaired
between adventures.

BOT FLAWS

BOT BOONS

BUILT-IN EQUIPMENT: You have a single piece
of Common equipment built into your body. If
you take this Boon twice, the equipment can be
uncommon. Take it three times and it will be Rare.
In addition to the usefulness of the device itself,
the Bot can negate a single hit of 6 points or less by
having the hit damage a built-in item instead.

CYBORG (HUMANOID ONLY): You have living
tissue covering your metal endo-skeleton which
allows you to pass visually as another species
(chosen at character generation). Damage reduces
the effectiveness of this disguise, however (-1 for
every 5 points of damage taken in a single attack)
and the GM may determine that certain attacks
are so devastating that they destroy it completely.
Assuming that doesn’t happen, however, the tissue
is assumed to hyper-regenerate and repairs itself
completely between adventures.

ENHANCED ATTRIBUTE (RACIAL): One of the
Bot’s Attributes is increased by 1. You may take this
Boon multiple times.

ENHANCED MOBILITY (RACIAL): The Bot’s base
movement is increased by 5. You may take this
Boon multiple times.

SELF-REPAIR (RACIAL): You have self-repair
systems that mimic the healing powers of living
organisms in a limited way. After a battle, even if
you are shut down (but not dead), you regain D3 LB
(or SS) lost in that battle.

BATTERIES REQUIRED: You rely on a non-
renewing power source, like batteries, that must
be periodically replaced or recharged. The first
time you roll a Calamitous Failure, you are low on
power and must take a Penalty Die on all your rolls
from then on. A second Calamitous Failure result
means your power is exhausted and you shut down
until your power source is renewed or replaced
(see Batteries in the Equipment section). This Flaw
is worth two Boons.

COLD AS STEEL: You are coldly logical and do not
have or understand human emotions. You have to
roll a Penalty Die in all social situations.

FAULTY: Some part of your hardware or software
has a permanent fault in it that acts up from time
to time. Whenever you roll a Calamitous Failure,
this fault kicks in and you either suffer a -1 modifier
or one item of built-in equipment fails to function
until you are repaired.

LIMITED MOBILITY: The Bot’s base movement
is reduced by 5’. You may take this Boon multiple
times.

PROGRAMMED: Though you are self aware,
you are also heavily influenced by your basic
programming. The GM will come up with D6 Basic
Laws which you must always obey. Any rolls that
violate these Basic Laws will take a Penalty Die.
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HUMAN, STANDARD
This is the bog-standard human being that
you know today. They might use futuristic
technology or be reduced to the level
of stone-age nomads, they might even be
explorers from some lost earth space colony visiting
the birth-world of their late ancestors, but physically
and mentally there is little to set them apart from
Modern Man.

HUMAN FLAWS

HUMAN BOONS

ADAPTABLE: You may take a single, non-
Racial Boon from any other Genotype or Heroic
Background from any Bol setting or the Bol rule
book (subject to GM approval). This counts as two
Boons.

DETERMINED: Once per adventure, you may
double your attribute for a single roll.

LUCKY: You have an extra Hero Point.

PASSIONATE: Pick one PC, NPC, thing or ideal.
Your character is moved deeply by their passion
and, once per adventure, may take a Bonus Die on
a single roll involving it.

DEBILITATION: You may take a single, non-Racial
Flawfromanyother Genotype or Heroic Background
from any Bol setting or the BoL rule book (subject
to GM approval).

GREEDY: When you are presented with wealth,
whether it is money, technology or knowledge,
you tend to do whatever it takes to acquire it, and
until you do (or are forcibly removed from the
temptation), you must roll a Penalty Die on any
roll that’s not somehow directed towards that goal
(GMs Discretion) unless you spend a Hero Point to
overcome your greed.

MUTATION: Something in the harsh environment
of the Aftermath has warped you. You must make
a random roll on the mutation table. You may take
this flaw multiple times.
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HUMAN, SUPER-SOLDAT
The Super-Soldat (zu’per zol'dat) is a normal soldier
biologically, chemically and/or technologically altered
to be a one man killing machine. They typically arise
just before the final apocalypse (and might have even
had a hand in it), but unless the technology used to
create them survives into the Aftermath, they cannot
reproduce their numbers and eventually die out. There
are a number of ways they can reappear decades,
centuries or even millennia later, however.

The first is to have them found in cryogenic or stasis
suspension facilities hidden underneath a ruined
military base or super-science lab and accidently
or intentionally thawed out. Another scenario, for
settings where mankind has seeded other worlds, is to
have them show up as a scouting or occupation force
to reclaim the earth (possibly with their psychotic
cybernetic creations following from deep space to
finally destroy them).

The GM will have final say on how the Super-Soldat
exists in his setting, but characters based on them
should be limited in number. All Super-Soldat must
have at least 3 Ranks in the Soldier career.

SUPER-SOLDAT FLAWS

SUPER-SOLDAT BOONS

BEKAMPFENMONSTER: You may roll a Bonus
Dice when using your Melee Combat Ability.

SUPER-BEWEGLICHES: You may add 1 to your
Agility. Your maximum Agility is 6 rather than 5.

SUPER-STARKES: You may add 1 to your Strength.
Your maximum Strength is 6 rather than 5.

SUPER-SHARFESCHUTZE: You may roll a Bonus
Dice when using your Ranged Combat Ability.

SUPER-UBERLEBENDER: You have +2 Lifeblood.

* "%

BRAIN DAMAGED: The chemicals used to enhance
your body and program you to obey orders without
question caused massive mental trauma. You must
subtract 2 from your Mind. Your maximum Mind is
3 rather than 5.

CHEMICAL IMBALANCE: The treatment used to
enhance you wasn’t entirely successful and you
require corrective chemical therapy to keep your
metabolism in check. You are addicted to some
Uncommon chemical substance (GM chooses) and
you lose 1 point of LB and suffer a -1 to all your
abilities for every day you go without it.

PROGRAMMED: You were mentally programmed
to follow the orders of your service and your
superiors instantly and without question. This
programming is strong and so any actions that defy
a direct order from a Super-Soldat with a higher
rank in the Soldier career, or oppose one of your
standing mission directives, will cause you to take a
Penalty Die on all rolls until that order or directive
is followed or you spend a Hero Point to ignore it.

ROID-RAGE: The chemicals that pump up your
body often can send you into a blind killing fury
that spares no-one, friend or foe. At the end of
combat (typically when the enemy are dead,
running or have surrendered), you must roll a D6. If
you roll a ‘1’ you must continue fighting for another
D6 rounds, killing any surviving enemy first the
turning on any innocents and allies next.

VICIOUS: Your manner and bearing marks you
out as a killer, plain and simple, with no

other redeeming qualities or features in the eyes
of others. Roll a Penalty Die when dealing

with anyone who is not a Super-Soldat.




HUMAN, WASTELANDER

Those who dwell in the forbidding
wilderness, parched deserts and radioactive
wastelands of the Aftermath are some of
the toughest men and women the human race can
produce. They live in a land of deprivation and violence,
where marauding gangs of barbarians fight over sparse
guantities of food, clean water, salvage, fuel and
women (or men in the case of all female tribes).

All Wastelanders must have at least 1 Rank in the
Barbarian career.

WASTELANDER BOONS

BLOOD-FRENZY: You can enter into a state of
Frenzy once per adventure per Rank in Barbarian.
You add +D3 to your Strength and increase your
Life Blood correspondingly for the remainder of
the combat. You will not go unconscious at O LB
(although you will lose LB as normal if you go into
the negatives) and can continue fighting until dead,
but you may not retreat until the battle is through.

At the end of the combat, you lose the extra
Strength and LB gained from the Blood-Rage, and
if this takes you below -5, you must spend a Hero
Point or die immediately.

HARD-TO-KILL: You have +2 Lifeblood.

BASHER: You may roll a Bonus Die when attacking
with blunt objects or your fists.

FAR-STRIKER: You may roll a Bonus Die when
attacking with primitive ranged weapons.

THE STRONG SURVIVE: You may add 1 to your

WASTELANDER FLAWS

Strength. Your maximum Strength is now 6.

BERZERK-RAGE: At the end of combat (typically
when the enemy are dead, running or have
surrendered), you must roll a D6. If you roll 1-2
you must continue fighting for another D6 rounds,
killing any surviving enemy first then turning on
any innocents and allies next.

BRAWN OVER BRAIN: In the brutal wastelands,
low cunning and raw strength are prized over
intelligence and wisdom. You must subtract 1 from
your Mind. Your maximum Mind is 4.

MUTATION: Something in the harsh environment
of the Aftermath has warped you. You must make
a random roll on the mutation table. You may take
this flaw multiple times.

PRIMITIVE: You must roll a Penalty Die whenever
using anything other than Stone Age technology.

SAVAGE: Your crude demeanor and violent
temperament mark you out as a savage. You must
roll an Extra Die in all social situations with non-
Wastelanders.




MUTANT

The harsh environment combined with years of
exposure to chemical, bio-hazardous and/or nanotech
influences (not to mention a good deal of inbreeding)
has led to a species of humanity that is genetically
corrupt from birth. As far from genetic stability as a
race can get without simply devolving into a pile of
inert protoplasmic goo, the only thing that you can say
holds true for all mutants is that no two are alike.

Mutants replace one of their starting career slots
with the ‘Mutant’ career at Rank 1. This career can be
improved in the same manner as any other. They also
start out with two mutations as part of that career and
gain another Mutation for every additional Rank taken
in it (see page 68. for more details).

MUTANT BOONS

BACK-STABBING GIT: When a mutant
must use violence, they prefer to knife
their opponents in the back. You may roll a Bonus
Die for both the to-hit and damage rolls when
striking an unknowing opponent from behind.

BOTTOM FEEDING GIT: Whenever scavenging for
food, items, etc. the mutant may roll a Bonus Die.

SNEAKY GIT: Years of creeping about trying to
avoid the sight of others has made you very sneaky.
You may roll a Bonus Die on all stealth related
tests.

MUTATION BOON: You receive +1 Rank to your
Mutant career. Your maximum Rank in this Career
is 6 rather than 5.

MUTANT FLAWS

COWARDLY GIT: Whenever confronted with
violence or dangerous situations, you must make a
Mind test or flee to a safe distance. Until you do or
the danger passes, you must roll a Penalty Die on
all tests unless you spend a Hero Point.

LOATHSOME GIT: Most people have an innate fear
and loathing of the mutant and you seem to have all
the worst qualities of your race. You roll a Penalty
Die in all social situations with non-Mutants.

MUTATION FLAW: You must make a random
roll on the mutation table. You may take this flaw
multiple times.

SICKLY: Your weak genetic stock makes you prey
to all manner of iliness, disease and bodily
weaknesses. If you roll a Calamitous Failure
during the game, you have caught some bug or
some bodily ailment starts acting up and you
must roll a Penalty Die for the rest of the
adventure.




SUPERNATURAL ENTITY
Creatures-That-Should-Not-Be roam the
devastated remains of the Earth. They
might have come here from some magical
rift ripped open by the apocalypse, or they
might have been here the whole time, either way,
they see the other species as pawns in their cosmic
struggles, playthings to be toyed with or even food for
their unholy appetites.

This is a catch all term for a variety of creatures, from
angels and demons, to faeries and mythos creatures,
0 werewolves, vampire, zombies and everything in
& between. The GM will have final say on exactly what
breeds of supernatural horror roam his devastated
earth, but in theory, if it haunts your worst nightmares,
you can be it.

Supernatural Entities replace one of their starting career
slots with a unique career, ‘Supernatural Creature’
§ at Rank 1 (where you replace the term ‘Supernatural
Creature’ with the name of your specific creature type
like Angel, Vampire, Deep One, whatever). This career
can be improved in the same manner as any other.

This career will give a modifier to the character’s actions

depending on the abilities and weaknesses of their
' particular flavor of boogum. This modifier can be
positive or negative and can be applied in a number
of ways (see the Awakened Animal Genotype entry
for more details).

- Considering the variety of horrors and the number
of ways in which the ‘Supernatural’ Career might be
applied, we have a provided a few example monsters
with a few possible ways to apply their ‘careers.” Of
course, GMs are free to come up with their own
interpretations of the following creatures to better
suit their settings...

d ANGEL

® Angels may fly at a speed equal to their Base
Move x their Rank.

® Angels add their Rank when rolling for feats of
Strength.

® Angels may perform a number of minor miracles
(turning water to wine, healing minor damage,
opening locked doors, etc.) a number of times per
day equal to their Rank.

® Angels cannot do evil (lie, steal, harm the
innocent, etc. GM'’s discretion).

d <LFAR

® Elfar take double damage from cold iron.
® Elfar can add their Rank to any stealth rolls.

® Elfar have additional AP equal to their Rank.

® Elfar can change their size up or down by a
number of times equal to their Rank.

J

VAMPYR¢

® Vampyres add their Rank when rolling for feats
of Strength.

® VVampyres gain +1LB for every pint of blood they
drink (maximum bonus equal to their rank).

® VVampyres must roll a Penalty Die on all actions
when in the presence of holy symbols, garlic or
sunlight.




In addition to the Supernatural Creature Career, you
may take the following Boons and Flaws.

SUPERNATURAL FLAWS

SUPERNATURAL BOONS

SUPERNATURALFORCE: Youareanatural sorcerer
and may roll a Bonus Die when casting magic. This
counts as 2 Boons.

SUPERNATURAL FORM: You may shift into
another form different from your natural one. Treat
this form as its own Career at Rank 1 with all the
skills, abilities and weaknesses of that form, at that
Rank, when you are in that form. This career can
be improved in the same manner as any other. You
may take this Boon multiple times, adding a new
form each time this Boon is taken.

Example: A Demon could take the ‘Wolf’ form at
Rank 1 and while in that form, could do all the
things a normal wolf could do at +1.

SUPERNATURAL LIFEFORCE: You cannot be
killed by normal means. If brought to below -5 LB,
you simply go into a torpor like state until you are
brought back to 0 LB. This is worth Three Boons.

You do, however, have D3 weaknesses (stake
through the heart, elder signs, special rituals, etc.)
that can destroy you or banish you from the Earthly
Realm if they damage you when you are at -5LB,
or when someone spends a number of minutes
equal to your Rankx10 enacting a ritual against
you (whichever is appropriate for the specific
weakness).

SUPERNATURAL SPEED: Your base movement is
increased by 10’. Alternately, you may take a new
form of movement (like flight or moving through
solid objects) at 10’ per round. You may take this
Boon multiple times.

SUPERNATURAL POWER: You may add +1Rank to
your ‘Supernatural Creature’ Career. Your maximum
Rank in this Career is 6 rather than 5.

THE CORRUPTION: Anyone you feed on or
kill must make a Hard Mind roll or gain your
‘Supernatural Creature’ Career at Rank 1 along

with all of your Boons and Flaws. They may be
mindless killing machines or intelligent predators
with a burning hatred and desire to destroy you and
everything important to you (GM’s discretion).

THE CURSE: You are tasked or cursed with a
sacred or unholy mission (the GM will determine
the details, but it should be an ongoing task,

like ‘destroy all demons’ or ‘convert the living to
vampires’). Refusing an opportunity to fulfill your
task/curse will cause you to take a Penalty Die on all
rolls until that opportunity is taken or you spend a
Hero Point to ignore it.

THE FEAR: All living things can sense your
supernatural aura and recoil from it. You must
roll a Penalty Die when dealing with any other
non-supernatural creatures. The GM may waive
this penalty for certain creatures you have a
supernatural affinity with, like Vampires do with
Bats, Rats and Wolves.

THE FORBIDDEN: You are forbidden from some
action (the GM will determine something fairly
restrictive like “You may not kill humans’, ‘you may
not enter consecrated ground’). Violation of this
stricture causes damage to you equal to D6 + your
Rank. This Flaw may be taken multiple times.

THE HUNGER: You crave something (blood, brains,
souls, etc.) that you can only get from sentient living
beings. They must consume their Rank in LB in the
case of things like blood, or consume a single item i
the case of things like brains or souls, every D6
days or suffer your Rank in damage that will not
heal until that need is satisfied. This Flaw cannot
be bought off, it is the price of your power, but it
does count as two Flaws.
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LANGUAGES

The following languages are available in
most Aftermath settings unless the GM
determines that they are inappropriate for
some reason. The GM might determine, for
example, that the aftermath is so close to our modern
age that people still speak modern languages.

Speaking a language does not mean one has literacy in
it. A PC must have an appropriate career to be able to
read and write. The GM might even restrict literacy in
anguages like Magik or Tek to specific careers.

@ ANCIENT

This is the mysterious language of the Before-Time.
The GM must determine whether or not this language
is available in his setting. If it is, it will be restricted to
those with either a Rank of 3+ in the Wise One Career
or those born to the Adonai, who know it automatically
as a sacred birthright.

MAGIK

The language of magic and supernatural entities is a
guttural yet highly sophisticated dialect written in
complex sigils and runes whose very utterances can
cause vibrations and changes in reality. Just speaking
1 th|s language causes feelings of ill will in the average
. person, so it is rarely used for polite conversation.

NATIVE (VARIABLE)

There are as many individual languages in the world
as there are groups of people or awakened species
- to speak them, from the grunts and hand-signals of
the wasteland tribe of Groo to the gurgling speech
of the fish-men of flos. You may pick a single dialect
to be fluent in each time you take Native as a
Language. Awakened plants and animals speak their
natural language automatically.

TEK
This is the language of the Meks, Juicers and
others who deal with science and
- technology. It is highly complex and
"‘M technical, with sacred words
like ‘Voltage, ‘Boyleslaw’ and
‘Thermodynamics’ that are
used in the creation of tek-
magic.

THE SPEAK

After the apocalypse, this crude sort of Lingua Franca
quickly arose so that the varying tribes and species
could have some common frame of reference for trade
and general communication. Almost anyone can learn
to speak it if they have vocal chords or some manner
of emitting sound.

MA<IK
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TRINARY

This is the language of Bots and other sentient
computer intelligences. It is similar to Binary (which
Trinary speakers also understand) but includes values
for not only ‘Yes/On’ and ‘No/Off’ but ‘Either’ as well,
allowing it to mimic human concepts and thought
processes. Bots automatically speak Trinary.

EQUIPPING AFTERMATH PCS

Resources can be hard to come by in the post-
apocalyptic world, so Barbarians of the Aftermath
PCs will be a lot lighter on equipment than their BoL
counterparts.

PCs are equipped using the rules found on page
104. Each character starts with 3D6+3 EQUIPMENT
POINTS (EP) to spend on their equipment modified by
the setting’s Resource Level (see page. 28):

EQUIPMENT MODIFIERS
Rocks & Ruin -6
It Don’t Come Easy | -3
The Basics 0
Land of Plenty +3




This total is rerolled each adventure and carried
equipment is modified accordingly by reducing down
to your new maximum EP amount or adding more
equipment up to the new amount.

This reflects the way in which new items may be found
and old items might be lost, stolen, broken or just run
out of power or ammo between adventures. Like most
things in the Aftermath, personal property is hard
earned and easily lost...

NAMING POST-APOCALYPTIC PCS

Due to the large number of potential settings in BotA, it
would be hard to nail down a single naming convention
for PCs. The following suggestions, however, should
give you a good basis for creating authentic sounding
post-apocalyptic names for your characters.

BIBLICAL

The Bible, particularly the Old Testament, has a host of
names that sound great for post-apocalyptic characters,
with a lot of hard consonants and guttural sounds, like
the ‘Ch’ in Chutzpah. These names work well for most
characters. Ex: Absalom, Boaz, Jezreel (f), Maacha (f),
Nahor, Zebulun, etc.

TRIBAL

Descriptive names, like those used by Native
Americans, give a savage, natural feel to characters
born to barbaric tribes as well as Sentient Animals and
Plants. Ex: Sky-Child, Howls-at-Moon, Painted-Shell,
Crazy-Talk, Broad-Leaf, Boots, etc.

HONORIFICS

More like titles than names, honorifics are assumed
by their owners to intimidate others. Good for aliens,
barbarians and bots. Ex: Skull-taker, King Vermin,
Night-bringer, Cyber-stalker, Bone-grinder, Duke-Of-
New-York-A-Number-One, etc.

LINGUAL DRIFT & BASTARDIZATIONS

Take any modern name and change or remove any a
letter. So Dallas could have the L's removed to become
Daas. Alternately, you could replace the L's with another
consonant like ‘K’ to get Dakkas. You can also take two
names and cram them into one. So Nathaniel Torson
could become Nattor and John Smith could become
Josmith.

SAMPLE CHARACTERS...

JEZRAI-EL
GENOTYPE: Adonai
ATTRIBUTES COMBAT
Strength 0 Brawl 0
Agility 1 Melee 0
Mind 3 Ranged 1
Appeal 1 Defence 3
LB:10 PK:15 HP:5

CAREERS: Wyrd 3, Wise One 1, Juicer 0, Preacher 0
BOONS & FLAWS: Hyper-Immune, Pure Strain, Rad
Resistance, Strong Mind, Abhor Physical Violence, Air
of Superiority, Honourable

LANGUAGES: Ancient, The Speak, Tek, Feline

GEAR: Light Pistol, Conversion Field, Chemistry

Set, Book, Compass

Jezrai-El is currently wandering the ravaged lands
as part of a coming of age ritual which pits young
adult Adonai against the world outside of the
safety of their pleasant
valley home. So far, she
hasn’t enjoyed the
experience and
hasn’t dealt
well with
others.



GREE-TOK
GENOTYPE: Alien

ATTRIBUTES COMBAT
Strength 0 Brawl 0
Agility 3 Melee 2
Mind 2 Ranged 1
Appeal 0 Defence 1

LB:11 HP:5

CAREERS: Air Rider 1, Hunter 1, Mek, 1,
Professional (Scientist) 1

| BOONS & FLAWS: Keeper of Knowledge, Enhanced
Attribute (AGI), Mutation Boon x2, Mutation Flaw
- x2, What the Hell Is That?

MUTATIONS: Extra Arm with Light Pistol Hand, No
Nose, Three eyes

LANGUAGES: Gree, Tek, The Speak
GEAR: Energy Sword, Fusion Grenade, Field Armor,

Personal Comm-Unit.

Gree-Tok crash landed on Earth a year ago. He
has become a mercenary in hopes of
finding some lost archeotech horde to
plunder for parts to repair his
Warp Drive, but the primitive
antics of the local species have

thus far kept him from his goal.

PADRAIG
GENOTYPE: Awakened Animal (Fox)
ATTRIBUTES COMBAT
Strength 1 Brawl 0
Agility 2 Melee 0
Mind 1 Ranged 2
Appeal 0 Defence 2
LB:11  HP:5

CAREERS: Fox 0, Doc 1, Juicer 1, Shade 2

BOONS & FLAWS: Man-Beast

LANGUAGES: Vulpine, The Speak, Tek

GEAR: Pistol x2, Boomerang, Rifle, Chemistry Set

Born on one of the relatively untouched islands off
the coast of Ireland, Padraig’s clan were chased off
of their land when the Tuatha De Danoon decided

to reclaim Ireland for themselves and slaughter any
mortal species that stood in their way. Since then, the
clan has tried to settle in numerous places but are
always forced to move on within a year due to their
natural timidity in the face of hostile locals.

Padraig, who is unusually bold for fox-kind, is the
scout for his clan, moving ahead to find new lands

to settle whenever it becomes clear that they will be
forced out yet again. Padraig is trying to convince his
clan to fight, but so far, his pleas have been ignored ...




SHITAKI

GENOTYPE: Awakened Plant (Fungi)

ATTRIBUTES COMBAT
Strength 0 Brawl 1
Agility 3 Melee 1
Mind 1 Ranged 1
Appeal 0 Defence 1

LB:10 PK:11 HP:5

CAREERS: Mushroom 1, Scavenger 1, Shade 1, Wyrd 1

BOONS & FLAWS: Plant-man, Enhanced Instincts,
Reduced Sense- Smell, What the Hell is That?

LANGUAGES: Fungoid, Japanese, The Speak
GEAR: Psi-Sword, Throwing Stars, Infiltration Gear

Shitaki hails from Fukuoka, Japan where fungal
growths of all sorts have taken over the caves under
the ruins of the prefecture.

Shitaki left his clan after failing to as