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OTHER RESOURCES

In addition to Post-
Apocalyptic Hero, Hero
Games publishes many
other books Post-Apoc-
alyptic gamers may find
useful. These include:

The HERO System
Bestiary, a collection of
180 monsters and ani-
mals that will provide
any GM with plenty
of adversaries for the
PCs — all you have

to do is convert them
from mystic monsters
to mutated animals or
the like.

The Ultimate Vehicle
and The HERO System
Vehicle Sourcebook, two
invaluable resources

if you’re running a
Road Wars campaign
or other game that
features a lot of vehicle
use and combat.

The HERO System
Equipment Guide, a
compendium of gear
covering all time periods
and genres, supplements
the equipment section
in Chapter Two nicely,
particularly if you're
running a game where
the apocalypse occurs in
the future and Science
Fiction-style technology
can be salvaged.

Hero System 5™ Edition Revised

INTRODUCTION

e end of the world — and, paradoxically,
what happens after that — has always fas-
cinated writers and readers alike. Some of
mankind’s earliest myths and tales described

world-destroying catastrophes and wars, such as
the Greek myth of Deucalion or the Norse story
of Ragnarok, the twilight of the gods. With the rise
of Science Fiction in the twentieth century, some
authors and filmmakers turned their talents to
modern versions of these legends — ones in which
plague, comet or asteroid impact, natural disasters,
or nuclear war brought human civilization to an
end, leaving the survivors to eke out a living among
the ruins... and perhaps start on the long road back
to an advanced society.

Post-Apocalyptic Hero is your guide to this
genre (or perhaps more accurately, subgenre of
Science Fiction) for gaming. It provides all the
resources you need to use the HERO System to
create Post-Apocalyptic characters and adventures
every bit as exciting as those you read or watch.
Like Hero’s other genre books, you can think of it
as a sort of “instruction manual” that shows you
how to use the HERO System 5" Edition, Revised
“toolkit” to create the best, most interesting charac-
ters and campaigns possible.

Chapter One, Ruins, Wastelands, And Mutants:
The Post-Apocalyptic Genre, reviews the genre as
a whole, including its subgenres (such as Low and
High Post-Apocalyptic, Road Wars, and Zombie
Apocalypse), major elements and themes, and how
it interacts with other genres and metagenres. If
you don’t know much about the genre, or you're
looking for some inspiration for a character or
campaign, this is the place to start.

Chapter Two, Building A Better Mutant:
Post-Apocalyptic Character Creation, covers the
topic of creating characters for Post-Apocalyptic
Hero games. It has three main sections. The first
includes Package Deals that cover the wide range
of characters in the genre. The second reviews
the HERO System character creation elements
like Skill and Powers, discussing how best to use
them in the genre and providing expanded or
optional rules for elements like the Survival Skill
and the Money Perk. The third and final section
covers Post-Apocalyptic equipment, ranging
from swords and shields to laser pistols, Geiger
counters, and decontamination foam.

Chapter Three, Adventure Among The Devasta-
tion: Gamemastering Post-Apocalyptic Hero, is for
the GM’s eyes only. It provides general guidelines
and advice for running Post-Apocalyptic games,
ranging from what type of apocalypse the GM

wants to use to destroy the world (and the implica-
tions of each one), to the timeframe of the cam-
paign in relation to the apocalypse, the campaign’s
technology level, campaign style and tone, and how
best to use villains and NPCs. It includes advanced
rules for genre-appropriate subjects like scavenging,
the condition of ruined buildings and equipment,
radiation, and starvation.

Chapter Four After The Apocalypse: A Post-
Apocalyptic Sourcebook, provides settings, scenar-
ios, and other resources GMs and players can use in
their Post-Apocalyptic games. The settings include:

m Amrica, a Low Post-Apocalyptic setting centuries
after a devastating series of wars and catastrophes

m After The Blast, a High Post-Apocalyptic setting
that includes dozens of example mutant powers
(both beneficial and disadvantageous) and charac-
ter sheets for mutated animals and similar threats

m The Moonshattered Earth, a High Post-Apoca-
lyptic setting in which magic has returned to

a world where near-miss by an asteroid breaks
Earth’s continents apart and moves the Moon
closer to the planet

m Zombie World, in which the dead have arisen to
feast on the living

m Revelations 1001, in which the events proph-
esied in the Book of Revelation come to pass in
the year 1001

m Destinations, a Low Post-Apocalyptic game in
which the characters struggle to reach a safe haven
and find enough to eat in a world virtually stripped
bare by a solar flare

m Mechanon Triumphant, in which your Champions
heroes travel to an alternate Earth to see what hap-
pens when the master villain wins

m Tobacco Road, a “Road Wars” Low Post-Apocalyp-
tic campaign set in central North Carolina

The settings also include example characters,
maps and detailed descriptions of specific areas
the GM can use in his game.

Lastly, the book concludes with a Bibliogra-
phy of Post-Apocalyptic literature and movies. It
offers plenty of sources of inspiration for players
and GMs alike.

So, get your supplies ready, make sure you
have a few bullets for that gun you found in
the abandoned armory, and strap on your wrist
crossbow — it’s time to brave the mutant-filled
wastelands of Post-Apocalyptic Hero!
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RUINS, WASTELANDS,
AND MUTANTS

How can a great and wise civilization have
destroyed itself so completely?

— A Canticle For Leibowitz
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THE POST-
APOCALYPTIC

efore you conceive and design Post-
Apocalyptic characters and campaigns, you
should consider what Post-Apocalyptic is
— what makes it a genre.

Compared to genres such as Fantasy and Pulp,
Post-Apocalyptic really only has one unifying ele-
ment, but it’s a crucial one: the apocalypse itself.
You can’t have a Post-Apocalyptic story without an
apocalypse to give you a “post-” era. Whether the
story starts before/during the catastrophic event
itself (as in the Niven and Pournelle novel Lucifer’s
Hammer) or takes place so many centuries later
that the apocalypse becomes the subject of myth
and legend (as in Paul Williams’s Pelbar Cycle
novels, Piers Anthony’s Battle Circle, or Walter
Miller’s A Canticle For Leibowitz), there’s an apoca-
lypse involved. Modern (or sometimes future) civi-
lization has collapsed or been destroyed somehow,
whether through physical destruction or because
something has caused the near-extinction of
humanity, and Our Heroes are left to survive amid
the ruins... and, perhaps, rebuild.

OTHER POST-APOCALYPTIC
ELEMENTS

But just saying “there was an apocalypse”
isn’t the end of the analysis. Many other elements,
themes, tropes, and “bits” weave in and out of Post-
Apocalyptic stories, making them a distinct genre
(or in some respects a major subgenre of Science
Fiction). They include:

THE ANCIENTS

What would it mean to find a history of the
Roadmakers, to learn something about the race
that had built the great cities and highways,
what they had dreamed of. And perhaps even
to recover an account of the Plague days.

—Silas ponders the gaps in his
knowledge in Eternity Road

If [the Blast] had been unleashed somehow by
man himself, as the crazies claimed, why had
the ancients chosen to do it?

—Sos ponders the cause of
the apocalypse in Battle Circle

How can a great and wise civilization have
destroyed itself so completely?

—Walter Miller, A Canticle For Leibowitz

In Post-Apocalyptic stories that take place so
long after the apocalypse that pre-apocalypse civi-
lization is a mystery, “the Ancients” — the creators
and inhabitants of the pre-apocalypse society — are
often mentioned. In some cases they’re regarded
as almost mythological — gods or near-gods
capable of feats (like building skyscrapers) that
Post- Apocalyptic people cannot even conceive of
undertaking. In other stories, where characters are
more aware of the course of history and the nature
of their own society, the Ancients are the subject of
scientific and practical speculation: how did they
do what they did, how can we discover their secrets,
how can we use their technology? It’s a paradox
that gnaws at the minds of thinking characters...
and can make them question their own actions.

APOCALYPSE ANEW

Listen, are we helpless? Are we doomed to do
it again and again and again? Have we no
choice but to play the Phoenix in an unending
sequence of rise and fall?

— Walter Miller, A Canticle For Leibowitz

That The Death must never be allowed to
come again was the basic reason for all sci-
entific training.

—Sterling Lanier, Hiero’s Journey

In many Post-Apocalyptic settings, the char-
acters are aware, dimly or precisely, that their
civilization comes after one (often a much more
advanced one) that destroyed itself. The question
then arises, and becomes a theme in the genre, of
whether the apocalypse can happen again. Most
thoroughly (and disturbingly) explored in Walter
Miller’s novel A Canticle For Leibowitz, this
theme also resonates at some level in many other
Post-Apocalyptic stories. For example, over the
course of the Pelbar Cycle novels, the characters
and their civilization rediscover many technolo-
gies and make significant cultural advancement...
but they wonder, and worry, about whether they
may not be on the road to another “Time of Fire;
and they do their best to structure and manage
their civilization to prevent that. Some radicals
among them question whether progress, discov-
ery, and advancement are even desireable — if
progress leads to Destruction, why not remain
primitive? Your PCs may find themselves wres-
tling with the same question.

>
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CORRUPTED NAMES

“I was taking [the Black Pearl] to the humans
who dwell in the ruins of Manhat, beyond
this forest.”

—Tyrron the Courier explains his mission
to Thundarr in Episode 1,“Secret of the
Black Pearl,” of Thundarr the Barbarian

Many Post-Apocalyptic settings feature place-
names and personal names that are corruptions
of modern ones known to the reader/viewer. For
example, the Atlantic Ocean might become the
Lantic Sea, New York transliterates into NYok, a
man who would once have been named Kenneth is
now K’neth, and so forth. This provides the reader
(and in an RPG, the player) with a sense of famil-
iarity-that’s-not-familiarity and a glimpse into how
the world has changed. It’s also an easy tool for the
GM to use, allowing him to quickly create a lot of
names without much effort.

THE FAMILIAR MADE STRANGE

It was easy enough to see: a ribbon of white
light moved through the night on the far side. ...
It was traveling in a straight line. And coming
quickly. Not like something passing through
woods. More like a spirit gliding above the
trees.

“The thing’s airborne,” said Silas. ...
“It’s Arin’s dragon,” said Chaka. ...

It broke apart, separated into distinct glowing
segments. Four. One behind the other. It was
curving eastward now, moving as if it were
going to pass across their front, parallel to the
river. They held their breath. It began to slow
down. ...

“It’s stopping,” said Silas in a hushed voice.

Each of the Four illuminated segments had now
become rows of individual lights. Eyes, thought
Chaka. It had a thousand eyes.

—the heroes of Eternity Road are baffled
by the appearance of a maglev train

Similarly, many things that would seem
perfectly ordinary and explainable to early
twenty-first century humans are presented as
weird, strange, or dangerous in the eyes of Post-
Apocalyptic characters, because they’re ignorant
of what they are. A train might be described as
a “gigantic metal serpent with a deafening roar,”
a skyscraper as a “glass tower,” and a road as a
“black path.” Part of the fun of GMing a Post-
Apocalyptic Hero campaign is coming up with
descriptions like this, and part of the fun of play-
ing in one is figuring out what they refer to.

THE GENE POOL

Post-Apocalyptic societies with some knowl-
edge of genetics, or at least animal husbandry,
worrying about the dangers the apocalypse poses
to the gene pool. If only a handful of humans sur-
vive Armageddon, can humanity really survive, or
will inbreeding just become the long, slow coda
to extinction? For an isolated tribe or community,

finding a way to reach other groups of people to
broaden the gene pool might become a paramount
concern. Similarly, if only a few cattle remain, they
may not form a good long-term “breeding stock,”
requiring supplementation from outside sources
(if any exist). And of course, if the apocalypse was
caused by nuclear war, genetic damage can lead to
mutations (see below).

HATRED AND FEAR OF TECHNOLOGY

“Why did they [stone Soames to death]”?
“Because theyre afraid.”
“Of what?”

“Of yesterday,” said Mr. Hostetter. “Of tomor-
row.”...

“Because they’re afraid he might bring all that
back again — the cities, and all?”

—Len discussses fear of technology and what
it can make men do with his grandmother
and Mr. Hostetter in The Long Tomorrow

In Post-Apocalyptic settings where people
remember, either directly or through legends,
an apocalypse caused by bombs, machines, or
other devices, hatred and fear of technology often
becomes the norm. Any advanced technology may
be seen as a tool of the Devil, or simply feared on
the grounds that it could cause another apocalypse.
Characters in such a campaign may have to make
EGO Rolls to overcome their nigh-instinctual fear
of technology the first few times they encounter it.

INEVITABLE DECAY

In some Post-Apocalyptic stories, the
decline of civilization, society, culture, and
morals after the apocalypse is portrayed as very
likely, if not inevitable. Humanity reverts to a
state of near-barbarism, losing what technol-
ogy and knowledge it retained in the immediate
post-apocalypse period during the struggle for
survival. Robbery, murder, kidnapping, rape, and
perhaps even cannibalism become widespread,
and it falls to good men — such as your PCs
— to try to stem this tide of evil and cruelty.

INSULAR SOCIETIES

Again, in that day each little tribe will live by
itself and to itself and go its own way, and their
differences will soon be more than they were
even in the first days of Man, according to the
accidents of survival and of place....

—George Stewart, Earth Abides

In many Post-Apocalyptic settings, the apoca-
lypse and the times that come after lead to a frac-
turing of human society. Without access to easy
means of communication and travel (and perhaps
even incentives not to travel, like bandits, mutant
gangs, and radiation zones), each pocket of surviv-
ing humans develops its own ways, customs, and
means. At best, the end result may be a patchwork
of cultures and languages that make it harder for a
traveling group of PCs to communicate effectively,
make friends, and convince people they intend no
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harm. At worst it may lead to societies that want to
kill and eat the PCs, enslave them, sacrifice them
to the Radiation God, or punish them as heretics.
A society that’s so isolated it believes itself to be
the only one left may not take kindly to being dis-
abused of its notions by the arrival of the PCs... or
it may hail them as saviors.

KNOWLEDGE: LOSING IT, PRESERVING IT

Scientists, both Abbey and laymen, however,
never stopped searching for more data on the
lost ages in an effort to help shape the future.

—Sterling Lanier, Hiero’s Journey

One almost inevitable result of the apocalypse
is a loss of knowledge. An apocalypse means the
death of millions (if not billions), and often the
destruction of databases and libraries, and that can
only mean one thing: some of what modern man
knows will be lost to the survivors of Armageddon.
In some cases Post-Apocalyptic characters know
they’ve lost much of humanity’s former knowledge,
and it causes them anguish on some level; in other
cases, ignorance of the loss is an aspect of that loss.

Of course, the loss of knowledge may be
somewhat inconsistent. Knowledge of some sub-
jects (agriculture or flying, for example) may have
almost faded away (at least in some areas), while

other subjects more important to the action-adven-
ture side of the genre (automobile repair, gunsmith-
ing, demolitions) remain well-known. Some areas
may have lost virtually all knowledge of pre-apoca-
lypse civilization and arts, while others still remem-
ber or have records of most things. If the needs of
the story demand it, some knowledge may be lost
within less than a generation, while other knowl-
edge lingers on for millennia (perhaps becoming
fragmented or altered over time).

In settings where the characters know there
was an apocalypse and that knowledge was lost,
or where the story involves discovery of lost
knowledge as a plot device, recovering and pre-
serving the lost knowledge becomes an impor-
tant element and theme of the story. There may
even be entire (formal or informal) organizations
devoted to the practice — the Knights Librar-
ian, if you will, or the Church of the Scripture
Preserved. (The Preserver Package Deal in Chap-
ter Two represents a character devoted to this
pursuit.) Obviously recovered knowledge can
have practical applications (the PCs might learn
how to work a device that makes their lives more
comfortable, or discover weapons that let them
defeat a powerful enemy), but in some senses
regaining lost knowledge is a noble end in and of
itself, even if the data helps the heroes not at all.
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MUTANTS

He had no illusions about the dangers involved
in what he was doing. The world was full of
savage beasts and more savage men, those who
lived beyond any law and made pacts with
darkness and the Leemutes. And the Leemutes
themselves, what of them? Twice he had fought
for his life against them, the last time two years
back. A pack of filthy hideous ape-like crea-
tures, hitherto unknown, riding bareback on
giant, brindled dog-things....

—Sterling Lanier, Hiero’s Journey

The pilot was looking at the calf. Its legs were
half the normal length.

“Mutant,” said the general. “You find a lot
of such animals. Radiation from bombed or
dusted areas. There are even a lot of human
abnormal births.”

—Poul Anderson, “Tomorrow’s Children”

The most popular form of cataclysm for
Post-Apocalyptic stories is nuclear war... and
nuclear bombs mean radiation, which wreaks
havoc with flesh and genes. “Realistically” this
means death for those intensely exposed, and
defects in later generations born to the survivors,
but Post-Apocalyptic writers and filmmakers
are rarely content with reality. Thus, in the Post-
Apocalyptic genre as in comic books, radiation
often has bizarre mutative effects. It transforms
ordinary animals into hideous monsters, and
makes of men inhuman creatures with all variety
of strange aberrations and deformities. In more
“realistic” settings these alterations are rarely (if
ever) pleasant, and those who possess them tend
to live apart, often in the wastelands, either alone
or in small cults and communities. (Sometimes
the mutants are the only ones who can survive
in the wastelands — their mutations allow them
to withstand radiation, plague, or whatever cause
the apocalypse.) In more fantastic or cinematic
settings, mutants may gain all sorts of strange,
superhuman powers.

See Chapter Two for a Mutant Package Deal,
Chapter Three for more information on mutants
as Post-Apocalyptic villains, and the After The
Blast setting in Chapter Four for example muta-
tions and mutant beasts.

NATURE AFTER MAN

...5 billion people will die from a deadly virus
in 1997...

...The survivors will abandon the surface of
the planet...

...Once again the animals will rule the world...

—from the introduction
to the movie 12 Monkeys

Dimly Hiero could see, the scientist still operat-
ing in his mind, a frog or three-quarter grown
tadpole might have provided a possible remote
progenitor. The great opalescent eyes were
set ten feet apart on the blunt, slimy head. It

squatted many yards off the mud on mon-
strous bowed forelegs, and horny claws tipped
the giant toes. And the incredible gape of the
jaws now gleamed with lines of giant fangs,
teeth such as no frog ever had, like a forest of
ivory needles, each a foot long, glistening in the
moonlight.

—Sterling Lanier, Hiero’s Journey

Post-Apocalyptic stories often speculate about
what life on Earth will be like after humanity has
largely been wiped out. On the more “realistic” end
of the spectrum come questions about the fate of
domesticated species and discussion of how wild
animals will spread into territories once controlled
solely by men, such as cities. On the more fantastic
there’s Planet Of The Apes (where apes evolve into
sentience and enslave the surviving humans) and
mutant animals of every monstrous variety.

POWER

“No energy, no town!”

—Master Blaster, from the movie
Mad Max: Beyond Thunderdome

The survivors of the apocalypse are often as
concerned about power as they are about food
— whether that’s electricity to run lights and other
intact machines, gasoline for cars, battery packs
for laser rifles, or something else. The collapse of
civilization usually means that few (if any) means
of producing power exist, so scavenging for power
resources becomes a major preoccupation, and
any production facility is a treasure beyond price.
Entire towns or city-states might grow up around
a functioning power plant or oil refinery... but even
with all the defenses they can muster, they'd still be
the targets of biker gangs, packs of mutants, enemy
tribes, and the like. The need to obtain more fuel or
power could lead to many an adventure for the PCs.

QUEST FOR SAFETY

When weve got to high ground, when we

know what’s happening, we can start think-

ing civilization again,” Eileen said. “Until
then, we survive.”

—Larry Niven and Jerry

Pournelle, Lucifer’s Hammer

One of the classic forms of Post-Apocalyptic
story, discussed as a campaign model in Chapter
Three, is the “quest for safety” The characters are
people, usually more or less ordinary ones, trapped
by the collapse of society (which occurs during or
immediately before the story) in a dangerous or
untenable location. Personal knowledge or rumor
informs them of a place where they can be safe:
an old rural retreat they remember from child-
hood; a relative’s isolated, well-stocked home; a new
community founded by a man strong enough to
maintain order and ensure safety. Through perils of
every variety — from hostile peoples, to environ-
mental hazards, to starvation — they have to make
their way there.
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RELIGION

2When the Lamb broke open the sixth seal, I
looked, and behold, there was a great earthquake;
and the sun grew black as sackcloth, and the full
moon became like blood, and the stars of the
sky fell to earth as the fig tree sheds is winter fruit
when shaken by a gale; "the sky vanished like
a scroll that is rolled up, and every mountain
and island was removed from its place. *Then
the kings of the earth and the great men and the
generals and the rich and the strong, and every-
one, slave or free, hid in the caves and among the
rocks of the mountains].]

—Revelation 6:12-15

’Neath sea the land sinketh,
the sun dimmeth,

from the heavens fall
the fair bright stars;

gusheth forth steam
and gutting fire,

to very heaven
soar the hurtling flames.

—from the Voluspd of the Elder Edda,
describing Ragnarok, the twilight of the gods

Thoughts of the destruction of the world and
the casting-down of mankind’s civilization naturally
relate to religious themes, since it is in trouble times
that men turn to religion for solace — and what
time could be more troubling than the Apocalypse?
Religious themes, beliefs, and doctrines consciously
or subconsciously form a current (or undercurrent)
through most Post-Apocalyptic stories. In some cases
religion becomes a prominent element: in A Canticle
For Leibowitz, the main characters are members of
a religious order; in the Pelbar Cycle novels, the dis-
covery of an intact Bible causes problems in a society
whose religion was consciously tailored in centuries
past to control men; in Stephen King’s The Stand, the
heroes’ adversary Randall Flagg, the “Walkin’ Dude;’
is possibly the Devil or the Anti-Christ. In other cases
it's more of a background aspect of the story, as char-
acters wonder why God would destroy the world, why
they survived, and what it all means in a larger, meta-
physical sense.

In the genre’s most stark use of the subject,
religion is the cause of the apocalypse. In stories
such as the Left Behind novels, the End Times arrive,
Judgment Day occurs, and human civilization is
destroyed.... yet for some reason people remain on
Earth in a post-apocalyptic world. The reasons for
this vary based on interpretation of religious doc-
trine and the dramatic needs of the story. Perhaps
the “survivors” are sinners who do not get to go to
Heaven and are instead condemned to live their
lives in a literal Hell on Earth. Perhaps demons
“snared” some people, preventing them from receiv-
ing the benefits of Judgment Day so they (the
demons) could toy with them. Whatever the reason,
religious doctrine and meaning suffuse the story,
and the resolution to the problems facing the heroes
may involve solving a religious mystery, cleansing
themselves of sin, or doing penance of some sort.
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RUINED LANDMARKS

“Oh my God. I'm back. I'm home. All the time,
it was.... We finally really did it. You maniacs!
You blew it up! Ah, damn you! God damn you
all to hell!”

—George Taylor realizes he’s on

a post-apocalyptic Earth when he

sees the shattered remains of the Statue
of Liberty at the end of Planet of the Apes

A favorite device used by Post-Apocalyptic
storytellers to bring home to the reader/viewer the
extent of the apocalypse and its sheer impact is
to show them some well-known site or landmark
that’s been destroyed... but not so badly destroyed
that it’s unrecognizable. The Eiffel Tower broken
oft halfway down, the Capitol Dome with an enor-
mous hole in one side, the Golden Gate Bridge cast
down into rubble, the faces on Mount Rushmore
battered and broken — these are just a few possible
examples. In a Post-Apocalyptic Hero campaign that
takes place in a future version of a fictional setting,
like the GM’s own campaign world for a Cham-
pions campaign, the shattered landmarks might
even include fictional ones beloved by the other
campaign’s PCs, such as a hero team’s headquarters.

RUINS

Mr. Wayne left the shop and hurried down to
the end of the lane of gray rubble. Beyond it,
as far as he could see, lay flat fields of rubble,
brown and gray and black. Those fields, stretch-
ing to every horizon, were made of the twisted
corpses of bulidings, the shattered remnants
of trees, and the fine white ash that once was
human flesh and bone.

—Robert Sheckley, “The Store of the Worlds”

Nor are landmarks the only things that get
ruined. Damaged structures of all sorts are com-
monplace in Post-Apocalyptic fiction. They’re a
place for characters to take shelter in, to scavenge
for supplies in, and to lament or ponder the passing
of the Ancients. And in many cases they’re home
to bands of mutants, mutated creatures, or other
horrors of the wastelands, all eager for a taste of
human flesh....

SCAVENGING

You're a scavenger, Max. You're a maggot. Did
you know that? Youre living off the corpse of
the old world.

—Pappagallo to Max in Mad
Max 2: 'The Road Warrior

Lacking the means to produce what they
need, Post-Apocalyptic characters have to search
through the ruins to find it. In short, they have
to live by scavenging. In books and movies this is
often a simple matter of survival, but in a gaming
context it’s also the Post-Apocalyptic equivalent
of finding a dragon’s hoard in a Fantasy game.
Scavenged and salvaged goods are loot, in other
words — a reward to the heroes for their clever-
ness, bravery, and perseverance.
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See Chapter Two under Concealment: Scav-
enging, and Chapter Four under Scavenging And
Salvaging, for more information on scavenging in
game terms.

THE SHOPPING TRIP

In stories that take place immediately after
the apocalypse, particularly those in which most
people simply “vanish” and leave buildings and
worldly possessions behind, the characters get to
take advantage of all the “freebies” At first they can
amuse themselves taking luxury items from stores
they could never have afforded to shop at before
the apocalypse, but later on “shopping trips” tend to
become more serious and concern themselves with
practicalities like tools and food.

STRANGE NEW WORLD

In Post-Apocalyptic stories set relatively soon
after the apocalypse, whatever destroyed civiliza-
tion may also have remade the world. Earthquakes,
floods, meteor impacts, tsunamis, and large-scale
nuclear exchanges can literally change the land-
scape, bringing low the highlands and raising up
the valleys. The heroes are then confronted with
a world that doesn’t match their maps, their prior
knowledge, or their expectations. Finding their way
through it, and dealing with the implications of the
changes, is as much a part of their overall adventure
as fighting mutants and fending off marauding
biker gangs.

Similarly, the societies that arise in the wake
of the apocalypse may be strange indeed. In the
period right after the apocalypse, humanity may
descend quickly into barbarism as panicked or
desperate people fight for any little scrap of any-
thing they think they can use. In later centuries,
dimly-remembered legends of the Ancients, and
now-primitive peoples’ misinterpretation of pre-
apocalypse artifacts, may lead to the creation of
bizarre social structures, weird customs, and aber-
rant religions.

SURVIVAL

In most adventure fiction and movies, the
goals are external to the character: capture the
bad guy; get rich; solve the mystery; protect the
fort from hostile Indians, win the love of a beauti-
ful woman. Some of those goals may be present in
Post-Apocalyptic stories as well, but in virtually all
Post- Apocalyptic settings the heroes have an over-
arching goal, the most simple and profound one of
all: survive. In the wastelands of the post-apocalyp-
tic, food is scarce and danger is not. The struggle to
obtain enough calories, to make it to safety without
going through the Place of Glowing Death, and to
find the weapons needed to fight off the mutants
affects every hero, every day. It’s a genre where the
Survival Skill is as important a part of the charac-
ter’s arsenal as Stealth or Weapon Familiarity.

11
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WASTELANDS AND RAD ZONES

“Where would be a suitable place for such train-
ing, where others would not spy or interfere?”

“In the badlands.”
“The badlands! No one goes there!”
“Precisely[.]”

“But it is death!” the girl said, forgetting
her place.

“Not necessarily. I have learned that the kill-
spirits of the Blast are retreating. The old books
call it “radiation,” and it fades in time. The
intensity is measured in Roentgen, and is stron-
gest in the center. It should be possible to tell by
the plants and animals whether a given area
within the markers has become safe. You would
have to be very careful about penetrating too
far inside, but near the edge....”

—Sol, Sos, and Sola discuss the wastelands
and radiation in Piers Anthony’s Battle Circle

[T]here came a second donkey train — with a
full complement of clerks and armed guards
for defense against highwaymen, mutant
maniacs, and rumored dragons — to the
abbey from New Rome.

—radiation isn’t the only danger of the
wastelands in A Canticle For Leibowitz
In many Post-Apocalyptic settings, whatever

caused the apocalypse continues to make its pres-
ence felt in the form of areas that suffered so much

devastation that they’ve become deserts — waste-
lands, in other words. Besides presenting a danger
of death by starvation or dehydration, wastelands
are often home to cannibalistic mutants who can
somehow survive there, biker gangs hiding out
from their enemies, mutant animal monsters, and
other perils.

If the apocalypse resulted from nuclear war,
wastelands are even more dangerous because
they’re “hot” — dangerously radioactive. Any sort of
society nearby will know well to avoid a “rad zone,”
but heroes passing through might not be so lucky.
Without Geiger counters or some other means to
detect the radiation, they may condemn themselves
to a slow, painful death out of ignorance. On the
other hand, if radiation causes noticeable muta-
tions, seeing mutant plants and animals on the
fringes of the rad zone will probably warn them off.

WHITE LINE FEVER

One of the most memorable, exciting, and
gameable elements of many Post-Apocalyptic set-
tings is driving. Cars, motorcycles, the freedom of
the road, and the quest for ever more gasoline so
you can keep driving are the central themes of the
story, and biker gangs and renegade drivers the vil-
lains. As the characters journey down the ruined
highways and byways, they encounter people both
good and bad, and get into all sorts of adventures.
In fact, this type of Post-Apocalyptic story is so
popular it essentially forms its own subgenre; see
Road Wars, below, for more information.
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POST-APOGALYPTIC
SUBGENRES

ike Fantasy, Science Fiction, and other major

genres, Post-Apocalyptic isn't a single type

of storytelling. It has many “subgenres,” each

sharing the common features of the overall
genre (see above), but focusing on (or allowing for)
different types of adventure.

LOW POST-APOCALYPTIC

The most popular Post-Apocalyptic subgenre
for novelists, if perhaps not for gamers, is Low Post-
Apocalyptic. In a Low Post-Apocalyptic game, the
emphasis is on a more “realistic” setting. There are
few if any mutants, and if they do exist they’re hor-
rific, almost inhuman, monsters, not beings with
weird powers. There aren’t any mutant superhu-
man abilities, or magic, or other fantastic elements.
Depending on how far civilization has fallen and
how long it’s been since the apocalypse, the tech-
nology might involve guns and vehicles salvaged
from the ruins of society (the “Road Wars” cam-
paign below being essentially just a specialized sub-
type of Low Post-Apocalyptic), or mankind may
have regressed to Fantasy-era technology (bows,
horses, swords, windmills, and so on).

LOW POST-APOCALYPIC ELEMENTS

Besides the lack of weird powers and similar
trappings, some of the elements that tend to define
the Low Post-Apocalyptic sub-genre include:

Witness To Apocalypse: In most Low Post-Apocalyptic
settings, the apocalypse either occurs during the story
itself, or the story picks up soon after civilization falls.
The characters typically remember what happened
and what life was like before the apocalypse; they
often retain valuable knowledge and skills that have
become lost in Low Post-Apocalyptic settings that
take place centuries or millennia after the fall (such as
in Paul Williams’s “Pelbar Cycle” novels).

Ordinary People, Extraordinary Times: The heroes in
most Low Post-Apocalyptic stories aren't military
personnel, superhumanly-powerful mutants, or any-
thing of the sort — they’re ordinary people thrust into
a chaotic situation where they often have to fight to
survive. They used to be accountants, sanitation work-
ers, professors, housewives, businessmen, you name it.
Now they have to band together to try to reach safety,
rebuild their civilization, or whatever else the goal of
the campaign might be. They soon find themselves
doing things they'd never have considered in their old
lives: hunting and butchering their own meat; shoot-
ing people; building campfires. It's a spiritual journey
as much as a physical one, as they adapt themselves to
the new reality.

LOW POST-APOCALYPTIC CAMPAIGNS

At best, Low Post-Apocalyptic characters are
Standard Heroic characters, with 75 Base Points
plus up to 75 Character Points from Disadvan-
tages. But it’s entirely possible that the GM will
want to emphasize the “average joes struggling
to survive” aspect of the subgenre and mandate
lower point totals — perhaps even as low as
Skilled Normal (25 Base Points plus up to 25
points from Disadvantages) or Standard Normal
(0 + 25 points).

Regardless of the starting point total, Low
Post-Apocalyptic characters must follow Normal
Characteristic Guidelines as a campaign ground
rule (i.e., they don’t get any Disadvantage points
because of this). They get their equipment (or at
least standard equipment) for “free;” without paying
Character Points for it. If they want a unique piece
of equipment — such as an experimental motor-
cycle that runs on solar power — they may have to
pay Character Points for it.

HIGH POST-APOCALYPTIC

The year: 1994. From out of space comes a
runaway planet, hurtling between the Earth
and the Moon, unleashing cosmic destruction!
Manis civilization is cast in ruin!

Two thousand years later, Earth is reborn....

A strange new world rises from the old: a world
of savagery, super-science, and sorcery. But one
man bursts his bonds to fight for justice! With
his companions Ookla the Mok and Princess
Ariel, he pits his strength, his courage, and his
fabulous Sunsword against the forces of evil.

He is Thundarr, the Barbarian!

—from the introduction to the
Thundarr the Barbarian cartoon

In contrast to Low Post-Apocalyptic, the
High Post-Apocalyptic subgenre is filled with
unrealistic, even fantastic, elements — in fact,
their presence is what defines the subgenre. Also
unlike Low Post-Apocalyptic, High Post-Apoca-
lyptic stories usually take place centuries, or
even millennia, after the apocalypse itself, since
it takes time for mutations to rise to the level
of superhuman powers or for magic to return
to the world. In most cases the apocalypse and
the world before it occurred are at best dimly
remembered in legends, though some organiza-
tions may struggle to preserve the old knowledge
and recover more whenever possible.

13
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HIGH POST-APOCALYPTIC ELEMENTS

Some of the weird or fantastic elements that
tend to define the High Post-Apocalyptic sub-
genre include:

High Technology: The apocalypse in High Post-
Apocalyptic settings often occurs decades or cen-
turies beyond the present day. That means Science
Fiction-style technology — artificially intelligent
computers, laser rifles, force-swords, powered
armor, and just about anything else the GM’s fiend-
ish mind can think up that fits the conception of
his campaign. When the heroes explore the ruins
that dot their world, they may find working ver-
sions of some of these super-science devices... and
of course they may encounter enemies who are
armed with scavenged pre-apocalypse weaponry.

Mutants, Mutants Everywhere: The apocalypse (typi-
cally a nuclear one, but possibly involving chemical
and/or biological weapons instead) had a profound
effect on the very flesh of many survivors (or, more
accurately, their distant descendants). Their genes
transformed in bizarre, unpredictable ways by radia-
tion and germs, they’ve become mutants, possessed
of strange powers. Depending on the setting, their
mutations may be relatively low-key, or they may be
little different from comic book superpowers. Nor are
humans the only beings who were mutated; mutant
animals, and even plants and trees, make venturing
into the wilderness a dangerous proposition for even
the most experienced traveler or adventurer.

The Power Of The Mind: In some High Post-Apoca-
lyptic settings, mutations involving psionic powers
are particularly common. Adventurers often have
their own mental powers, and it’s a good thing,
because the odds are the cannibal mutant cult-

ists and mutated animals they encounter will use
psionic abilities both subtle and gross to try to cap-
ture or destroy them!

Wizardry: Sometimes whatever caused the apoca-
lypse somehow causes magic to “return” to the
world, as in Fred Saberhagen’s novel Empire of
the East or the Thundarr the Barbarian cartoon.
In the centuries since civilization collapsed, some
people have become aware of this and learned to
manipulate magic for their own benefit; similarly,
mystic monsters like dragons and trolls may have
arisen (or resulted from the mutation process
influenced by magic).

HIGH POST-APOCALYPTIC CAMPAIGNS

The GM determines how High Post-Apoca-
lyptic characters are built. Typically they’re built as
Low Superheroic characters with 150 Base Points
plus up to 100 Character Points from Disadvan-
tages — that provides enough points to give the
characters decent Characteristics, an acceptable
selection of Skills, and some of the mutant powers,
spells, or high tech the PCs will undoubtedly want
to have. The GM might even make them Stan-
dard Superheroic characters (200 Base Points +
up to 150 points in Disadvantages) if he wants a
particularly high-powered, fantastic game. Alter-
nately, the GM can require players to build Stan-
dard Heroic characters (75 Base Points + up to 75
points in Disadvantages), and then when they’re
done give them another 100 (or more) points to
spend on mutations.

Regardless of the starting point total, High
Post- Apocalyptic characters usually must follow
Normal Characteristic Guidelines as a campaign
ground rule (i.e., they don't get any Disadvantage
points because of this). They get their equipment
(or at least standard equipment) for “free,” with-
out paying Character Points for it. If they want a
unique piece of equipment — such as a laser rifle
and a whole box full of power crystals for it — they
may have to pay Character Points for it.
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ROAD WARS

In the future, cities will become deserts, roads
will become battlefields, and the hope of man-
kind will appear as a stranger.

—tagline from the movie Mad
Max 2: The Road Warrior

One popular form of Low Post-Apocalyptic
setting is Road Wars, which focuses on conflicts
that take place on the roads of the post-apoca-
lyptic world. Whatever brought about the down-
fall of society has largely left the roads and many
vehicles intact, giving rise to a whole nomadic
civilization based on driving. The chief predators
in this commuter wasteland are biker gangs who
often dress bizarrely and commit the most brutal,
savage acts for fun.

The main commodities in a Road Wars setting
are fuel and food, and to a lesser extent ammuni-
tion. Every now and then something else becomes
important for a while (like medicine), but ulti-
mately hero and villain alike need gasoline to keep
moving... and there are few, if any, refineries left.
Unable to buy what they need, they salvage it from
wrecked vehicles, steal it from one another, and
casually murder people for the contents of their gas
tanks. In this sort of setting, the PCs take on the
role of heroes of the road, brave men and women
who battle the biker gangs to keep innocent people
safe and trade routes (if any exist) open.

ROAD WARS CAMPAIGNS

Road Wars PCs are typically Standard
Heroic characters, with 75 Base Points plus up to
75 Character Points from Disadvantages — that’s
enough to make them the tough, competent
fighters they need to be without letting them roll
right over the opposition. Each of them probably
has his own car or motorcycle; to make things
simple, the GM might give each PC a vehicle
built on up to a defined amount of points for free
(sort of “Everyman Equipment”). Combat Driv-
ing and appropriate Transport Familiarities are a
must for nearly every PC, but the GM should try
to encourage some differentiation so the charac-
ters don’t seem like carbon copies of one another.
For example, one character might be an expert
gunner instead of a driver, while another might
be great on a motorcycle but only an average
driver behind the wheel of a car.

Road Wars characters usually must follow
Normal Characteristic Guidelines as a campaign
ground rule (i.e., they don’t get any Disadvantage
points because of this). They get their equipment
(or at least standard equipment) for “free,” with-
out paying Character Points for it. If they want a
unique piece of equipment — such as an ultra-
light plane — they may have to pay Character
Points for it.

THE SLEEPERS AWAKEN

Five years ago, one of our scientists perfected
the technique of suspended animation. ... I am
going to use this discovery to escape from tehe
present into a future which will have forgotten
me. There I can begin the struggle again, this
time with the help of certain devices that might
yet have won this war had we been granted
more time.

—a Hitlerian leader known as “the Master”
plots to snatch victory from the jaws of
defeat by means of cryogenic suspension in
“Exile Of The Eons,”by Arthur C. Clarke

A second form of specialized Low Post-
Apocalyptic game is the Sleepers Awaken cam-
paign. In this sort of story, the heroes are poeple
— usually military personnel, but possibly sci-
entists or others with practical skills — who are
cryogenically frozen (or otherwise preserved)
because their superiors fear that the apocalypse
is about to occur. It turns out their superiors
were right. At the predetermined time, or when
their cryo-equipment fails or is shut off, the
“sleepers” come out of their induced comas to
confront a strange Post-Apocalyptic world.

SLEEPERS AWAKEN ELEMENTS

Besides the defining element of “preserved”
people from pre-apocalypse times awakening after
the collapse of civilization, some other common
tropes in Sleepers Awaken stories include:

The Business Of Politics/War: In most cases the
heroes were put into cryogenic suspension by
their military or their government for the spe-
cific purpose of either (a) re-establishing that
government (and by extension, that nation’s
culture and form of civilization) after the apoca-
lypse, and/or (b) continuing to fight the war that
eventually led to the apocalypse.

Tools Of The Trade: And to ensure that they can
accomplish this goal, the sleepers are usually put to
sleep with all the supplies they could need. At the
very least this means food, water, medical supplies,
fuel, and ammunition, but it could also include
vehicles, the raw materials needed to rebuild power
stations, or even the entire high-tech base in which
they go to sleep. Unlike most Post-Apocalyptic
characters they don’t have to do much scrounging...
unless, of course, something went wrong while they
were asleep....

Did The Alarm Not Go Off?: In Sleepers Awaken sto-
ries, it’s not uncommon for the sleepers to spend

a lot more time dreaming than they planned for.
What might have been a sleep of a decade or two
lasts centuries or millennia because of an equip-
ment malfunction, sabotage, or some similar
reason. This heightens the culture shock they expe-
rience but may make them even more a force to be
reckoned with than they'd expect because civiliza-
tion has fallen so far in the interim.
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THE LAST MAN
ON EARTH

One interesting variant
on the typical Post-
Apocalyptic subtypes is
the “last man on Earth”
story, showcased in
movies like The Quiet
Earth and Night Of

The Comet. The main
character goes to sleep
one night, and when he
wakes up... he’s the only
person left on Earth.
There may be signs
that people vanished

in the blink of an eye
(like wrecked vehicles
all over the roads),

or maybe something
disintegrated every-
one, or perhaps he was
somehow spared from
an instantly-lethal virus
that swept the globe
overnight. Whatever
the cause, it left him as
master of all the world.

After a period during
which the character
takes whatever he
wants from stores, lives
wherever he feels like,
drives sportscars at
high speed the wrong
way on downtown
streets, and otherwise
enjoys having the world
to himself... another
person appears. This
person may be help-

ful or dangerous, but
either way it’s proof
that there were more
survivors than just him.
Now finding them,
and/or figuring out
what caused the mass
disappearance, becomes
important.

In a gaming context, the
last man on Earth has to
change to the last men,
since gaming involves
groups of heroes. That
means the GM has to
come up with a plausible
reason why the heroes
were all spared what-
ever took everyone else
away... but that, after all,
is just what GMs are for.
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SLEEPERS AWAKEN CAMPAIGNS

Sleepers Awaken PCs are typically Stan-
dard Heroic characters, with 75 Base Points plus
up to 75 Character Points from Disadvantages
— they’re tough, competent, and trained, or they
wouldn’t have been selected for the cryogenic
suspension project in the first place. They could
even be built on 100 + 100 points, if desired.
Alternately, the PCs might have been frozen by
accident, in which case they could be ordinary
people (built on 50 + 50 points, or fewer) with no
useful training to speak of and no gear.

Sleepers Awaken characters usually must
follow Normal Characteristic Guidelines as a
campaign ground rule (i.e., they don’t get any
Disadvantage points because of this). They
get their starting equipment for “free,” without
paying Character Points for it. However, the GM
chooses the equipment, since it’s up to him to
determine what the people in charge of the “long
sleep” project gave them.
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ZOMBIE APOCALYPSE

It started off as rioting. But right from the
beginning you knew this was different,
because it was happening in small villages,
market towns... and then it wasnt on TV
anymore. It was on the street outside. It was
coming through your windows.

—28 Days Later

Another popular form of Low Apocalypse
campaign, and the only one where the PCs typi-
cally get to see the apocalypse happening and
perhaps even have a chance to stop it, is the
Zombie Apocalypse. The dead are rising from
their graves, and they hunger for the blood,
brains, and flesh of the living!

ZOMBIE APOCALYPSE ELEMENTS

Besides all those dead people shambling
around trying to eat you, some of the elements
that tend to define the Zombie Apocalypse sub-
genre include:

Just Ordinary Folks: Zombie Apocalypse heroes
tend to be average, ordinary people driven to
extremes by their circumstances. They may have

a few useful skills, but they’re usually not Special
Forces soldiers (or soldiers at all), spies, martial arts
masters, or anything like that.

Safe... For Now: Typically Zombie Apocalypse char-
acters find a safe place where they can take refuge
temporarily: a house they can board up; a room in
an office complex with a sturdy door; or the like. (If
the zombies are the result of necromancy, then holy
ground, such as a church, may become a particu-
larly important type of sanctuary.) Trapped inside,
they have to cope with the tension, personal differ-
ences, opportunities to escape, and the demands of
the situation as best they can... and all the while, the
zombie hordes outside are coming closer and closer
to figuring out a way to get at them. In a sense, this
element is something like a “Quest For Safety” story
(page 72) in miniature: the heroes search for a
haven and find one, but once they find it have to
defend it before they can truly relax and feel safe.

Brains...: Zombies want to eat fresh human flesh,
particularly brains and blood. On the upside, any
human they capture is so thoroughly torn apart and
devoured that he can’t become a zombie himself.

They Just Keep Coming: No matter how many
zombies the heroes kill, there always seem to be
more... and more... and more. Until the PCs find
a way to stop the zombie outbreak or destroy
all the zombies at once, they’re not going to get
much respite (which in game terms may call for
using the Long-Term Endurance rules to keep
track of their fatigue).

Head Shots: The only reliable way to stop a
zombie is a head injury. Shoot it in the head,
smash its skull in, decapitate it... otherwise it just
keeps coming (even if other injuries or loss of
limbs slow it down).
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A Reflection Of Your Fate: In a Zombie Apocalypse
film, the heroes are constantly reminded of the fate
in store for them: zombification. Any old zombie
conveys that message, but it comes across even
more starkly when the zombie trying to eat a hero
is a friend or loved one....

We Don’t Like Strangers Around Here: In a world
where the zombie plague has been going on for a
long time, traveling PCs will soon find that most
towns and villages that are still inhabited are forti-
fied and as well-protected as possible. Inhabitants
will go armed all the time, and they don’t necessar-
ily like the idea of letting wanderers in....

Revisiting Cherished Places: During some long-
term Zombie Apocalypse stories, the heroes have
the chance to return to favored old haunts, gain
access to fun (but ultimately useless) technology,
go on “shopping sprees” in deserted stores, and so
forth. These bursts of joyful humanity, of normality,
provide relief from the otherwise constant stress
and danger, and in a gaming context allow for role-
playing and character development.

Zombie As Metaphor: In the better Zombie Apoca-
lypse films, the zombies are more than just ravening
monsters — they’re metaphors of some sort. They
might represent the dangers of mindless confor-
mity, suppression of individualism, the problems

of the pursuit of science without ethics, the blind
unthinking masses, bureaucracy, fear of death/
decay/corruption, the horror of war, overpopula-
tion, consumerism, apathy, or similar ills. The mon-
ster is us, and it’s the similarities to us that are much
much worse than the differences.

ZOMBIE APOCALYPSE CAMPAIGNS

Zombie Apocalypse PCs are typically Skilled
Normal characters, with 25 Base Points plus up to
25 Character Points from Disadvantages — or at
most, 50 + 50 points. Make them much more com-
petent than that, and zombies may not seem like
much of a threat. In a few variations of the genre,
the heroes are elite soldiers specifically trained or
prepared to fight the zombies; build characters
like that on 75 Base Points plus up to 75 Character
Points from Disadvantages.

Zombie Apocalypse characters must follow
Normal Characteristic Guidelines as a campaign
ground rule (i.e., they don’t get any Disadvantage
points because of this). They get their equipment
(or at least standard equipment) for “free;” without
paying Character Points for it, but the way most
Zombie Apocalypse stories start they’re not likely
to have much of anything useful with them — the
best they can hope for is to find some useful weap-
ons wherever they have to hole up.

BEYOND THE UNDEAD

While zombies are far and away the most
popular adversary in this sort of campaign, you can
use other monsters if you want. The key element of
an outside force trying to destroy humanity for its
own purposes works just as well if you replace the
zombies with:

m robots and other machines
W vampires

m rabid or feral animals

m alien invaders

m mole people
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OTHER SOURCES
OF INSPIRATION

Pages 35-43 of Cham-
pions contain advice on
applying meta-genres
to superhero cam-
paigns. Much of that
advice is general, and
could certainly work in
Post-Apocalyptic Hero
campaigns as well. You
might also want to look
at pages 17-19 of Star
Hero, pages 17-19 of
Ninja Hero, and pages
19-22 of Fantasy Hero,
pages 17-19 of Dark
Champions, and pages
28-32 of Pulp Hero.
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eyond “pure” expressions of the Post-
Apocalyptic genre there are many types of
stories (and game campaigns) involving
the use of meta-genres, or which combine
Post-Apocalyptic Hero and some other genre.

META-GENRES

A meta-genre is a style or theme of storytell-
ing/game play/campaign conception that could
apply to any genre. Comedy, horror, romance, and
tragedy are all meta-genres, whereas Post-Apoca-
lyptic, Fantasy, Science Fiction, and Western are
genres. Thus, you could have a horror Western,
or horror Post-Apocalyptic, or horror Fantasy
— horror isn't a genre, it’s a meta-genre. A meta-
genre can apply to an entire campaign, or just to
specific adventures or story arcs within an other-
wise normal Post-Apocalyptic Hero game.

In most cases, a campaign’s or scenario’s
meta-genre evokes (or is intended to evoke) a
particular mood in the characters: dread, com-
passion, suspense, humor. The GM should do his
best to enhance the mood by encouraging players
to have their characters engage in dramatically
appropriate actions — such as deliberately putting
them in situations where they’ll look ridiculous in
a Comedic Action campaign. In some cases, this
may involve granting Skill Roll bonuses (or the
like) for actions that suit or improve the mood;
in others it may mean giving the players advance
warning about what’s expected and letting them
concoct a proper response.

Comedy

Comedy and whimsy are rarely found in Post-
Apocalyptic Hero, except in the form of wisecracks,
glib comments, and occasional parodies of the
genre. Most Post-Apocalyptic settings are bleak
and grim on some level, and even those which are
not usually involve enough danger and struggles to
survive that Comedy just doesn't fit.

Horror

Horror and Post-Apocalyptic fit together well.
The bleak despair of seeing civilization destroyed
and a way of life swept away overnight lends itself
well to Horror stories, and of course Zombie Apoc-
alypse stories are a classic of Horror — normal
humans pitted against an unstopping, ravenous
horde of monsters intent on eating them.

Horror stories take place in the “real world,”
but often involve dark secrets, hidden terrors, and
lurking evils the average person knows nothing of.
(In a Post-Apocalyptic setting, this often means
hidden cults of cannibalistic mutants, radiation-
spawned monsters lying in wait for the heroes, and
the like.) In most of them, ordinary, and usually
sympathetic, protagonists begin investigating some
strange situation, only to discover the true horror
behind it. One by one, the main characters die, go
insane, become corrupt, lose loved ones and pos-
sessions, and suffer other disasters and terrors as
the story wends its way to a conclusion (usually,
but not always, a happy or hopeful ending, as the
heroes stop the threat and restore normalcy).

Most Horror stories use one or more of several
mechanisms to create suspense, fear, and dread
in the characters (and thus, in the readers/play-
ers as well). The first is isolation. If characters can
radio for help, or escape, that lessens their feel-
ings of terror. A proper Horror story traps them
somewhere — a deserted island, in the middle
of a wasteland with no way out, a prison — and
keeps them there until they resolve the situation.
The second is ignorance. People tend to fear the
unknown, so Horror stories often place characters
in situations where they’re unaware of the true
facts. As the story unfolds, the characters slowly
learn what’s going on... often to their own detri-
ment. The third is powerlessness. Characters who
have the ability to cope with adversity often also
have the confidence to confront that which scares
them. It creates a better Horror effect if they have to
struggle against the lurking terrors instead of just
attacking them as if they were any other adversary.

It’s difficult to achieve Horror effects in a
gaming context, with the lights on and plenty of
snacks at hand, but it is possible. Even the toughest
of Post-Apocalyptic Hero characters becomes less
cocksure when stripped of his weapons and put in
a deadly situation he cannot control. Just about any
type of character is appropriate, though the char-
acters should never have the power to confront the
lurking horrors effectively (at least, not at first).
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Mystery

Mystery and Post-Apocalyptic generally don’t
mix, at least not in the classic sense of the Mystery
story. If Post-Apocalyptic heroes get involved in a
mystery, it's almost always the mystery of what hap-
pened. They know (or believe) that an apocalypse
occurred, prior to which the Ancients had a vast
and powerful civilization. What was that civiliza-
tion like, and how did it fall? Will that affect us
today? Could it happen again? What are the mean-
ings, purposes, and workings of all these ruins and
artifacts we find? These are the “mysteries” that
confront some Post-Apocalyptic characters.

Romance

Romance as a meta-genre refers to cam-
paigns or storylines involving, or focusing on,
the romantic attachments, entanglements, and
relationships of the main characters. Most Post-
Apocalyptic Hero campaigns are “romantic” in the
broad, dramatic sense of that term — they’re filled
with adventure, excitement, and in some cases
appropriate but unlikely actions — but that’s not
quite the same thing. While Romance is certainly
possible in a Post-Apocalyptic setting, it’s rarely
the focus of the story; at best it’s an incidental
thing between the hero and heroine. Post-Apoca-
lyptic characters are generally too worried about
survival, reaching a long-sought haven, or figuring
out the mystery of what a particular ruin is for to
get involved in romance subplots.

Tragedy

In a broad sense, Tragedy lies at the heart of
the Post-Apocalyptic genre. The very foundation of
the genre is a tragedy the likes of which mankind
will hopefully only have to imagine — the total
collapse of human civilization, typically attended
by the death of nearly everyone on Earth. Because
of that, and the fact that ruins and other elements
of the genre serve as a constant reminder of what
happened, consciously or subconsciously a pall of
tragedy and despair tends to overlay many Post-
Apocalyptic stories. A GM who wanted to empha-
size this element could easily do so, perhaps by lay-
ering on top a standard Tragedy plot that tells the
story of a hero doomed by some personal flaw or
circumstance to loss, diminishment, or death. His
fall would mirror the fall of humanity before him.

OTHER GENRES

The tropes, themes, and character types of
Post-Apocalyptic stories easily mingle with those of
other genres. Combining them can create fascinat-
ing campaigns and stories.

Champions

At first blush, comic books superheroes and
the Post-Apocalyptic wouldn’t seem to have much
in common. Superheroes are there to prevent the
end of the world, and very rarely fail. Not only that,
but most superhero stories are fairly upbeat — even
tremendous hardship is followed by success and a
feeling of accomplishment, while after the fall of
civilization the only accomplishment is survival.
Still, the heroes only have to fail once, and the
world, or even the universe, becomes a place just as
terrible as any other Post-Apocalyptic setting.

However, there are some links that a GM run-
ning a Champions campaign or planning a Post-
Apocalyptic Hero campaign can work with. First, it’s
not unheard of for superheroes to travel (or be sent
to) alternate Earths or “dark futures” where their
activities have caused the apocalypse. (The alter-
nate setting allows the GM to show consequences
of certain actions without demolishing the regular
storyline and killing or irrevocably changing major
characters.) There they have to try to set the world
to rights (as best they can), in the process learning
important lessons about abuse of power and taking
their “job” for granted, so they can make sure not to
create the same problems in their own world. But
what if they don’t come to save the alternate Earth?
That would make for an intriguing Post-Apocalyp-
tic setting, one where superpowers take the place of
mutant powers and the heroes’ goal isn't crimefight-
ing but establishing a “safe haven” where innocent
people can survive and thrive.

Second, in a more traditional High Post-Apoc-
alyptic setting, you could equate mutant powers
with superpowers. While superpowers are usually
more spectacular than mutant powers, and in some
settings more reliable, ultimately there can be a
lot of similarities. Suppose that a band of noble-
minded mutants, inspired perhaps by a comic
book found in a ruined building, decide to put on
costumes and use their mutant powers to fight for
Truth, Justice, and the Post-Apocalyptic Way?

Dark Champions

Some Low Post-Apocalyptic games, particu-
larly the “Road Wars” variety, tend to have a lot in
common with Dark Champions campaigns. Both
emphasize (often violent) action, involve a lot of
guns and weapons, and tend to pit the right-think-
ing PCs against brutal, vicious enemies who want
to hurt and exploit others for their own amuse-
ment. You could easily adapt a lot of the gunfight-
ing rules from Dark Champions for a campaign like
that. The main points of departure between the two
genres in this situation are (a) Dark Champions
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characters are rarely worried about day-to-day
survival, maintaining supplies of fuel and ammo,
and the like, and (b) most Post-Apocalyptic cam-
paigns don’t take place in urban areas the way Dark
Champions campaigns tend to.

You can easily create a campaign to com-
pensate for the latter point if you want. Imagine,
for example, a Post-Apocalyptic setting taking
place in the ruins of a metropolis like New York
City, San Francisco, or Hudson City. Most of the
city lies in ruins, parts of it are radioactive, and
here and there pitiful pockets of survivors try
to eke out a living scavenging among the ruins.
Now mutant biker gangs have moved in to try
to take whatever the survivors have, turn them

into a slave labor force, or perhaps even eat them.

Standing against the gangs to defend the inno-
cent is a group of heroes — your PCs, the vigi-
lantes of the new urban wasteland.

Fantasy Hero

Elephant was legless[. He] rested on two endless
belts of heavy, studded metal plates[.] On the dull
metal of each flank, painted small in size but with
Old World precision, was the familiar sign — the
animal shape, gray and powerful, some trick of
the painters art telling the viewer that what it
represented was gigantic. In its monstrous grip-
ping nose the creature in the painting brandished
a sharp-pointed spear, jagged all along its length.
Under its feet it trod the symbols:

426™ ARMORED DIVISION

— whose meaning, and even language, were
strange to Rolf. ...

On sudden impulse Rolf spoke soft words aloud.
“Ardneh? You were a god in the Old World,
where this Elephant was made. I know that
much. I don’t know any spells to call you up.
Since youre not a demon maybe spells aren’t
needed — I don’t know.”

—Rolf interprets pre-apocalypse technology
in light of his mystic beliefs and knowledge
of sorcery in Empire of the East

Fantasy has several possible connections
with the Post-Apocalyptic genre. First, many Post-
Apocalyptic settings, particularly those featured in
Low Post-Apocalyptic stories, involve technology
similar to that of Fantasy worlds. Characters ride
horses, wield swords and bows, and wear whatever
armor they can make or scavenge. Except for the
absence of magic and the fact that they’re not liter-
ally taking place on alternate worlds, such Post-
Apocalyptic settings could easily be Fantasy set-
tings, with remnants of pre-apocalypse technology
being taken for enchanted items.

Second, some High Post-Apocalyptic settings
actually feature magic. Somehow the apocalypse
itself unleashed the forces of magic, or caused them
to return to the world, and some of the survivors
learned how to manipulate them. Now magic exists
in the world alongside (or perhaps instead of)

Hero System 5™ Edition Revised

mutations, and a group of heroes in this setting is
likely to have at least one wizard among its mem-
bers. The Moonshattered Earth setting described
in Chapter Four is an example of this sort of Post-
Apocalyptic/Fantasy mix.

Third, many of the world’s bodies of myth and
legend refer to the end (or near-end) of mankind
or his civilization — for example, the Fimbulwinter
and Ragnarok of Norse mythology, the Book of
Revelation in the Bible, or many stories of world-
wide floods. Any of these could serve as inspiration
for a Fantasy-tinged Post-Apocalyptic campaign.
See Revelations 1001 in Chapter Four for an exam-
ple of such a setting.

Fourth, while modern societies depend on
technology and resources like oil, and may collapse
when they disappear or stop functioning, Fantasy
societies may similarly require magic to maintain
themselves. Novels like Larry Niven’s The Magic
Goes Away explore the Fantasy apocalypse of magic
disappearing from the world, and you could do the
same thing in a gaming campaign.

Star Hero

Technically speaking, Post-Apocalyptic can be
considered a subgenre of the broader field of Sci-
ence Fiction, though it’s distinct enough to have its
own common story types and definitive elements.
Post-Apocalyptic and “pure” Science Fiction meet
and mingle in High Post-Apocalyptic settings in
which the apocalypse occurs decades or centuries
after the “modern day” That means characters can
find Science Fiction-level technology amid the
ruins of their world — laser rifles, powered armor,
jetpacks, and the like. The ruins they explore might
include space stations that fell to Earth after their
crews succumbed to the virulent plague that killed
97% of humanity, crashed starships, broadcast
power facilities, and similar Science Fiction locales.

Similarly, there’s no reason that a Post-Apoca-
lyptic campaign has to limit itself to Earth. It's pos-
sible that an entire interstellar civilization could
collapse, cutting the component planets off and
perhaps causing their inhabitants to revert to sav-
agery when their pampered high-tech life comes to
a sudden halt.

Western Hero

Westerns and Post-Apocalyptic stories have
so much in common that they’re virtually indis-
tinguishable in many cases. For example, in the
Post-Apocalyptic movie Mad Max, replace the
police station with a sheriff’s office, the cars with
horses, the biker gang with a band of despera-
does, and the modern guns with Colt Peacemak-
ers, and you've got a Western story pure and
simple. (Max is even referred to as “the Man
with No Name” in the second sequel, Mad Max
Beyond Thunderdome.) Nearly any story type or
theme found in a Western can easily be trans-
ported into a Post-Apocalyptic setting by chang-
ing the window dressing in similar fashion.
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He’s just a country vet and he’s scared
*%&lless he’s going to Kill someone.

— The Stand
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he following Package Deals represent
common professions, occupations, back-
grounds, or careers for Post-Apocalyptic
Hero characters. In addition to the listed
Skills and abilities, each Package Deal includes
suggestions on several related subjects: the goals
and motivations of characters who belong to that
profession; improved Characteristics and other
abilities members of that profession might have;
Disadvantages appropriate to the profession; and
how the character might advance and progress
during the campaign. But these are only sugges-
tions — ignore them and choose something else
if that suits the character you have in mind.
Package Deals are just organizational tools.
They group together Characteristics, Skills, and
abilities commonly associated with a given back-
ground or type of training to make the creation
process quicker, easier, and more “realistic.”
Unless the GM requires them, you don’t have to
use one. You can instead buy all of a character’s
abilities separately, or “customize” the Pack-
age Deal by taking only the parts of it you want
and discarding the rest. Package Deals should
enhance your creativity, not stifle it.

CHARACTERISTICS AND
PACKAGE DEALS

Some of these Package Deals include additions to
Characteristics. This reflects common levels of STR
or other Characteristics found among characters of
a specific background or who practice a particular
professions. However, with the GM’s permission,

a player may change or eliminate that part of the
Package Deal if he has an idea for a character who
defies or transcends the general stereotype.

If the campaign uses the Normal Characteristic
Maxima rules, those rules apply to Characteris-

tics gained from Package Deals. This may in some
instances require a character to spend additional
points to buy a Characteristic affected by the Pack-
age Deal up to a proper level. For example, imagine a
Package Deal that provides +15 CON, for 30 points.
The first 20 points of effect increase the character’s
CON to 20. After that the Normal Characteristic
Maxima doubling applies, so the next 10 points only
add 2.5 points’ worth of CON. Since a character can’t
have a 22.5 CON, the character has to spend 2 more
Character Points to increase his CON to 23. Alter-
nately, with the GM’s permission a character can
reduce the points a Package Deal adds to a Charac-
teristic to avoid this problem.
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DEALS

ACADEMIC

A man, failed and unfit, moved west and
north. ... He had no instinctive courage, only
what was left of a sense of duty, a duty to a
fledgling science, which had barely managed
to be born before the world had fallen apart.

And a desperate, instinctive need to survive.

All around the world now there would be
forty, perhaps as many as sixty, men and
women... sufficiently expert in the complexi-
ties of quantitative sociodynamics to have
come independently to the same conclusion
as he had. For a second the elegant math-
ematical notations danced before his mind’s
eye, spelling out the unarguable truth about
the human race in this spring of dissolution
and disaster. ... [T]he knowledge of QSD
must be protected, taken somplace safe, and
hidden against the time — fifty or a thou-
sand years from now — when the majority
of the race would begin to change back again
toward civilized patterns.

—Gordon R. Dickson, Wolf And Iron

In Low Post-Apocalyptic settings, it’s not
uncommon to find characters of academic bent.
In stories where the apocalypse occurs during the
narrative, or happened immediately before, the
Academic is usually a professor or scientist who
saw the cataclysm coming and prepared for it as
best he could — but who still finds himself woe-
fully unprepared to deal with the harsh realities
of post-apocalyptic life outside the ivory tower. In
stories where the apocalypse happened decades,
centuries, or millennia ago, the Academic is usually
concerned with preserving or re-discovering the
ancient knowledge... and may find out, to his shock,
that some of the pre-apocalypse lore he so treasures
has become distorted over the years.

Typical Goals And Motivations: Typically an Aca-
demic has one or both of two motivations. First,
he may want to reach a place of safety where the
knowledge he carries (either in the form of books
in his traveling pack, or the facts and memories
in his brain) can be archived and saved for future
generations in the hopes of restoring civilization.
Second, he wants to preserve knowledge in general,
which may mean leading archaeological expedi-
tions into ruins, traveling to distant areas to seek
out the truth of rumors of great libraries that still
exist, and so on.
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Typical Abilities: In many cases, the Academic’s
problem is that he doesn’t have many abilities. He’s
full of knowledge, often about obscure, scholarly
topics, but that doesn't do much to help him when
he needs to build a campfire or hunt for food.

Suggested Disadvantages: Academics commonly
have Psychological Limitations like Must Preserve
Knowledge which drive them to take foolish risks
to keep or obtain information that typically has no
practical value in the post-apocalyptic world. They
also tend to be more likely than most Post-Apoca-
lyptic characters to pine for the pre-apocalypse
world and suffer for the lack of it.

Progression: The Academic’s journey over the
course of the campaign is usually one of broaden-
ing his horizons. He doesn’t necessarily become

a Gunslinger or Survivalist, but the necessities of
keeping himself alive mean he has to learn how

to shoot, live in the wilderness, fend off mutant
hordes, and so on. If he survives, he soon has a suite
of practical skills to complement his book learning.

ACADEMIC PACKAGE DEAL

Abilities
Cost Ability
3 +3INT
5 One KS, SS, or similar Background Skill
(INT Roll +2)
8 Additional KSs, SSs, or similar Background
Skills
3 Persuasion
Total Cost Of Package Abilities: 19
Disadvantages
Value  Disadvantage
None

Total Value Of Package Disadvantages: 0

Options
Value  Ability
1 I Saw It Coming I: Add Survival (one
environment of choice) 8-
var I Saw It Coming II: piece of equipment spe-

cially designed for post-apocalypse survival
and/or comfort

1 Skilled Barterer: Trading 8-

var You've Got To Pull Your Weight: Add Rep-

utation: Parasite (for Academics living
in a post-apocalypse society that doesn’t
appreciate them)

1 Literacy (if not standard for setting)

CRYO

“Lords of light! Humans, encased in ice!”

“Frozen alive, probably for a space travel
experiment.”

“Alive? So this is what Zoa was after”

—Thundarr, Princess Ariel, and

Ookla free three cryogenically-frozen
scientists in Episode 3, “Mindok the Mind
Master,” of Thundarr the Barbarian

Sometimes humanity sees the apocalypse
coming and can prepare for it. It’s not possible to
save the entire species, but a few select individuals
can be cryogenically frozen in underground vaults
or other protected facilities. There they’ll ride out
the storm, awakening when it seems most likely
they can survive and rebuild civilization.

Just what kind of people become Cryos
depends on who's funding the project that puts
them in suspension. If it’s the government, usually
the subjects are soldiers and other individuals who
have special training that (in theory) will help them
cope with the post-holocaust world. (The Package
Deal below assumes this sort of background.) If
an extremely wealthy person funds the project, the
odds are either it’s a similar group (if he’s an altruis-
tic person) or himself along with his family, friends,
and servants (if not). Depending on the backstory
the GM devises to explain the cryogenic preserva-
tion project (or the random event that somehow
froze the PCs), nearly anyone could find himself
thawing out in the Post-Apocalyptic future.

Typical Goals And Motivations: The Cryo's goals vary
depending on who froze him, and why:. If he volun-
teered for the project, his training and attitude prob-
ably motivate him to try to restore civilization. If he
had himself frozen, or was frozen accidentally, he
probably just wants to make sense of things and build
as comfortable a life for himself as he can... which may
mean journeying to a distant place of safety.

Typical Abilities: A Cryo could have just about any
skills or abilities you want, based on how much time
he had to prepare before being frozen and what he did
before that. This Package Deal assumes the Cryo had
a military background and received special training to
prepare him to live in the post-apocalypse world.

Suggested Disadvantages: Cryogenics isn't necessar-
ily a perfect science — things can go wrong. Even if
the machinery works properly, an external event or
mutant monster might damage it, causing the whole
project to go awry. Improper preservation or thawing
might cause physical problems (loss of STR, fewer
inches of Running, withered limbs...) or mental ones
(forgetfulness, insanity, dementia...).

Progression: In many cases the Cryo comes
equipped with the skills and gear he needs to
survive and thrive in the Post-Apocalyptic world
— that’s why he was frozen in the first place. If he
was frozen by accident, then he may need to pick
up some of the skills of the Gunslinger, Road War-
rior, Survivalist, or Warrior if he wants to keep
himself alive.
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Abilities
Cost
2

A\ = DN W = NN

—

Options
Value
var

CRYO PACKAGE DEAL

Ability

Running +1”

Swimming +1”

Electronics 8-

KS: [Military Force] History And Customs 11-
PS: [member of military; e.g., “Sailor”] 11-
Mechanics 8-

Navigation (Land) 8-

Stealth (DEX Roll)

Survival (one environment) (INT Roll)
Tactics 8-

WE: Common Melee Weapons, Common
Missile Weapons, Small Arms
Weaponsmith (one category) 8-

8 points’ worth of Skills from the following list:
Expand any Familiarity listed above to a
full Skill, Autofire Skills, Climbing, Combat
Driving, Combat Piloting, Combat Skill
Levels, Computer Programming, Cryptog-
raphy, Demolitions, Fast Draw, Interroga-
tion, Martial Arts, Paramedics, Persuasion,
Security Systems, Skill Levels, Stealth, Sur-
vival, Systems Operation, Weapon Famil-
iarity, any Background Skill

Total Cost Of Package Abilities: 31

Disadvantages
Value  Disadvantage
None

Total Value Of Package Disadvantages: 0

Ability

Something Went Wrong: character takes one
or more Disadvantages to represent flaws in
the freezing, preservation, or thawing pro-
cess (typically he sells back Characteristics
or movement, or takes a relevant Physical
Limitation or Psychological Limitation)

GANGER

In Road Wars settings in particular, biker
gangs and other gangs are a constant menace
to good people trying to rebuild civilization (or
simply survive). Gangers as villains are discussed
on page 85; this Package Deal assumes that a char-
acter was once a part of a gang but got out some-
how. Perhaps he met someone who made him have
a change of heart and become a hero. Maybe his
gang turned on him and left him for dead, and now
he’s out for revenge. Whatever the motivation, it’s
enough to make him a hero... for now.

GANGER PACKAGE DEAL

Abilities

Cost Ability
3 +3 STR
6 +2 DEX
3 +3 PD
3 Combat Driving (DEX Roll)
2 AK of character’s choice 11-
3 Streetwise (PRE Roll)
3 TF: Common Motorized Ground Vehicles,

Two-Wheeled Motorized Ground Vehicles

WPE: Small Arms, Knives

6 6 points’ worth of Skills from the following list:
Autofire Skills, Climbing, Combat Skill
Levels, Concealment: Scavenging, Demoli-
tions, Fast Draw, Interrogation, Martial Arts,
Paramedics, Persuasion, Skill Levels, Stealth,
Survival, Weapon Familiarity, any Back-
ground Skill

Total Cost Of Package Abilities: 32

Disadvantages
Value Disadvantage
None

(O8]

Total Value Of Package Disadvantages: 0



Post-Apocalyptic Hero m Chapter Two

T

p— (rmf’""
7 7
I o T
I " !Hl!ll“ |
LA

7

=]
Wy

N
I

g

e

a3 A7
iz M!!!l ﬁf 2
“ [Py, RURRNINE
rll' ’

i

& A

Fa
1]

I

el
ot

P

e

£l

Typical Goals And Motivations: Depending on how

far he’s come from his Ganger background, a char-
acter may only be a few steps up from barbarian or
criminal: selfish, petty, mean, violent. If he’s had time
to mature and develop heroic attitudes, he may be
particularly devoted to protecting people from gang-
ers like his former self — having been there, he knows
how dangerous and brutal they can be.

Typical Abilities: Gangers tend to be strong, tough,
and quick — they have to be, to survive the gang
lifestyle. And of course they’re skilled drivers, usu-
ally favoring motorcycles over cars.

Suggested Disadvantages: A Ganger might still
carry a Reputation from his former life that keeps
people from trusting him until he proves himself.
He might “owe one” to old friends who'll try to turn
him back to gang life. An old wound might have left
him scarred or partially crippled.

Progression: In and of itself the Ganger arche-
type is fairly limited; there’s not much he can do
well beyond the roads. To become a truly well-
rounded hero, he’ll probably have to transition
to Road Warrior, Gunslinger, Warrior, or perhaps
even Technologist.

GUNSLINGER

Finishing he tapped the revolver in his belt, to
emphasize his words. As he did so, Pirrie raised
his rifle. The man, in earnest now, began to pull
the revolver out. But the muzzle was still inside
his belt when Pirrie fired. From that short
range, the bullet lifted him and crashed him
backward on the road. Pirrie stood in silence,
his rifle at the ready.

—]John Christopher, No Blade Of Grass

He walks the wastelands, garbed in leathers
and a longcoat, carrying his most precious pos-
sessions — a firearm (perhaps two or three...) and
enough salvaged ammo to last for a little while.
Be he a savior who protects the innocent from the
desperate and wicked, or one of the desperate and
wicked himself, he’s set apart by his matchless skill
with a gun — and his willingness to use one.

Typical Goals And Motivations: A PC gunslinger is
typically a sort of nomadic hero, wandering from
place to place in search of what he needs to sur-
vive... and, of course, getting into adventures along
the way as he helps good people with their troubles.
He claims he wants to be left alone, but ultimately
he doesn’t seem to mind that events keep throwing
him together with his fellow man. But his altruism,
however strong it may be, doesn’t prevent him from
somehow making a “profit” (if only in fresh sup-
plies) during his escapades.

Typical Abilities: First and foremost, a Gunslinger is
a master of firearms. No matter what type of gun he
finds, he knows how to use it (or can, instinctively,
figure it out). His aim is true and deadly. He usually
carries at least two or three guns (one concealed) at
all times... though depending on the nature of the
setting, finding working ammo for them may be a
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constant struggle. Beyond that, Gunslingers tend to
be tough, fast, good with their hands, and unflinch-
ingly brave.

Suggested Disadvantages: A Gunslinger often has
Hunteds, since any enemy he leaves alive is almost
certain to seek revenge. He may be searching for
something — a lost loved one, a place where he can
finally lay down his guns and rest, the man who
shot his dog, a treasure — which you can represent
with a Psychological Limitation.

Progression: A Gunslinger is often content to
remain a Gunslinger; it’s a fairly well-rounded
profession well-suited to the brutal post-apoca-
lyptic life. Depending on his experiences and the
demands of the setting, he may learn some of the
Road Warrior’s abilities, take up melee weapons
and become a Warrior as well as a Gunslinger, or
expand his skill at tinkering with firearms into the
broader skills of the Technologist.

GUNSLINGER PACKAGE DEAL
Abilities

Cost Ability
+3 DEX
+3 PRE
+3 with Firearms
+4 versus Range Modifier with all Firearms
Fast Draw (Small Arms) (DEX Roll)
Stealth (DEX Roll)
Survival (one environment) (INT Roll)
WE: Small Arms
6 points worth of Skills from the following list:
Autofire Skills, Climbing, Combat Driving,
Combat Skill Levels, Concealment: Scav-
enging, Demolitions, Interrogation, Martial
Arts, Paramedics, Persuasion, Skill Levels,
Sleight Of Hand, Weapon Familiarity, Weap-
onsmith (Firearms), any Background Skill

Total Cost Of Package Abilities: 45
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Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0

Options
Value Ability
var One or more gunfighting Super-Skills from

Dark Champions
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PRESERVER

[The task of St. Leibowitz’s order] was to pre-
serve human history for the great-great-great-
grandchildren of the children of the simpletons
who wanted it destroyed. Its earliest habit was
burlap rags and bindlestiffs — the uniform of
the simpleton mob. Its members were either
“bookleggers” or “memorizers,” according to the
tasks assigned.

—A Canticle For Leibowitz

The Post-Apocalyptic world is littered with
ruins — wrecked cars, shattered buildings, fields
of rubble that were once cities. Combing through
these desolate places in search of books, datacards,
and any other means of storing information, the
Preserver seeks to recover, safeguard, understand,
and disseminate the knowledge of the pre-apoca-
lypse world.

Typical Goals And Motivations: The Preserver
archetype is essentially defined by a motivation:
the drive to obtain and maintain the knowledge
possessed by the civilization that fell. He may not
know much about “the Ancients,” or he may have
learned a great deal about what once was and
how the world got to its present state. Whether
he genuinely believes that knowledge for knowl-
edge’s sake is good, thinks he can find the key

to restoring mankind’s glory, is following the
orders of a superior for some reason, or expects
to profit from his quest somehow, the Preserver
wants all the data he can get.

PRESERVER PACKAGE DEAL
Abilities

Cost  Ability

3 +3 INT

+1 to PER Rolls with Sight Group
Concealment: Scavenging (INT Roll +1)
Two KSs at 11- each
Survival (Ruins) (INT Roll)
6 points worth of Skills from the following list:
Climbing, Combat Driving, Combat Skill
Levels, Conversation, Cryptography, Elec-
tronics, Lockpicking, Mechanics, Navigation,
Paramedics, Persuasion, Security Systems,
Skill Levels, Weapon Familiarity, any Back-
ground Skill

Total Cost Of Package Abilities: 22

Disadvantages
Value Disadvantage
15 Psychological Limitation: Seeks The Knowl-
edge And Lore Of The Pre-Apocalypse
World (Common, Strong)

Total Value Of Package Disadvantages: 15
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Options
Value  Ability

2 Historian: Add KS: Pre-Apocalypse Civiliza-
tion 11- (the GM may also require the char-
acter to buy Cryptography or Languages,
if post-apocalypse tongues have diverged
significantly from pre-apocalypse ones)

1 Literacy (if not standard for setting)



Post-Apocalyptic Hero m Chapter Two

@

Typical Abilities: Although not as skilled at combing
through ruins as Scavengers (see below), Preservers
are experts at exploring them. They know the best
methods of approach, the potential dangers, and
the most likely places to find what they’re looking
for. If he’s of scholarly bent, a Preserver’s probably
read much of what he’s recovered, in the process
learning about pre-apocalypse civilization.

Suggested Disadvantages: A Preserver’s life can be
a dangerous one, and it may show. He could have
scars or crippling injuries as a result of attacks by
mutants, parts of ruined buildings collapsing on
him, or similar encounters. He may have a Rivalry
with other Preservers to see who can make the
most discoveries, or who'll be the first to find a
long-rumored intact library. Similarly, he might be
Hunted by people who want to take what he finds
and use it for their own purposes.

Progression: Depending on the nature of the set-
ting and how dangerous his job gets, a Preserver
may need Gunslinger, Road Warrior, or Warrior
skills to survive. His exposure to the knowledge of
the pre-apocalypse world may make him a good
candidate to become a Technologist at some point.

ROAD WARRIOR

He comes in the roar of an automobile engine
and the stench of gasoline fumes — the Road War-
rior, the knight of the post-apocalyptic wasteland.
Constantly on the move, ever in search of both gas
and some meaning or purpose for his life, the Road
Warrior inevitably finds himself swept up in adven-
ture when he encounters biker gangs on the prowl
or a town in desperate need of his help.

Typical Goals And Motivations: While he often
comes across as selfish or greedy, particularly when
he’s in desperate need of gas and oil for his car, at
heart the Road Warrior is a good man who's willing
to do the Right Thing. If necessary he’ll put his life
on the line to protect innocent people or preserve

a valuable resource. But he may also have a mean
streak to him — a desire to defend himself and get
back at his enemies that makes him go far out of
his way to get revenge on his enemies.

Typical Abilities: First and foremost a Road War-
rior can drive, and drive well. Whether it’s his
custom-designed car, a motorcycle stolen from a
ganger, a wrecked truck he’s trying to salvage, or
something else, he can motorvate it down the road
with an ease born of experience and skill. (This
Package Deal assumes the character gets a Vehicle
in the campaign without having to spend Charac-
ter Points on it.) Beyond that, he’s usually tough, a
good shot with a gun (or perhaps a crossbow), and
possesses a lot of other skills necessary for survival
in the post-apocalyptic world.

27
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Suggested Disadvantages: As he travels and gets
involved in adventures, a Road Warrior tends to
accumulate enemies (Hunteds). Some of these
remain in one area that he sometimes revisits
(Limited Geographical Area), but plenty of them
are biker gangs or other mobile foes who could
show up just about anywhere. He might have a
Rivalry with another Road Warrior to prove who's
the better driver or who can find the most fuel. It’s
possible that he has a Psychological Limitation rep-
resenting a secret goal of his, like finding his family
(if he’s not sure they died in the apocalypse), reach-
ing a safe area, or the like.

Progression: Early on in a Road Warrior’s career,
his standard Skills and abilities are enough to keep
him alive and moving. But as he gets involved in
more and more adventures, he may find it neces-
sary to broaden his abilities a little. A touch of
Scavenger or Technologist works well, or he might
become more of a Gunslinger or Warrior.

ROAD WARRIOR
PACKAGE DEAL

Abilities

Cost Ability

9 +3 DEX

+2 CON
+2 PD
Combat Driving (DEX Roll +2)
AK of character’s choice 11-
KS: Road Vehicles 11-
Mechanics 8-
Navigation (Land) 8-
TF: Common Motorized Ground Vehicles,
Two-Wheeled Motorized Ground Vehicles
Survival (one Environment) 8-
WFE: Small Arms
6 points worth of Skills from the following list:
Expand any Familiarity listed above to a full
Skill, Autofire Skills, Climbing, Combat Skill
Levels, Concealment: Scavenging, Demoli-
tions, Fast Draw, Interrogation, Martial Arts,
Paramedics, Persuasion, Skill Levels, Sleight
Of Hand, Stealth, Streetwise, Weapon Famil-
iarity, any Background Skill

Total Cost Of Package Abilities: 40
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Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0

Options
Value  Ability
var Car: one Vehicle
var Faithful Companion: a pet of some sort

bought as a Follower
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SCAVENGER

Also known as a Scrounger, Salvager, or Junk-
man, the Scavenger specializes in exploring ruins
for usable or sellable items. He knows the most
likely places to find useful goods, how to get at
those goods, and most importantly how to avoid
the dangers that lurk among the broken buildings
and shattered roads.

Typical Goals And Motivations: Scavengers are basi-
cally treasure hunters. Some are in it out of greed
(they want to make money selling what they find),
some for practical reasons (they want to keep
themselves supplied with food, bullets, fuel, and
other necessities), and some out of the sheer joy
of exploration and discovery. Curiosity is often a
strong motivation for them; they can't resist the
urge to find out what’s behind that door, what’s in
that cabinet, what a particular piece of salvage is
used for... and, perhaps, what caused the mighty
civilization of the Ancients to collapse.

Typical Abilities: Scavengers have a selection

of Skills that help them explore ruins and find
valuable items, such as high Concealment and
Survival rolls. This includes basic knowledge of
how to examine, evaluate, and operate working
devices (i.e., Familiarity with Electronics and
Mechanics). A few are well-versed in knowledge
of pre-apocalypse civilization and culture, while
others could care less as long as they make good

SCAVENGER PACKAGE DEAL

Abilities
Cost Ability
2 +1 to PER Rolls with Sight Group
7 Concealment: Scavenging (INT Roll +2)
1 Electronics 8-
2 AK of character’s choice 11-
1 Lockpicking 8-
1 Mechanics 8-
4 Survival (Ruins) (INT Roll +1)
2 WE: Small Arms
6 6 points worth of Skills from the following list:

Expand any Familiarity listed above to a full
Skill, Climbing, Combat Driving, Combat
Skill Levels, Cryptography, Demolitions,
Navigation, Paramedics, Persuasion, Security
Systems, Skill Levels, Weapon Familiarity,
Weaponsmith, any Background Skill

Total Cost Of Package Abilities: 26

Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0



Post-Apocalyptic Hero m Chapter Two

money off what they find. Some Scavengers are
also restorers — they have Professional Skills
suited to repairing, refinishing, or refurbishing
the items they find.

Suggested Disadvantages: Psychological Limita-
tion: Greedy is an obvious choice for many Scav-
engers; so is Psychological Limitation: Curiosity. A
Rivalry with another Scavenger, if one frequently
shows up in the campaign, can be a lot of fun and
provide some humor value. And if a Scavenger
finds something really valuable (or is just rumored
to have), he may find himself Hunted by all sorts of
unpleasant people.

Progression: Compared to many archetypes, the
Scavenger is fairly limited; it usually doesn’t take
too many adventures before he wants to branch out
a little. Depending on personality he usually angles
toward Technologist or Gunslinger — the former
being a natural extension of his work finding and
restoring pre-apocalypse devices, the latter of his
need to defend himself against mutants, monsters,
and similar perils.

In some types of Post-Apocalyptic campaigns,
one or more characters are current or former
members of the military. This Package Deal repre-
sents the sort of “generic” military training that’s
appropriate to such a character. For more detailed
Military Package Deals, including ones for special
forces and elite units, see Dark Champions.

Typical Goals And Motivations: A Soldier’s goals and
motivations usually depend on the campaign. If
the apocalypse occurs and he’s stuck behind enemy
lines, he wants to get home. If he’s already back at
home, he and his friends may want to restore law
and order and help their community to survive (or,
less charitably, they may decide that their weapons
and training give them the edge they need to take
over the region). If there’s no hope of either of these
things, then his goal is usually survival in as much
comfort as he can manage.

Typical Abilities: A Soldier’s military training makes
him well-suited to the post-apocalyptic life. He’s

in decent shape, knows how to use weapons (and
probably has some already), how to work in a
group (and perhaps lead one), and so on. Depend-
ing on his specialty, he may know how to maintain
and use vehicles, work with explosives, operate sen-
sors, defeat security systems, or other useful skills.

Suggested Disadvantages: Technically a Soldier
comes with the standard military Disadvantages:
he’s Subject To Orders, wears a uniform, and is
Hunted by the enemy. However, these may not
apply in some Post-Apocalyptic settings, in which
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case the GM should remove them from the Package
Deal, or replace them with more appropriate ones.

Progression: Military training may be enough to
see a character through many adventures in a Post-
Apocalyptic campaign; the character simply spends
his Experience Points on improving and broaden-
ing his military skills. If he wants to expand beyond
that, Gunslinger, Road Warrior, Scavenger, or Tech-
nologist would all be good choices.

SOLDIER PACKAGE DEAL

Abilities
Cost  Ability
2 Running +1”

2 KS: The Military/Mercenary/

Terrorist World 11-

KS: [Military Force] History And Customs 11-
PS: [member of military; e.g, “Sailor”] 11-
Tactics

‘WF: Small Arms, Knives

Fringe Benefit: Military Rank

6 points worth of Skills from the following list:
Autofire Skills, Climbing, Combat Driv-

ing, Combat Piloting, Combat Skill Levels,
Computer Programming, Concealment:
Scavenging, Cryptography, Demolitions,
Electronics, Fast Draw, Interrogation,
Martial Arts, Mechanics, Navigation, Para-
medics, Persuasion, Security Systems, Skill
Levels, Stealth, Survival, Systems Operation,
Weapon Familiarity, Weaponsmith, any
Background Skill, Contacts

Total Cost Of Package Abilities: 20

A O W W

Disadvantages
Value Disadvantage
5 Distinctive Features: Uniform (Easily
Concealed)
10 Hunted: military force character belongs to

8- (Mo Pow, NCI, Watching)
20 Social Limitation: Subject To Orders (Very
Frequently, Major)

Total Value Of Package Disadvantages: 35

Options
Value  Ability

0 Combat Engineer: Choose SS: Civil Engi-
neering and at least one other engineering-
oriented Skill

0 Information Warfare Specialist: Choose
Computer Programming and Systems
Operation

0 Pilot: Choose Combat Piloting

0 Tank Driver: Choose TF: Tracked Mili-
tary Vehicles

Hero System 5™ Edition Revised

SURVIVALIST

In Post-Apocalyptic campaigns set during
or immediately after the apocalypse, Survivalists
— people who've specially prepared for a life in
the wilderness, without modern comforts or tech-
nology — may suddenly become everyone’s best
friend. With their honed survival skills and caches
of supplies, they’re an excellent addition to, or per-
haps target for, a group of PCs.

Typical Goals And Motivations: Survivalists tend to
be tightly focused on surviving the apocalypse, and
then building a (relatively) comfortable life there-
after. They're often isolationist and paranoid, con-
cerned that everyone wants to take their food and
gear (though to be fair, this may not be paranoia so
much as an accurate assessment of the situation). A
Survivalist who's part of a group of PCs is likely to
be more outgoing and noble-minded; perhaps he
wants to help rebuild civilization, or at least make
the world a slightly better place.

SURVIVALIST PACKAGE DEAL

Abilities
Cost Ability

2 +2 STR
4 +2 CON
3 Concealment: Scavenging (INT Roll)
3 Paramedics (INT Roll)
3 Stealth (DEX Roll)
8 Survival (two environments) (INT Roll +2)
1 Tracking 8-
2 WE: Small Arms
6 6 points worth of Skills from the following list:

Expand any Familiarity listed above to

a full Skill, Climbing, Combat Driving,
Combat Skill Levels, Demolitions, Elec-
tronics, Mechanics, Mimicry, Navigation,
Persuasion, Security Systems, Skill Levels,
Weapon Familiarity, Weaponsmith, any
Background Skill

Total Cost Of Package Abilities: 32

Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0

Options
Value Ability
var Hideout: the character has a Base, usually

in an isolated area and set up with conceal-
ment, defense, and ensuring access to neces-
sities in mind

var Cache Of Goods: The character buys the
Supplies form of the Money Perk (see the
Perks section of this chapter)

-15 Psychological Limitation: Possessive And
Paranoid (Common, Strong)
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Typical Abilities: In addition to the Survival Skill (at
which they excel), Survivalists have a lot of other
abilities related to wilderness living. They can con-
ceal themselves (or find hidden things), track game
or humans, move stealthfully, and provide basic
medical care for themselves and others. Depending

on his background, a Survivalist could have all sorts
of odd Skills.

Suggested Disadvantages: Psychological Limita-
tions relating to the Survivalist’s fear of others and
preference for isolation, or brought on because he’s
isolated himself for too long, are very appropri-
ate. In some types of campaigns, so are Hunteds

— people who want to get rid of him so they can
take his possessions.

Progression: Survivalists are often content to
remain as they are, but if the campaign takes them
away from the environments they’re most comfort-
able in, they may have to develop other abilities.
Becoming a Gunslinger, Road Warrior, or even
Technologist are all possibilities.

31

TECHNOLOGIS

In some Post-Apocalyptic settings, the electron-
ics and devices of the Ancients still work... sometimes.
A Technologist is a person who understands (as best
anyone in the post-apocalyptic world can) how those
machines work, how to repair them, and how to use
them. He's the gadgeteer of the Post-Apocalyptic
world, trying to take advantage of what little remains
of pre-collapse technology, and perhaps even advance
Science a little here and there to boot.

Typical Goals And Motivations: Like other types of
gadgeteers, Technologists are often obsessed with
technology — they’ll go out of their way to follow
up rumors about caches of technology or long-lost
labs, spend hours working on a new device, and put
themselves in danger to test out their “inventions”

Typical Abilities: Most of a Technologist’s abilities
relate to gadgets and technology — Electronics, Inven-
tor, and so on. He may supplement that with Scaven-
ger-like skills for finding lost tech, fighting abilities to
protect himself from mutants and other perils, or craft
skills so he can build and repair all sorts of items.

Suggested Disadvantages: Besides the strong pos-
sibility that he’s obsessed with technology (and/or
gets along better with machines than people),
Technologists often seem to have physical infir-
mities that they overcome with jury-rigged tech

— goggles or weird-looking glasses to correct weak
eyesight, a high-tech leg brace to compensate for
lameness, and so forth. In game terms, you can rep-
resent this with an appropriate Disadvantage, then
a gadget that partially or wholly makes up for what
the character loses via the Disadvantage.
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Progression: Because so many long-lost technologi-
cal wonders remain to be discovered and plumbed,
many Technologists stick with their favored pursuit
for their entire adventuring career. Others find that
a touch of Gunslinger, Warrior, Scavenger, or Road
Warrior helps them immensely as they wander the
wastelands in search of circuitry.

TECHNOLOGIST
PACKAGE DEAL
Abilities

Cost Ability

3 Analyze Technology (INT Roll)
Electronics (INT Roll)
Inventor (INT Roll)
Mechanics (INT Roll)
Security Systems 8-
Systems Operation (INT Roll)
6 points worth of Skills from the following list:
Expand any Familiarity listed above to a full
Skill, Climbing, Combat Driving, Combat
Piloting, Combat Skill Levels, Concealment:
Scavenging, Cryptography, Demolitions,
Navigation, Paramedics, Persuasion, Skill
Levels, Weapon Familiarity, Weaponsmith,
any Background Skill

Total Cost Of Package Abilities: 22

Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0
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Options
Value Ability
-15 Psychological Limitation: Obsessed With
Tech (Common, Strong)

WARRIOR PACKAGE DEAL

Abilities
Cost Ability
5 +5STR
9 +3 DEX
10 +5 CON
12 12 points’ worth of Combat/Penalty
Skill Levels
1 Riding 8-
1 Tactics 8-
WE: Common Melee Weapons, Common
Missile Weapons
6 6 points worth of Skills from the following list
Expand any Familiarity listed above to a
full Skill, Analyze, Armorsmith, Climbing,
Combat Skill Levels, Concealment: Scav-
enging, Navigation, Paramedics, Penalty
Skill Levels, Survival, Tracking, Trading,
Weapon Familiarity, Weaponsmith, any
Background Skill
Total Cost Of Package Abilities: 48
Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0
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WARRIOR

Not every Post-Apocalyptic setting features
leftover guns, missiles, and blasters. In some,
civilization has fallen so far, or fell so long ago,
that humanity’s been reduced to a more or less
medieval level of technology. A person who
wants to fight for survival can’t be a Gunslinger
— he becomes a Warrior.

This Package Deal represents a more or less
“generic” Warrior. For more detailed options for
this type of character, see Fantasy Hero.

Typical Goals And Motivations: In a Post-Apocalyp-
tic campaign, a heroic Warrior (such as most PCs
who choose this archetype) typically takes up the
profession of arms to defend himself, his home,
and his loved ones from the many threats facing
them: nomad tribes, bandits, mutant monsters, and
the like. Less noble-minded Warriors may use their
strength and skill to force others to do their bid-
ding, obtain what they want without working for it,
bully people, and so on.

Typical Abilities: Physical Characteristics, such as
STR and STUN, are the Warrior’s meat and drink.
Some Warriors favor DEX and SPD more, reduc-
ing the amount of armor they wear and relying on
agility and skill to protect themselves. Combat Skill
Levels are a must for this archetype.

Suggested Disadvantages: Enraged/Berserk is an
obvious choice for bloodthirsty Warriors. A fight-
ing man often makes enemies, so he could have a
Hunted or two pursuing him (or, if he stays in one
location, a Rivalry). Oaths of loyalty count as Psy-
chological Limitations, as do Loves To Fight, Over-
confidence, and Code Of Honor.

Progression: Warriors start out with a lot of combat
effectiveness, so they don’t necessarily need to get

a lot more to remain competitive as the PCs gain
experience and power. An occasional additional
Combat Skill Level or two may do the trick; more
than that, and the Warrior may unbalance the
campaign. Instead, he should consider branch-

ing out, developing other Skills and interests. For
example, if he comes from a noble family, or has
the local leader’s favor, he might serve as a diplomat
or ambassador, learning some Interaction Skills in
the process. Or he might focus on some intellectual
pursuits and hobbies.
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CULTURAL PACKAGE
DEALS

In addition to the “Professional” Package
Deals provided above, you can also take a Cultural
Package Deal for a character if you want to. In
Post-Apocalyptic literature, certain broadly-defined
cultures or cultural stereotypes tend to show up
repeatedly, and in some cases, it may be appropri-
ate to represent this with Cultural Package Deals.
However, Cultural Package Deals are optional; the
GM should approve their use, and may prefer to
adjust them slightly to better portray the cultures
specific to his world. And of course, even where
well-defined cultures exist, many heroes flout the
sort of traditions they represent, making a Cultural
Package Deal inappropriate for them.

DOME-DWELLER

“The dome has lasted and will last. It must last.
We may be the last men on the planet. The last
life. We must outlast the radiation.”

—Paul Williams, The Dome In The Forest

Some Post-Apocalyptic settings feature
isolated enclaves of surviving groups from pre-
apocalypse times. In many cases these people live
in sealed, self-sufficient domes that protect them
from the dangers of the Post-Apocalyptic world,
hence “Dome-Dwellers” as a term for this sort of
culture. Like Cryos, Dome-Dwellers preserve the
knowledge, devices, and customs of the pre-apoca-
lypse world, though much may have broken down
or become “warped” with the passage of time;
inbreeding can also become a problem as the cen-
turies pass. Typically Dome-Dwellers have scientific
or technical training as well.

DOME-DWELLER
PACKAGE DEAL

Abilities
Cost  Ability
3 One or more science- or technology-ori-

ented Skills of the character’s choice.
2 KS: Pre-Apocalypse History

Total Cost Of Package Abilities: 5

Disadvantages
Value Disadvantage
None

Total Value Of Package Disadvantages: 0

Options
Value  Ability
var Inbreeding: choose one or more

Disadvantageous Mutations

MUTANT

Grotesque creatures who prowled the fringes
of the desert often wore hoods, masks, or volu-
minous robes to hide deformity. Among them
were those whose deformity was not limited to
the body, those who sometimes looked on trav-
elers as a dependable source of venison.

—Walter Miller, A Canticle For Leibowitz

“Mutant” isn't exactly a culture (though in
some respects it may be, in some settings), but it’s
more of a culture than a profession. Its members
have one thing in common: they’ve been mutated
by radiation or some other after-effect of the apoca-
lypse. See pages 112-28 for further information and
example Mutations characters can buy.

NOMAD

Some Post-Apocalyptic stories feature peo-
ples who wander over the landscape rather than
remaining in one fixed location. Sometimes these
are tribes similar to the Plains Indians of North
America or the Mongols of Asia. In other cases the
Nomads have a more distinctive Post-Apocalyptic
feel — they use caravans of salvaged vehicles to
roam the land, or ride mutated beasts. Typically
Nomads can only carry a few goods, so what they
have is particularly valuable to them and they fight
hard (and well) to protect it.

NOMAD PACKAGE DEAL

Ahilities
Cost Ability
3 +1 DEX
3 Combat Driving or Riding
2 WEFs (2 points’ worth)
Total Cost Of Package Abilities: 8
Disadvantages
Value Disadvantage

None

Total Value Of Package Disadvantages: 0

Options
Value  Ability
+2 Wandering Traders/Entertainers: Replace

Riding with TF: Equines, Carts & Car-
riages and Trading
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CHARACTERISTICS

ost HERO System gamers start design-

ing their characters by purchasing

Characteristics. Several Characteris-

tic-related issues have implications for
Post-Apocalyptic Hero games.

Normal Characteristic Maxima

Post-Apocalyptic Hero campaigns typically
impose Normal Characteristic Maxima as a
default for the campaign; characters must abide
by the restrictions without getting any Disadvan-
tage points for doing so. But in some cases the
GM may want to reconsider that decision. For
some High Post-Apocalyptic games in particular
— ones where all the PCs have powerful muta-
tions, wield magic, or the like — the Normal
Characteristic Maxima rules may not make much
sense, and may even inhibit the “feel” the GM
wants to create. In campaigns like that, allowing
characters to buy high Characteristics without
any cost doubling may work well.

Characteristic Ranges

Post-Apocalyptic Hero is a Heroic genre, and
therefore most characters will have most of their
Primary Characteristics in the 10-20 range. This
can cause problems of uniformity, with most char-
acters having Characteristics that are in very simi-
lar ranges, if not identical. Furthermore, because
some Characteristics cost relatively few points to
increase, it's not uncommon to see characters with
unusually high ratings in Characteristics not asso-
ciated with that character type — such as technolo-
gists with STR 15-20.

This potential uniformity is an important feature
of the HERO System, one that allows players to build
whatever characters they want. But it may cause prob-
lems in some campaigns, particularly those where
GMs and players want to emphasize the differences
between the various major archetypical characters. If
“Characteristic uniformity” causes a problem in your
game, here are some possible solutions:

m Lower the Normal Characteristic Maxima break-
point. If characters have to start paying double at
15 instead of 20, Characteristics in the 18-20 range
become rarer. For a Low Post-Apocalyptic cam-
paign featuring characters who are “just ordinary
folks” coping with the apocalypse and its immedi-
ate aftermath, a doubling point of 13 might even be
appropriate. However, if you do this the PCs may
end up with fewer points to spend on Skills and
abilities, which causes problems of its own.

m Lower the Normal Characteristic Maxima
breakpoint selectively by character type. Choose
one Characteristic that’s important for each char-
acter archetype (typically DEX for road warriors
and gunslingers, STR for warriors, and so on).
That archetype can buy that Characteristic up

to 20 for the normal cost, but must pay double

at a lower breakpoint (such as 15) for all other
Characteristics. For example, maybe warriors can
buy STR 20, but all other character types must
pay double for each point of STR above 15. This
heightens each archetype’s natural strengths,

but may cause difficulties when you try to build
some character concepts.

m Sever the relationship between a Primary
Characteristic and one or more of the Figured
Characteristics it affects. If characters only get
ED and REC from CON, and not END or STUN,
they may be more likely to keep CON at a lower
level than they otherwise would so they can put
points into END and STUN. Again, this may lead
to characters spending too many of their points
on Characteristics.

m Assign a useful bonus to a Characteristic that
makes characters want to buy it in unusual
amounts, instead of amounts ending in 0, 3, 5, and
8. For example, suppose you establish a house rule
saying that if two characters have the same DEX (a
not uncommon occurrence in a Post-Apocalyptic
Hero campaign), the character with the highest
INT gets to act first in a Phase. This prompts at
least some characters to spend a little more on INT,
since an INT of 16 is better than one of 15 even
though they both generate the same INT Roll and
PER Roll. Proceed with caution, however; most
such changes indirectly benefit some character type
more (technologists and scavengers, in this case,
since they already want to have a high INT), and
you may accidentally create a game balance prob-
lem. Similarly, you could rule that in Skill Versus
Skill Contests involving Skills based on the same
Characteristic, ties go to the character with the
highest Characteristic.

m Forbid some archetypes to buy Characteristics
beyond a defined maximum (or at least, not with-
out special permission). For example, maybe the
GM decides technologists cannot buy STR above
15, and warriors can't buy INT above 15. This may
significantly inhibit the creative freedom that is a
hallmark of the HERO System, but it can really dis-
tinguish the archetypes from each other.
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SKILLS

s in other Heroic genres, Skills play

an important part in Post-Apocalyptic

Hero. In many ways, a character’s Skills

define him (in game terms) more than
any other game element. This section contains
both general Skill rules for the Post-Apocalyptic
genre, and specific notes on how various Skills
function in Post-Apocalyptic Hero.

See The Ultimate Skill for advanced rules for

all Skills, many of which are appropriate for Skill-
heavy Post-Apocalyptic campaigns.

EXTENT OF KNOWLEDGE

In some cases, it may be important to remem-
ber that the extent of knowledge encompassed by
a Skill in a Post-Apocalyptic setting is typically less
than that possessed by a modern-day character
with the same Skill because so much information
was lost during the collapse of civilization. But this
may very from Skill to Skill. For example, a Post-
Apocalyptic technologist might have Electronics
18-, indicating that he’s just about as well-versed
on the subject of Electronics as it’s possible for
anyone in his setting to be. But the Post-Apoca-
lyptic world’s knowledge of electronic technol-
ogy and engineering is spotty at best compared
to the modern day. A technologist with a roll of
18- knows far less about electronic devices than a
modern-day scientist or engineer with Electronics
11-. On the other hand, Survival is Survival — a
Post- Apocalyptic character might not have access
to as many tools or resources for outdoor living as
a modern-day person, but his knowledge of how to
start a fire, find/build shelter, or locate food in the
wilderness is just as complete and valid as that of
a modern-day person (and might even be better,
since it’s based on a lot of practical experience).

For the most part, this has no real game effect.
After all, it’s not as if Post-Apocalyptic characters
are likely to meet time travelers from other eras
on a regular basis. But you should keep it in mind
when evaluating a character’s capabilities; just
because he has a high roll in a Skill doesn’t mean
he knows everything there is to know about a sub-
ject — just everything that his culture and society
happen to know.

TECHNOLOGY SKILLS

Ordinarily, Skills like Computer Program-
ming, Electronics, Mechanics, and Systems
Operation include knowledge of how to figure
out what a strange device does. This doesn’t hold
true in many Post-Apocalyptic settings, where
questions like “What is this?” “What does this
thing do?” and “How do we make this work?” are

an important part of the genre and an element
of its overall appeal. Instead, use Inventor (see
below) to figure out how strange technologies
work, with other related Skills (like Electronics)
as Complementary Skills.

In campaigns set long after the apocalypse,
when the principles of science and technology have
long been forgotten (in general, if not totally), the
GM may impose a standard Skill Roll penalty on
any attempt to understand or use the devices of
the Ancients. Typically the penalty is at least -3,
and may be more for particularly complex devices.
As a character gets used to working with a specific
device (or category of devices), this penalty gradu-
ally diminishes to 0.

COMBAT DRIVING

“You're a very good driver,” said Denton after
a time. “You've driven just about every vehi-
cle there is to drive. You've even raced. Back
when you were smuggling, you used to make a
monthly run to Salt Lake City. There are very
few drivers who'll try that, even today. ... What
I'm trying to say is that, of anybody we could
pick, you've probably got the best chance of get-
ting through.”
—Secretary Denton tries to persuade
Hell Tanner to undertake a cross-country
mission through post-apocalyptic
America in Damnation Alley
This is the Skill for characters in Road Wars
campaigns — in fact, the odds are nearly every
character in a campaign like that will have it. If
the GM wants to differentiate characters a little,
he can make them buy Combat Driving by cat-
egories. The categories are based on Transport
Familiarity categories, and to buy one the charac-
ter must first purchase (or otherwise know) the
TF of the same name. Each category listed below
costs 2 Character Points for a DEX-based roll (or
only 1 Character Point if a character wants the
Skill for a single type of vehicle in a category, like
“all V8 Interceptors” instead of “Small Motorized
Ground Vehicles”). Improving the character’s roll
with all categories he knows costs +2 Character
Points for each +1 to the roll.
The categories are:

m Small Motorized Ground Vehicles (cars, pickups,
jeeps, ambulances, taxis...)

m Large Motorized Ground Vehicles (trucks, trac-
tor-trailers, buses...)

m Two-Wheeled Motorized Ground Vehicles
(motorcycles, motoscooters, and the like)
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m Construction & Agricultural Vehicles (wheeled
steamrollers, tractors, and the like)

m Wheeled Military Vehicles (reconnaissance vehi-
cles, some APCs)

Note that these categories all involve wheeled
vehicles; tracked vehicles like bulldozers and tanks
are excluded. Vehicles like that aren’t often found in
Road Wars campaigns, and generally can’t move as
fast or far as typical Road Wars cars. If appropriate,
the GM can include them in the relevant categories,
or create new categories for them.

For expanded rules on vehicle use and combat,
see The Ultimate Vehicle.

COMBAT PILOTING

Combeat Piloting may be rare or even non-
existent in Post-Apocalyptic campaigns — the
knowledge of how to fly isn’t as common as the
knowledge of how to drive, after all, and fewer
planes and helicopters are likely to survive than
cars and motorcycles. It occasionally crops up in
Low Post-Apocalyptic campaigns that take place
right after the collapse when an overlord (see
Chapter Four) recruits ex-Air Force personnel and
gets ahold of some military base’s contingent of jets,
or unusual characters who remember how to build
and fly their own small aircraft.

CONCEALMENT: SCAVENGING

Even sifting through the downtown ruins of
Boise, the gleaners before him had missed a
small treasure trove of canned food in a loft
behind a shoe store... some hoarder’s stash, long
untouched. There was a pattern to such things,
worked out over the years. He had his own
methods for conducting a search.

—David Brin, The Postman

If appropriate you can recharacterize Con-
cealment as Scavenging for Post-Apocalyptic cam-
paigns. Scavenging works just like Concealment
for the most part, but also includes knowledge
of where useful or valuable salvage is likely to be
found, what sort of salvage one can reasonably
expect in a given facility, and even evaluating/
appraising the value of salvage.

When characters decide to search an area,
they should indicate how thoroughly they want
to search it. Area searches fall into four catego-
ries: Perfunctory; Average; Thorough; and Very
Thorough. As indicated in the Salvage Search
Times table, these four categories govern how
long a search takes and what modifiers apply.
Similarly, how badly ruined an area is (see page
78 for more information on the four categories)
affects search times.

See page 80 for rules regarding what charac-
ters find while Scavenging.
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CRYPTOGRAPHY

If languages have changed and Post-Apocalyp-
tic characters don’t have the appropriate Language
that lets them read pre-apocalypse writing (see
below), the Translation Only function of Cryptog-
raphy may help them puzzle out old world signs,
maps, and books.

INVENTOR

Inventor functions in Post-Apocalyptic cam-
paigns in two ways. First, as in other campaigns, it
allows a character to create new devices. The GM
may restrict this somewhat, since it spoils some
of the fun of the Post-Apocalyptic genre to just
let characters invent new technologies instead of
discovering them by exploring ruins and the like.
Second, characters use Inventor to figure out the
purpose and operation of strange pre-apocalypse
devices they find. Skills related to the technology
in question (Electronics for general devices, Com-
puter Programming for computers, Mechanics for
mechanical systems, Systems Operation for sensors
and communications equipment, Weaponsmith for
weapons, and so forth) function as Complementary
Skills. See page 82 for more information and rules.

LANGUAGE

Sometimes so much time has passed between
the apocalypse and the time a Post-Apocalyptic
campaign begins that the language has changed sig-
nificantly. There may be similarities that modern-
day players can recognize and have fun with (like
renaming Delaware “Del'war”), but to the inhabit-
ants of the Post-Apocalyptic world, surviving text
from pre-apocalypse times may be mysterious.

In game terms, the GM should establish a
degree of similarity between a pre-apocalypse
language (usually English, but it depends on
where the campaign takes place) and the lan-

guage spoken by the Post-Apocalyptic characters.

Typically post-apocalypse and pre-apocalypse
English have 3 points of similarity, thus allowing
Post-Apocalyptic characters to make INT Rolls
to puzzle out the meaning of pre-apocalypse text.
In harsher settings, they may only have 2 points
of similarity so that characters can’t understand
pre-apocalypse English at all unless they pay
Character Points for the privilege.

PARAMEDICS

“Dick Ellis came by today and said he wanted
off the committee. ... He said hed be glad to
serve in any capacity as soon as we get our-
selves a real doctor, but just now he can't.
We had another twenty-five come in today,
and one of them had a gangrenous leg. Came
from a scratch she got crawling under a rusty
bobwire fence, apparently. ... He’s just a coun-
try vet and he’s scared *%¢elless he’s going to
kill someone.”

—Stu Redman worries about the state
of medical care in post-apocalypse
Denver in Stephen King’s The Stand
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SALVAGE SEARCH TIMES
Perfunctory Average Thorough Very Thorough
Location Search Search Search Search
One hex 1 Segment 1 Phase 1 Turn 1 Minute
Apartment 1 Minute 10 Minutes 30 Minutes 1 Hour
Car 1 Turn 1 Minute 10 Minutes 20+ Minutes
House, Large 1 Hour 6 Hours 1 Day 2+ Days
House, Medium 30 Minutes 1 Hour 6 Hours 1 Day
House, Small 10 Minutes 30 Minutes 1 Hour 6 Hours
Motorcycle 1 Turn 1 Minute 5 Minutes 10 Minutes
Tractor-Trailer 5 Minutes 20 Minutes 1 Hour 6 Hours
Thoroughness Of Search Skill Roll Modifier Base Time Modifier
Perfunctory -2or-3 x0.25 to x0.50
Average +0 x1
Thorough +1 x2
Very Thorough +2 x3
Extent Of Ruin Skill Roll Modifier Base Time Modifier
Minor Damage +1 x0.50
Major Damage +0 x1
Severe Damage -1to-2 x2
Collapsed (or nearly so) -3 or more X3

For other areas, the GM can use the listed examples as guidelines. For example,
searching the interior of a merchant’s starship might be the equivalent of searching a

Large House (or maybe several Large Houses).

The Base Time Modifier does not apply to the locations listed in the Search Times
table, since they already factor into the listed times; they’re provided as a guide-
line for the GM if necessary. The Base Time required to search other locations
depends on (a) the size of the location, and (b) how thorough the searchers want
to be; the GM should use the listed times as guidelines, then apply the Base Time
Modifier. If a location has two Base Time Modifiers, add them together before

multiplying the Base Time.

In a world where modern medical advances
and drugs are things of the distant (or not-so-dis-
tant) past, characters with even the rudimentary
medical knowledge of Paramedics may be invalu-
able. Lack of medicines and standard medical tools
may impose penalties on characters accustomed
to working with such things, but in time societies
that survive the apocalypse will develop their own
medical practices and toolkits from what they have
to work with.

Characters may have a difficult time treating
mutants, whose physiology is as radically changed
as their external appearance. See the Mutant Physi-
ology Physical Limitation on page 44 for details.

PROFESSIONAL SKILL

The practical knowledge provided by Pro-
fessional Skills may be a lot more important to
characters in some Post-Apocalyptic campaigns,
particularly Low Post-Apocalyptic games, than
more esoteric KSs or various Combat Skills. Here’s
a short list of PSs that characters don’t necessarily
think about in most games but which may be cru-
cial in Post-Apocalyptic settings:

Brewing

Butchering

Carpentry

Cobblering

Cooking

Leatherworking

Mining

Tailoring

Tanning
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RIDING

In Post-Apocalyptic settings where motor-
ized vehicles no longer exist in usable condition
(or there’s no fuel for them), civilization reverts
to riding animals — be they ordinary horses or
mutant beasts of burden — for long-range trans-
portation and load-hauling. Thus, Riding may
become as important to characters as Combat
Driving is in Road Wars campaigns.

STREETWISE

In many Post-Apocalyptic campaigns, there
really won't be much of a “street” for characters
with Streetwise to be a part of and know about. In
that case, you can think of this Skill as more like
“Wastelands Etiquette” — it lets the character know
who’s who among the biker gangs and mutant cults,
which territories those groups claim, their customs
and habits, and so on.

SURVIVAL

Survival is a key Skill in many Post-Apoca-
lyptic campaigns — in fact, in the harshest Post-
Apocalyptic campaigns, it may be the Skill to have,
more important to a character’s continued exis-
tence than Stealth or Combat Skill Levels. Here are
some expanded rules for it; for even more, see The
Ultimate Skill.

New Survival Categories

Depending on what the environment is like
in his campaign, the GM may want to create one
or more new 2-point Survival categories. Possible
examples include:

Post-Apocalyptic Wastelands

Rad Zones

Ruins

See below for more information about these
categories.

General Rules And Guidelines

A character should make Survival rolls pri-
marily when he’s underequipped for a particular
area — if he’s marooned, has lost his survival
gear or food stores (or had them stolen), and so
forth. If a character has the proper equipment for
sustained wilderness living (a tent or like form of
shelter, proper clothing, food and water supplies,
and the like), generally he doesn’t need to make
Survival rolls, though the GM may require them
if appropriate (such as when weather conditions
are particularly severe).

MULTIPLE-PERSON
SURVIVAL

Number Of Persons Survival Modifier
1 (the character himself) -0
2 -1
3-4 -2
5-8 -3
9-16 -4
...and so on

Hero System 5™ Edition Revised

In most situations, a character should make
his Survival roll on a daily basis to see if he’s found
food, shelter, and other necessities. The GM might
require him to make more frequent rolls in particu-
larly harsh or dangerous environment (when he’s in
the heart of a rad zone or deep in the post-apoca-
lyptic wastelands, for instance), or if the character
uses Survival to help other people survive as well.

As general modifiers, lack of available
resources like tools, food, water, and clothing
impose a -1 to -5 modifier to the Survival roll,
while very benign conditions (good equipment,
plentiful game, lots of water) could mean a +1 to +3
modifier. (See the sections below for environment-
and task-specific modifiers that can replace or
supplement these general modifiers as the GM sees
fit.) Knowledge Skills relating to the creatures and
plants in the area are Complementary to Survival;
so are PSs related to Survival tasks. In particularly
hazardous environs, appropriate KSs might even
be necessary to use Survival (it doesn’t matter how
many fish a hero catches if he can't tell the poison-
ous ones from the edible ones).

A successful Survival roll usually means the
character has found enough food, shelter, and
other necessities to keep himself alive and moving
(though maybe just barely). Failure can be damag-
ing to the character; failing the roll several days
in a row could be fatal (see Environmental Effects
on pages 438-43 of The HERO System 5" Edition,
Revised rulebook, or Chapter Four of this book).

The sections below detail several common uses
of Survival, along with specific modifiers for them
(usually based on environment, since some types of
terrain are easier to survive in than others).

Of course, regardless of how high a character’s
Survival roll is, he cannot overcome the absolute
limits imposed by the environment. For example, if
there’s no water to find (such as on the Moon), he
can’t locate any with Survival no matter how well
he rolls (even a 3).

The rules for Survival generally assume a
character’s only trying to keep himself alive and
healthy. But sometimes a character has to forage
for or protect a group of people (such as his adven-
turing comrades, or a group of rescued campers).
The more people he tries to help with his Survival
abilities, the harder it becomes, as indicated on the
accompanying table.

Fire

In most situations where a character needs to
use Survival, it’s important for him to have access to
fire. With fire he can cook food, purify water, signal
for help, and keep himself warm. Even deserts can
become cold enough at night for a character to
suffer from exposure.

First a character has to have something to burn.
Usually this means wood, but he could use the wreck-
age of his plane, dried leaves or dung, or the like. If
appropriate, the GM may require the character to
make a Survival roll to gather enough fuel for a fire
that will last through the night (12 hours); the char-
acter receives a +3 bonus in any type of forest,and no
modifier in other environments (except for marine,
where kindling a fire is usually impossible).
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FIRESTARTING TABLE

Number Of Persons Survival Modifier
Firestarting Method Modifier
Match, flint and steel No roll necessary*

Firebow -0

Firesaw (rubbing sticks together) -1

Convex lens and sunlight -1
Conditions Modifier

Windy or snowy weather -2

Rainy weather -4

Wet wood -2

Kindling
No kindling -3
Little kindling -1

* in normal conditions

Before lighting a fire, a character may wish to
take measures to prevent it from being seen, protect
it from the wind or water, and so forth. This may
involve digging a firepit, erecting a simple “firewall”
of sticks or stones, or the like. This requires an
unmodified Survival roll, if the GM decides rolling
is even necessary.

Once the character has enough fuel and a proper
place to build his fire, he has to light it. If he has
appropriate equipment — flint and steel, matches, or
the like — this probably doesn't even require a roll in
normal conditions. He must make a roll if he lacks the
appropriate equipment and has to make firestarting
tools (such as a firebow). The accompanying table lists
modifiers for various firestarting methods, and modi-
fiers for other possible conditions that may force a
character to make a roll to start a fire.

Food: Foraging

The first thing on many characters’ minds
when they’re stranded in the wilderness is food.
Survival allows a character to find or obtain food,
and to prepare it in basic ways so it’s safe and palat-
able to eat.

The first way to find food is to forage for it and
gather it up. This includes looking for, finding, and
identifying nuts, fruits, roots and tubers, carrion,
mushrooms, insects, and so forth. The accompany-
ing table lists the modifiers for foraging in various
environments; characters should roll once per hour.
Success indicates enough safe food to feed one
person for one meal (if the GM uses the degree of
success rules, higher degrees of success mean the
character found more food). If the character made
the roll despite the multiple-person penalty, then he
finds enough food to feed that many people for one
meal — but he may prefer to forage without the
penalty for multiple hours, hoping for enough suc-
cesses to feed two or more people.

The ability to forage also includes the ability
to identify edible foodstuffs. Once a character finds
food, he may make another Survival roll (usu-
ally unmodified for any environment category he
knows) to determine if said food is edible, inedible,
or (worst of all) poisonous. (He can use this aspect
of the Skill with captured or killed game as well.)
Food taken from an irradiated area will almost cer-
tainly be radioactive itself... but that may not matter
to a character who's starving.

FORAGING TABLE

Climatic Zone
Type Of Environment Arctic Temperate/Subtropical
Coast -2 -1
Desert*, sand dune — —
Desert, scrub or salt marsh — —
Forest -0 +2
Marine -0 +1
Mountains -4 -2
Plains -2 -0
Swamp/Marsh — +2
Urban +2 +2

*: Deserts have only one modifier, since theyre effectively a climatic zone of their own;

this is listed under “Tropical” for convenience.

Rad Zones: Irradiated areas suffer a -4 or greater penalty to foraging rolls in addition to

the penalties listed above.

Food: Hunting, Trapping, And Fishing

Instead of just trying to find food, the char-
acter can actively try to catch it or kill it. Survival
includes the ability to make snares to catch small
game (rabbits, quail, fish, and the like), though not
the ability to build deadfalls, pit traps, and other
devices for catching or injuring large animals or
humans (that requires Security Systems). It also
includes the ability to drive animals into an ambush
or dead end (but not to lure them with false calls;
that’s Mimicry). And it includes the ability to fash-
ion crude fishhooks and lines, and with the GM’s
permission even simple hunting weapons (sharp-
pointed spear-like sticks for gigging fish and frogs,
stones for throwing [and perhaps crude slings as
well], and so forth). Creating true weapons that can
stand up to actual combat or use against large ani-
mals requires Weaponsmith (page 41).

In most cases, a successful Survival roll indi-
cates the character found an appropriate food
animal and caught or killed it somehow; it’s not
necessary to make Attack Rolls or damage rolls. But
the GM can turn hunting into more of a combat-
like affair if he feels it would add drama to the
game or give characters the chance to use other
Skills (such as Stealth or Combat Skill Levels) to
improve their odds of obtaining food.

The accompanying table lists the modifiers for
hunting, trapping, fishing, and similar activities in
various environments; these modifiers apply both
to the actual attempt to obtain food and to the
effort to make the proper tools (if the GM requires
a roll for the latter). How often characters get to roll
depends on the GM’s judgment on how common
the type of game they’re searching for is; once per
hour would be the maximum in most cases, but
once per three to six hours may be more appropri-
ate for most environments.

Food Preparation

Once a character obtains food, he has to pre-
pare it for eating. While a lot of foraged food can
be consumed as-is, most people don’t enjoy raw
meat. Preparing a game animal, scavenged car-
rion, or the like to eat usually requires requires a
fire (see below) and an unmodified Survival roll;
if the character has PS: Cooking he may use that
instead, with Survival as a Complementary Skill.

Tropical

-0
-5
-3
+4
+2
-1
+1
+4
+2
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HUNTING/TRAPPING/FISHING TABLE

Climatic Zone
Type Of Environment Arctic Temperate/Subtropical Tropical
Coast -0 +1 +2
Desert*, sand dune — — -5
Desert, scrub or salt marsh — — -3
Forest +1 +2 +4
Marine -0 +1 +3
Mountains -3 -2 -0
Plains -1 +1 +2
Swamp/Marsh — +2 +4
Urban -0 -0 -0

*: Deserts have only one modifier, since they're effectively a climatic zone of their own;
this is listed under “Tropical” for convenience.

Rad Zones: Irradiated areas suffer a -4 or greater penalty to hunting, trapping, and fish-
ing rolls in addition to the penalties listed above.

FINDING SHELTER TABLE

Climatic Zone
Type Of Environment Arctic Temperate/Subtropical Tropical
Coast -4 -2 -1
Desert*, sand dune — — -6
Desert, scrub or salt marsh ~ — — -4
Forest -3 -1 -1
Marine -5 -5 -5
Mountains -4 -2 -2
Plains -4 -3 -3
Swamp/Marsh — -2 -2
Urban +3 +3 +3

*: Deserts have only one modifier, since they’re effectively a climatic zone of their own;
this is listed under “Tropical” for convenience.

Rad Zones: Irradiated areas suffer a -2 or greater penalty to finding shelter rolls in addi-
tion to the penalties listed above.

BUILDING SHELTER TABLE

Climatic Zone
Type Of Environment Arctic Temperate/Subtropical Tropical
Coast -4 -2 -1
Desert*, sand dune — — -5
Desert, scrub or salt marsh — — -4
Forest +2 +3 +3
Marine -5 -5 -5
Mountains -3 -3 -3
Plains -2 -1 -1
Swamp/Marsh — +2 +2
Urban +3 +3 +3

*: Deserts have only one modifier, since they’re effectively a climatic zone of their own;
this is listed under “Tropical” for convenience.

(In any event, Survival isn’t as good as PS: Cook-
ing.) The character should roll once per animal
carcass butchered and dressed, or once per meal
prepared, as the GM sees fit.

Characters can also use Survival to prepare
food for long-term storage so they can carry it with
them as they travel. This requires a Survival roll at
-1. Success preserves the food for 1d6+1 days; fail-
ure by 1-3 leaves only 1d6 x 10% of the food edible
within the next day, and failure by 4 or more ruins
the food altogether.

Post-Apocalyptic Wastelands
Survival (Post-Apocalyptic Wastelands) is a
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special 2-point category of Survival for Post-Apoc-
alyptic games. It represents a character’s ability to
find food, water, shelter, and whatever other neces-
sities are available in the wasted, blasted, and often
radioactive areas of the Post-Apocalyptic World. It
shares certain abilities in common with the Deserts
category in most cases, though not all wastelands
are desert-like.

Radiation

A character with Survival (Rad Zones) (or in
some cases Post-Apocalyptic Wastelands) knows
how to minimize his exposure to harmful radia-
tion. He can never ftotally protect himself from it
once he’s exposed to it, but he can reduce the effects
through proper procedures. When a character with
an appropriate form of Survival is exposed to radia-
tion, he makes a Survival roll at -3. If he succeeds,
reduce the rads of exposure he suffers (see page
74) by 25%. For every additional -3 the roll suc-
ceeds by, reduce the exposure by another 25%, to
a maximum reduction of 25% (one-fourth) of the
total rads. If the character remains in an irradiated
area for an extended period of time, he should have
to make this roll on a regular basis determined by
the GM — once per hour, once per day, or whatever
seems appropriate.

Ruins

Survival (Ruins) is a special 2-point category
of Survival for Post-Apocalyptic games. It repre-
sents a character’s ability to find needed resources
in ruined areas (primarily the remains of cities,
towns, and buildings). A character with this Skill
knows that certain markings (i.e., grocery store
chains’ logos) identify buildings where canned food
might be found, that you can sometimes siphon gas
from the tanks of ruined cars (and which ones are
the best candidates for this), and so on. To a lesser
extent he’s also aware of the dangers of exploring
ruined structures (collapse, wild animals lairing in
them, trapped fumes and gases, security devices,
and so forth), though Survival (Ruins) does not
substitute for Security Systems, SS: Structural Engi-
neering, or similar Skills.

See page 77 for more information on ruins.

Shelter

In addition to dealing with recurring needs
such as food and water, characters in wilderness
areas have to find or build shelter from the ele-
ments. Otherwise they risk the effects of exposure,
which can sometimes be fatal.

The easiest way to obtain shelter is to find
it. Naturally-occurring forms of shelter include
caves, hollow trees/logs, and the like. The accom-
panying table lists the modifiers for finding
appropriate shelter based on the type of envi-
ronment; the more severe the environment, the
harder it is to find shelter.

If a character can't find shelter, he may have to
build one. This includes things like digging snow
caves, making crude lean-tos with branches, build-
ing simple treehouses, and so forth. The accompa-
nying table lists the modifiers for building shelter,
based primarily on the availability of appropriate
materials or the like. If the character has useful
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tools (hammer and nails, a shovel, and so forth), the
GM may add positive modifiers of +1 or more as
well and decrease the time needed.

Water

Even more important than food in many cases
is water. Without water, a character can quickly
dehydrate, which may kill him in and of itself but
also exposes him to problems like heat exhaustion
and heat stroke. The accompanying table lists the
modifiers for finding water in various environ-
ments. This includes not only locating bodies of
water (lakes, streams, and the like) but gathering
rainwater, digging for water, and obtaining water
from plants like cacti, palms, and bamboo.

Sometimes a character can find water, but
it’s not drinkable. This is particularly common
in salt marshes, some types of swamp/marsh ter-
rain, and along sea and ocean coasts where the
water is too salty to drink. Even seemingly safe
water probably needs treatment to remove harm-
ful bacteria and the like, or to strain out mud and
other contaminants. Drinking nonpotable water
may expose a character to disease (especially
cholera, dystentery, and typhoid) or to the inges-
tion of flukes or leeches.

Removing dirt and the like from water
requires a filtering system. This may be as simple
as letting the water sit still so particles settle to
the bottom, or it may require filtration through a
pants leg, hollow log, or other container filled with
a filtering material (such as sand, crushed rock, or
charcoal). This requires an unmodified Survival
roll; success means the water is ready for purifica-
tion, failure that it remains contaminated (but the
character can try again).

After a character filters out contaminants, he
has to purify the water. The easiest ways to purify
water are to boil it, or to use water purification
tablets or iodine if theyre available. If the GM
requires a Survival roll for this, it’s at +3 (assuming
the character has fire and/or the right equipment)
or -0 (if not). Failure indicates the water remains
undrinkable.

TRADING

In a Post-Apocalyptic campaign where
society’s devolved to primitive or medieval levels,
the economy may depend on barter as much as
(or more than) it does on money. In that situation,
Trading becomes an invaluable Skill. In campaigns
featuring a lot of this sort of wheeling and dealing,
the GM may want to use the expanded rules from
The Ultimate Skill to resolve characters’ efforts at
bargaining.

FINDING WATER TABLE

Climatic Zone

Type Of Environment Arctic Temperate/Subtropical
Coastt N/A N/A
Desert*, sand dune — —
Desert, scrub or salt marsh — —
Forest +2 +3
Marinet N/A N/A
Mountains +2 -0
Plains +2 +1
Swamp/Marsht — N/A
Urban +5 +5

Tropical
N/A
-8
-4
+4
N/A
+1
+2
N/A
+5
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*: Deserts have only one modifier, since they're effectively a climatic zone of their own;

this is listed under “Tropical” for convenience.

+: Water is always present in these environments; the issue is not finding it, but

making it potable.

#: Arctic environments usually have snow or ice available, thus providing a ready source

of water if the character has the means to melt and purify it.

TRANSPORT FAMILIARITY; WEAPON
FAMILIARITY

In some Post-Apocalyptic games, particularly
ones set centuries or millennia after the apocalypse,
it's much less likely that character can buy entire
categories of TF or WF at once. After all, if there
aren’t very many guns left, the odds of a character
learning how to fire every type of gun competently
(i.e., to buy WF: Small Arms) are slim. Instead,
characters should focus on the 1-point subcatego-
ries covering a single type of device. In some cases
the GM may even forbid characters to buy any 2-
point “group” categories.

WEAPONSMITH

When he was finished, he had a wooden stock
about six inches wide at the butt and curving up
underneath to its narrowest point. The mate-
rial for the bowstring he had already obtained,
the brake cable from one of the cars, the loop of
it at each end of the bow — a leaf from one of
the automobile springs|.]

—Jeebee builds himself a crossbow out

of parts salvaged from a ruined car and a
ruined house in Wolf And Iron, by Gordon R.
Dickson

In Post-Apocalyptic games that feature mostly
medieval-level technology, GMs may wish to adopt
the expanded version of this Skill (and its brother,
Armorsmith) from Fantasy Hero (also found in The
Ultimate Skill). Otherwise it becomes too easy for
one talented PC to keep an entire town supplied
with swords and arrows.
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ere’s some information on how

Perks, Talents, Powers, and Disadvan-
tages function in the Post-Apocalyptic
genre.

PERKS

Many Perks are appropriate for Post-Apoca-
lyptic characters, but others are not. For example,
Bases, Contacts, Followers, and Vehicles all work
pretty much the same as in any other genre, but
other Perks may be unavailable or rare. Anonym-
ity and Computer Link are generally meaningless
in Post-Apocalyptic societies, and the same may
be true of Fringe Benefits like Police Powers or
Diplomatic Immunity.

MONEY

Unless your Post-Apocalyptic setting has
a sustainable economy and a civilization that’s
rebuilt itself to at least medieval levels, the GM
should be very wary of letting characters buy
this Perk. Money represents a sustainable level
of annual income, and that’s rarely possible in a
Post-Apocalyptic story.

Instead, with the GM’s permission characters
can take a variant of this Perk, Supplies. Supplies is
to Money what a Favor is to a Contact — basically
the same thing, but finite and expendable. A char-
acter who buys Supplies gets a defined amount of a
single type of resource (typically food, ammunition,
or fuel). Once he uses that resource up the Charac-
ter Points spent on Supplies are lost permanently.
The character cannot re-spend them on anything,
not even more supplies. The accompanying Sup-
plies Table lists suggested amounts of items based

SUPPLIES TABLE

Amount Of Supplies

10 rounds of ammunition for a personal firearm
Enough food and water to feed a man well for a week
25 liters of gasoline

25 rounds of ammunition for a personal firearm
Enough food and water to feed a man well for a month
50 liters of gasoline

50 rounds of ammunition for a personal firearm
Enough food and water to feed a man well for a season (three months)
100 liters of gasoline

100 rounds of ammunition for a personal firearm
Enough food and water to feed a man well for six months
250 liters of gasoline

200 rounds of ammunition for a personal firearm
Enough food and water to feed a man well for a year
500 liters of gasoline

on how many points a character spends, but the
final decision on what a character gets when he
buys Supplies is up to the GM.

REPUTATION

In many Post-Apocalyptic settings it’s not
appropriate for a character to take this Perk at a
level greater than that of his local town or region.
The sort of widespread communications and travel
that would allow a Reputation to spread through-
out an entire large nation, much less the world, just
don't exist in such settings. The GM has the final
say on what levels of Reputation are appropriate for
his campaign.

VEHICLES

“Look, we had a deal. I show you the gas, and
you let me go, right?”

—the Gyro Captain pleads for his freedom
in Mad Max 2: The Road Warrior

Vehicles are defining feature of the Road Wars
subgenre described in Chapters One and Four
— but to most characters, what’s just as important
as the type of vehicle they drive is how much fuel
they have. The best vehicle in the world is useless
without enough gas to keep it running. In most
cases the GM can handle issues of fuel consump-
tion from a dramatic perspective — in other words,
the heroes have plenty of fuel when that’s necessary
to keep the story moving forward properly, and
are low on fuel when the GM wants to motivate
them to get some more or make the issue of “can
we do this before the gas tank runs dry?” a part of
the adventure. For GMs who want more “realistic”
information about fuel consumption for game pur-
poses, use the following rules:

1. Determine the vehicle’s weight; see the accompany-
ing table for guidelines. The table lists curb weight (the
weight of the vehicle with a full load of fuel); if the
vehicle carries passengers, cargo, or the like, add that
in to determine the vehicles overall weight. The table
also indicates average gas tank size.

2. To move 100 kg of vehicle weight a distance of
1 kilometer takes 0.0075 liters of gasoline at an
assumed average speed of 72 kilometers per hour
(45 miles per hour).

3. For every 8 kph (5 mph) or fraction thereof
above 72 kph (45 mph), increase fuel consumption
by 0.001 liter.

4. For every 16 kph (10 mph) or fraction thereof
below 72 kph (45 mph), decrease fuel consump-
tion by 0.0025 liter (to an absolute minimum of
0.001 liters).
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VEHICLE WEIGHT TABLE

Vehicle Type Weight (kg) Weight (Ibs)
Motorcycle 182-272 400-600
Compact 1,363 3,000
Midsize 1,591 3,500

Full Size 1,818 4,000

SUV, Pickup Truck, Van 2,045 4,500
Large Truck 2,046+ 4,501+

Example: Mad Man Muntz is a biker ganger
with a pretty standard motorcycle — it weighs
200 kg and has a 25 liter gas tank. When Muntz
zips around the wasteland highways he usually
drives about 96 kph (60 mph), which means it
takes ((0.0075 + 0.003) x 2) 0.021 liters of fuel
per kilometer. At that rate he can travel 1,190
km (740 miles) before he needs to refuel. If he
slows down to 72 kph (45 mph), he uses 0.0075
x 2 = 0.015 liters per kilometer, he can travel
1,667 km before he has to steal more gas from
some innocent victim.

Muntz’s archenemy, the road warrior Harrison,
drives a custom-made midsized vehicle that
weighs 1,600 kg and has a 70 liter gas tank.
Moving his car 1 km at a speed of 72 kph takes
0.12 liters of gas. That means he can only travel
583 miles before he needs more gas.

The GM can alter these rules as he sees fit to
suit the dramatic needs of his game. For example,
maybe the PCs find a cache of high-grade fuel that’s
twice as powerful as normal. On a tank of that
stuff, they can move 100 kg of vehicle 1 km for only
0.0025 liters of fuel.

TALENTS

Besides their usual

Gas Tank Size (liters)

25 (6.5 gal) uses, Talents are a good
45 (12 gal) way to simulate all sorts
65 (17.1 gal) of minor mutations that
75 (20 gal) might crop up in Post-
95 (25 gal) Apocalyptic games. For
115+ (30+ gal) example, a mutant with

a fish-like body might
have Environmental Movement: Aquatic Move-
ment, while one with mental powers might possess
an Eidetic Memory or be a Lightning Calculator.

POWERS

Other than the ones commonly used to simu-
late abilities common to Heroic characters (Hand-
To-Hand Attack, Running, and so on), Powers
usually appear in the Post-Apocalyptic genre as
mutations possessed by characters. For example,

a mutant with a tail or two tentacles in addition

to his arms buys Extra Limbs; one who can fire
beams of radiation from his eyes buys Energy Blast
or RKA; one who can sense heat differentials buys
Infrared Perception. See page 112 for dozens of
example mutations.

MENTAL POWERS

In Post-Apocalyptic settings, mental powers
usually result from mutations spawned by the
nuclear, chemical, or biological warfare that caused
the apocalypse — settings where the cataclysm
resulted from other events, such as environmental
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collapse or a meteor impact, usually don't feature
psionic abilities. Depending on how fantastic

the mutations are, mental powers may be highly
restricted (requiring Concentration, Extra Time,
Increased Endurance Cost, and the like) or barely
any different from Comic Book superpowers.

LIFE SUPPORT

The GM should be wary of allowing charac-
ters to buy some forms of this Power, specifically
Diminished Eating and Safe Environment (High
Radiation). In both cases they offer full or par-
tial protection against major dangers common
to the Post-Apocalyptic genre — starvation and
radiation, respectively — which removes some of
the fun of the game. If one of the GM’s primary
motivational tools is “the characters need to find
enough food to keep from starving,” the story
breaks down if the PCs don’t care because they
don’t have to eat.

Expanding Safe Environment (High Radiation)

Since radiation is such an important element
of many Post-Apocalyptic settings, the GM may
wish to expand the cost of and rules for Safe Envi-
ronment (High Radiation) to make it more flexible,
as follows:

1 Character Point: character suffers only 75% of
the effects of exposure to radiation

2 Character Points: character suffers only 50% of
the effects of exposure to radiation

3 Character Points: character suffers only 25% of
the effects of exposure to radiation

4 Character Points: character suffers only 10% of
the effects of exposure to radiation

5 Character Points: character is totally immune to
the effects of radiation

For example, a character with 2 Character
Points in Safe Environment (High Radiation) who
was exposed to 200 rads of radiation would only
suffer the effects of exposure to 100 rads; if he’sin a
rad zone that features 1 rad of exposure per day, he
has to stay there two days to suffer the same effect
most people get after just one day. This reduction
applies before the GM determines what the radia-
tion does to the character and before any defenses
are applied, not after as with Damage Reduction.

POWER DEFENSE

In campaigns where Power Defense is defined
as one of the defenses against radiation damage, the
GM should carefully review any purchase of it by a
PC. Like starvation, radiation is an important ele-
ment of danger in many Post-Apocalyptic settings,
so player characters shouldnt be allowed to immu-
nize themselves against it cheaply and easily.
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DISADVANTAGES

Other than the typical ones characters take to
define themselves (such as Psychological Limita-
tions), Disadvantages usually crop up in the Post-
Apocalyptic genre as harmful or hindering muta-
tions. Typically these are Physical Limitations — a
withered or missing limb, a hunchback, being prone
to seizures, and so on — but there are other pos-
sibilities. For example, a character’s mutations may
make him unusually strong, but also affect his brain
chemistry so he’s prone to fits of temper (Enraged);
another mutant’s metabolism might require him to
ingest some sort of unusual substance for nutrition
or become weak and sickly (Dependence).

PHYSICAL LIMITATION

Besides the types of Physical Limitations
described above, some mutants may suffer from
Mutant Physiology. This means their internal
organs, body chemistry, and the like are so different
from those of a normal human that they have diffi-
culty getting proper medical attention. The value of
the Mutant Physiology Physical Limitation depends
on two factors: how unusual the character’s physi-
ology is; and how often this causes him difficulty
(i.e., how often he tends to need medical care). The
first factor is reflected by the penalty characters
suffer to Paramedics, SS: Medicine, and any simi-
lar rolls when treating the character. If they suffer
Skill Roll penalties of -3 to all rolls, the Limita-
tion is Slightly Impairing. For each additional -3,
the Impairment increases one step (-6 for Greatly
Impairing, -9 for Fully Impairing).

The second factor varies from campaign to
campaign; discuss the situation with your GM
before determining a value. Typically Mutant Phys-
iology affects a character Infrequently, but in games
where characters are often exposed to injury, it may
be more frequent.

PSYCHOLOGICAL LIMITATIONS

In some Post-Apocalyptic settings, people
regard the structures and technologies of the
Ancients with superstitious dread. Player charac-
ters don’t necessarily suffer from this, but if they
do you could represent it with a Psychological
Limitation so that they have to succeed with an
EGO Roll to enter a ruin, pick up a scavenged
artifact, or the like.

VULNERABILITY

Characters may take a Vulnerability to ordi-
nary radiation. Multiply the rads of exposure
by the Vulnerability multiplier. For example, if
a character has a x1% Vulnerability to radiation
and is exposed to 60 rads, he suffers the effects as
if he'd been exposed to 90 rads.
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EQUIPMENT

n a Post-Apocalyptic setting, what a character has

is often every bit as important as who he is and

what he can do. The biggest, toughest character

in the world can’t do much if he's starving from
lack of food, is unarmed, and doesn’t have even simple
tools like a hammer or crowbar. In the Post-Apocalyp-
tic wasteland, men kill one another for everyday items
like that, which characters in most RPG campaigns
never even bother to think about.

This section primarily provides descriptions
and game information about various devices that
might be found in Post-Apocalyptic games. For
rules about finding, salvaging, and figuring out how
to use technology, see Chapter Three.

ACQUIRING GEAR

Since Post-Apocalyptic Hero games tend to be
Heroic campaigns, characters generally don't pay
Character Points for their equipment; they obtain it
in other ways during the course of the game. How-
ever, it’s not like most campaigns where they can
go down to the local department store or gun shop,
plunk down a few bucks, and buy whatever they
need. In many Post-Apocalyptic settings, any sort
of useful, usable gear is a precious commodity, and
characters only acquire it through effort and luck.
Some of the ways they might get their hands on the
equipment they need include:

m Build it. If the characters have the appropriate skills
and raw materials, they can make all kinds of things.
This may depend on how much knowledge of manu-
facturing techniques remains in the world, however.
For example, in some settings characters can use
blacksmithing and bowyering to make swords and
bows — but no one remembers how to make guns
or bullets anymore. The only firearms and ammo still
available are ones that are found in ruins and the like.

m Buy it or barter for it. If enough of society
remains (or has arisen from the ashes) for primitive
economies to get started, useful equipment may

be sold, or obtained by trading other things for it.
Competent adventurers may even be able to trade
their skills and services, rather than other goods.

m Find it. There are plenty of ruins out there,
jam-packed with all sorts of treasures... provided
you get lucky and look in the right place, and
don’t get eaten by cannibal mutant cultists or
radioactive badgers....

m Steal it. In some Post-Apocalyptic settings, biker
gangs, mutant hordes, and adventurers constantly
fight for resources, raid one another’s strongholds,
and otherwise take what they want or need through
violence, deceit, and treachery.

SALVAGED GEAR

In many Post-Apocalyptic campaigns, the primary
source of equipment for PCs will be salvage — whether
they find it themselves in some ruin, or buy it from
a scavenger who dug it up. Chapter Four has rules
for scavenging, including the condition of scavenged
equipment and how to represent that in game terms.

WEAPONS

The accompanying weapons tables — one for
HTH Combat weapons and one for Ranged Combat
weapons — provide HERO System statistics, write-ups,
and notes for dozens of weapons that might appear
in Post-Apocalyptic campaigns. Since the genre can
encompass everything from primitive Fantasy-era
societies to advanced Science Fiction-style technol-
ogy, these tables are by no means complete; see similar
tables in Fantasy Hero, Dark Champions, and Star Hero
for many other weapons that might show up in your
campaign. For detailed explanations of how various
weapons work (in some cases including full HERO
System writeups), please refer to those books as well.

MAKING WEAPONS FROM SALVAGE

One of the most picturesque ways to empha-
size the realities of a Post-Apocalyptic setting
to the players is to give them weapons (or other
gear) made from bits and pieces of pre-apocalypse
technology that their characters don’t necessarily
recognize, but which the players themselves will.
Examples include:

Anchoring Post Maul: A length of metal pole with

a cylindrical mass of concrete on one end; it once
held a swingset, sign, mailbox, or other object
firmly in the ground. Only large, strong characters
can wield this unbalanced weapon. (This weapon is
the equivalent of a maul from Fantasy Hero, page
164, but with a -1 OCV.))

Parking Meter Mace: The pole and coin receptacle of a
standard parking meter make an excellent mace. (This
weapon does the same damage as a standard mace.)

Sharpened Hubcap: This disk of thin metal has
carefully-sharpened edges so that it can be used

as a throwing weapon. (The hubcap does damage
equivalent to a dagger, but can only be thrown — if
wielded hand-to-hand it becomes bent and useless
after one good hit.)

Signpole Sword: A three foot-long length of the stan-
dard metal “pole” used to hold stop signs and other
street signs in many places could have its edges sharp-
ened to make a crude but effective slashing sword.
(Treat this weapon as a longsword with -1 OCV.)

45

BOWS AND
CROSSBOWS

In campaigns that
involve extensive use

of bows and crossbows
— which replace fire-
arms in many Post-
Apocalyptic settings
because they're easier
to make and to obtain
ammunition for — the
GM may want to consult
the advanced descrip-
tions of and rules for
these weapons on pages
170-72 of Fantasy Hero.

The pistol crossbow is a
crossbow small enough
for a character to hold
and fire easily with one
hand. Loading it takes
time but doesn’t require
the focused effort that
loading an ordinary
crossbow does (i.e., it
doesn’t have the Con-
centration Limitation).
Some models include
special locking devices
that hold the bolt in
place even if the cross-
bow is turned on its side
or upside down; pulling
the trigger automatically
disengages the lock.

A wrist crossbow is a
pistol crossbow mounted
on a large bracer worn on
the character’s lower arm.
It’s basically the same as
a wrist crossbow, though
it has a shorter range and
always has a bolt-locking
device so the wearer can
load it and then wave

his arm around freely if
necessary.
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POST-APOCALYPTIC HERO HAND-TO-HAND WEAPONS TABLE

Weapon ocv Damage STUNx STRMin  BODY DEF Mass A/RCost Length  Notes

Axe, Battle 0 2d6 0 13 6 4 1.6 45/15 M 1%H

Axe, Hand (Hatchet)# 0 1d6 0 6 3 4 0.6 26/9 S Can Be Thrown
Club 0 4d6 N — 10 5 3 1.5 30/9 M

Dagger/Dirk# 0 1d6-1 0 6 3 5 0.8 21/8 S Can Be Thrown
Javelin# 0 1d6+1 0 8 4 3 0.8 35/13 L Can Be Thrown
Mace 0 1d6+1 0 10 5 5 1.5 30/11 M

Morningstar 0 1%2d6 0 15 4 4 1.5 46/15 M Flail

Quarterstaff +1 4d6 N — 10 4 3 1.0 35/11 M 2H

Spear# 0 1%d6 0 10 5 3 2.0 51/18 L Set, Can Be Thrown
Sword, Broad/Long 0 1d6+1 0 12 5 5 1.2 30/11 M

Sword, Short 0 1d6 0 10 5 5 1.1 22/8 M

Whip 0 d6 0 5% 2 2 0.3 15/9 3” 3” Range, can Grab
KEY

#: Add +1 DC of damage per full +6.25 points of STR used above the
STR Minimum.

1%H: One-And-A-Half-Handed Weapon

2H: Two-Handed Weapon

AP: Armor Piercing

Can Be Thrown: The weapon has the Range Based On STR (+%) Advantage.
Flail: Can perform the Flail Combat Maneuver (see Fantasy Hero) (i.e., it
has Indirect (+%))

N: Normal Damage (all other weapons do Killing Damage), bought as

a Hand-To-Hand Attack (but to which characters add damage only by
exceeding the STR Minimum)

Set: Characters can use this weapon to perform the Set Versus Charge
Combat Maneuver (see Fantasy Hero)

Text: Refer to the text for information.

1: STR Minimum Doesn’t Add To Damage

All HTH Combat weapons are built as HKAs (or HAs) with the Advan-
tage Reduced Endurance (0 END; +%2) and the Limitations OAF (-1),
Real Weapon (-%), and Strength Minimum (varies). Many also have the
Required Hands Limitation.

OCV: This is applied as a bonus or penalty against all attacks made with
the weapon. OCV bonuses are bought as 5-point Combat Skill Levels
with the OAFE, Required Hands, and Real Weapon Limitations. OCV pen-
alties are a minor Side Effect (automatically occurs; -%2) for the weapon.
STUNXx: This is the STUN Multiplier for Killing Damage weapons (a 0
means “no modification”; use the standard 1d6-1 STUN Multiplier).
Apply the STUNx modifier to the STUN Multiplier roll (or to the STUNx
for the Hit Location struck, if the campaign uses Hit Location rules). For
example, if a character with a War Flail (STUNx +1) hit an opponent in
the Head, the total STUNx would be 6.

STR Min: STR Minimum. See pages 478-80 of The HERO System 5th Edi-
tion, Revised for rules. Remember to apply the rules in Adding Damage,
page 405, when using STR to increase the damage of a weapon bought
with Advantages.

BODY: The weapons BODY.

DEF: The weapon’s DEE.

Mass: The weight of the weapon in kilograms.

A/R Cost: The Active Point/Real Point cost of the weapon.

Length: The weapon’s length — Short, Medium, or Long. L2 indi-
cates a weapon with 2” Stretching that a character can use to strike
from the second rank.

Notes: This catch-all category includes any information not listed elsewhere.
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POST-APOCALYPTIC HERO RANGED WEAPONS TABLE

STR
Weapon OCV RMod Damage STUNx Min  BODY
Bows And Crossbows
Bow 0 0 1%d6 0 10 2
Crossbow 0 +1 1d6+1 0 12 4
Crossbow, Pistol 0 0 1d6-1 0 8t 2
Crossbow, Wrist 0 0 1d6-1 0 8t 2
Thrown Weapons
Darts 0 0 1d6 0 5 1
Frag Grenade +0 +0 1d6X 0 RBS 2
Gunpowder Weapons
Matchlock Pistol 0 -4 1d6 AP* 0 12 F 4
.38 Revolver +0 +0 1d6 0 7 4
.45 Semiautomatic +1 +0 2d6-1 0 9t 5
9mm Submachine Gun  +1 +0 1d6+1 0 12 6
Rifle, Hunting +1 +2 2d6 0 12 5
Rifle, Military +0 +1 2d6+1 0 15 % 5
Rifle, Sniper +1 +1 2d6+1 0 13 5
Assault Rifle +1 +1 2d6 0 13 6
Shotgun +0 +0 2%d6 0 12+ 5
Shotgun, Sawed-Off ~ +0 +0 21d6 0 12 % 4
Energy Weapons
Ton Pistol +1 +1 3d6/10d6N 0 9t 3
Laser Pistol +1 +2 2%d6 0 87 3
Laser Rifle +2 +2 3%d6 +1 12 6
KEY

2H: Two-Handed Weapon
Act: Activation Roll

AE1: Area of Effect (One Hex)
AEC: Area Of Effect (Cone)

AF: Autofire; the number after the letters indicates the maximum number
of shots.

AP: Armor Piercing

AP*: The weapon has a naked Advantage, Armor Piercing, with the Limita-
tions OAF, Real Weapon, Required Hands, Concentration, Extra Time, and
Only Works Against Low-Tech Armors (-%4)

Conc: Concentration (%2 DCV “throughout” the loading and/or firing pro-
cess, see text; -15)

FS: Flash Suppressor (see page 232 of Dark Champions for details)

LR: Limited Range (the number in parentheses indicates the range)

N: Normal Damage (all other weapons do Killing Damage)

NR: No Range

RBS: Range Based On STR

RC: Recoverable Charge

RP: Reduced Penetration

RR: Reduced By Range

X: Explosion

1: STR Minimum Doesn’t Add Damage

T Extra Time (Full Phase to use; -%5)

11: Extra Time (1 Phase to reload between shots; -%)

12: Extra Time (2 Phases to reload between shots; -34)

IT: Extra Time (1 Turn;-1%)

Ranged weapons are built as RKAs with some or all of the following Limita-
tions: Focus (OAF; -1), STR Minimum, Required Hands, Real Weapon,
Beam, and Charges (indicating the number of rounds of ammunition the
average user carries).

Max AR
DEF  Mass Shots Range Cost Notes
3 1.1 10 RC 155  31/72 H,Conc
4 1.6 10 RC 140> 28/62 H,Conc, %1
2 0.5 10 RC 45” 15/4 %1
2 0.4 6 RC 30” 12/3 %1

0.4 9RC RBS 12/4

0.40 1 RBS 22/5
3 1.0 6 160” 22/3  Act11-,Cong, T
5 0.86 6 1807 15/3
5 1.10 7 180”  39/10
5 3.60 40 180"  45/13 AF5
5 3.40 30 240 56/15 2H
5 4.40 8 240" 47/10 2H
5 6.40 25 300" 60/16 2H
5 3.18 30 260”  71/19 2H,AF5,FS
5 3.00 5 20” 70/13  2H,AE1,LR(20”), RR,RP
5 2.25 2 NR  140/22 2H,AEC,AF2,RR,RP
6 1.00 30 60” 62/29 AF2
6 1.00 16 200"  51/16
6 4.00 64 3,775” 18%45 AF5,AP2H

OCV: This is applied as a bonus or penalty against all attacks made with the
weapon; see the Hand-To-Hand Weapons Table for more information.
RMod: This represents a modifier to the weapon’s accuracy at Range.
Positive values (bought as 3-point Penalty Skill Levels versus the Range
Group with the Focus and Required Hands Limitations) help to offset the
standard Range Modifier; negative values (a minor Side Effect (automati-
cally occurs; -%)) add to it. RMod can never raise a character’s base OCV,
it can only negate penalties.

STUNX: This is the STUN Multiplier for Killing Damage weapons (a 0 means
“no modification”; use the standard 1d6-1 STUN Multiplier). Apply the
STUNx modifier to the STUN Multiplier roll (or to the STUNX for the Hit
Location struck, if the campaign uses Hit Location rules). For example, if a
character with a Sling (STUNX +1) hit an opponent in the Head, the total
STUNx would be 6.

STR Min: STR Minimum. See pages 478-80 of The HERO System 5th Edi-
tion, Revised for rules. Most ranged weapons do not allow characters to add
damage from STR; for such weapons, the STR Minimum indicates the STR
needed to hold, draw, and/or cock the weapon.

BODY: The weapon’s BODY.

DEF: The weapon's DEE

Mass: The weight of the weapon in kilograms.

Shots: The standard amount of ammunition carried by a user of the weapon.
Typically a character can only fire/throw/shoot one round of ammunition in
a Phase; thereafter he must reload his weapon (or ready a new one). Reload-
ing/readying may or may not take time; see the text. In a Post-Apocalyptic
setting, weapons may not come with any ammunition at all; the characters
may have to find or make it.

Max Range: The weapon’s maximum Range in game inches (hexes). Of
course, its effective range — the range over which it’s likely to hit a target — is
much less, thanks to the Range Modifier.

A/R Cost: The Active Point/Real Point cost of the weapon.
Notes: This catch-all category includes any information not listed elsewhere.
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POST-APOCALYPTIC HERO ARMOR TABLE

Weight Of

Armor Type DEF A/RCost AFull Suit Notes
Primitive Armors

Heavy Cloth 1 3/1 3.5kg

Leather, Heavy Furs 2 6/2 5kg

Cuir-Bouilli (Boiled Leather) 3 9/3 7kg

Brigandine 4 12/4 10 kg

Studded/Scaled Cuir-Bouilli 5 15/5 14 kg

Chainmail 6 18/6 20kg

Modern Body Armors

Sports Padding 3 3/1 1.5kg  Nonresistant PD
Basic Body Armor 3-8  9-24/3-8 3.0-17.5kg

Advanced Body Armor 4-10 12-30/4-11 4.4-35.0kg

Science Fiction Armors

Battle Armor 15 45/20 30kg LS

Powered Battlesuit 20 60/34 50 kg Weapons, LS
Personal Force Field Belt 10 30/17 05kg  CFC

Force Shield Projector 6FW  30/11 03kg  CFC,Self Only

Force Dome Projector Belt ~ 8 FW  62/19 1.0 kg CFC,DOME

DEF: The Defense the armor provides, equivalent to PD and ED Armor of the
same amount.

A/R Cost: The Active Point/Real Point cost of the armor.

Key

CFC: Item has 1 Continuing Fuel Charge (refueled by electricity, lasts 20 Minutes)
DOME: Forms 12” circumference dome around wearer

FW: Force Wall

LS: Armor provides Life Support (Self-Contained Breathing; Safe Environment:

High Radiation) (cost not included in A/R Cost listing)

Weapons: Armor comes equipped with built-in weapons, sensors, and other useful
devices; the type and power of these weapons is up to the GM (see Star Hero or
Gadgets And Gear for plenty of examples)

POST-APOCALYPTIC HERO SHIELD TABLE

STR Total
Type Of Shield DCV HA Min  BODY  DEF Mass  Cost
Buckler +1*  1d6 N 4 2 5 2kg 4
Small +1 1d6 N 6 3 5 3kg 4
Medium +2  2d6N 13 4 5 5kg 6
Large +3  3d6N 18 6 5 7kg 7

DCV: The DCV bonus provided by the shield. Bonuses marked with an asterisk (*)
require the character to make a DEX Roll to obtain them (this is an Action that
takes no time).

HA: The HA damage the shield does with a shield bash maneuver; this is
Normal Damage.

STR Min: STR Minimum.

BODY, DEF: The BODY and DEEF of the shield.

Mass: The shield’s weight in kilograms.

Total Cost: The total cost of the shield as a Multipower.
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ARMOR

The accompanying tables provide HERO
System statistics, write-ups, and notes for armor
and shields that characters in Post-Apocalyptic
campaigns might wear. In many games characters
won't wear anything more than heavy cloth or furs
for protection; in others a full-blown military cul-
ture able to make chainmail may exist; in ones with
a Science Fiction background salvaged force-field
technology may exist.

As with weapons, Post-Apocalyptic characters
may have to craft armor from whatever materials
are available. For example, the metal “scales” used to
create brigandine or studded/scaled leather armor
might be cut from an old street sign or sheets of
metal peeled from the side of a wrecked car.

OTHER EQUIPMENT

Here are a few other examples of equipment
that might appear in Post-Apocalyptic campaigns.
Of course, this section can’t cover everything that
a Post-Apocalyptic character might want or need
gear-wise. In a campaign that focuses (at least in
part) on gritty issues of survival, everyday objects
and tools — boltcutters, flashlights, crowbars,
sledgehammers, compasses, wire, roadmaps, cold-
weather clothes, cigarette lighters, luggage, tool kits
— may become valuable “treasure” or important
barter items for Post-Apocalyptic heroes.

Items with (SF) after their names are only
appropriate for Post-Apocalyptic campaigns that
take place after the collapse of a Science Fiction
sort of setting — one with technology far more
advanced than that of early twenty-first century
human society.
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Effect: +2 with Paramedics rolls
Target: Self

Duration:  Constant

Range: Self

END Cost: 0 (see text)
Breakability:1 DEF

Description: In a Post-Apocalyptic setting, even the
most basic of medical equipment may be a treasure
beyond price. This item is a standard paramedic’s
first aid kit, well-stocked with expendable supplies
(bandages, gauze, some types of drugs, and so on)
plus reusable supplies (small scissors, scalpel, ther-
mometer, and the like).

Although the Kit itself costs no END to use
and doesn’t have Charges, some of its supplies
— drugs, gauze, and so on — are finite. Once they
run out, characters have to obtain more, and the
GM may reduce the Kit’s bonus to +1 (or even +0
in some circumstances) due to the lack of supplies.

Game Information: +2 with Paramedics rolls
(4 Active Points); OAF (-1). Total cost: 2 points.

UNIVERSAL MEDICINE (SF)

Effect: Major Transform 7d6 (sick person
into well person)

Target: One character

Duration:  Instant

Range: No Range

Charges: 4 Charges

Breakability:1 DEF

Description: This wonder drug can cure virtually
any disease a character contracts and has a shelf life
measured in centuries.

In game terms, the Universal Medicine is a
Major Transform, “sick person to well person,” that
stops the course of a disease — once the character
applies the drug, the disease inflicts no further
damage (loss of CON, for example) on the victim.
However, the drug does not automatically heal any
STUN, BODY, CON, or other Characteristics lost
to the disease prior to its use. Those the character
must heal normally (however “normally” is defined
for the disease, usually via the passage of time and
the application of appropriate treatments).

You can use this writeup as a template for cre-
ating other drugs that only cure a single disease or
category of diseases — just change the definition of
what the Transform affects.

Game Information: Major Transform 7d6
(sick person into well person, heals back
through any normal means that would cause
character to contract the same disease) (105
Active Points); OAF Fragile (-1%4), No Range
(-%2). Total cost: 38 points.

Sensory And
Communications Gear

BINOCULARS

Effect: +6 versus the Range Modifier for Sight

Group
Target: Self
Duration:  Constant
Range: Self
END Cost: 0

Breakability:2 DEF

Description: Binoculars increase a character’s abil-
ity to see over a distance by magnifying the subject
viewed. They range from small versions (including
monoculars) that provide only slight amplification,
to larger military and hunting models that also
have electronic readouts on distance, direction, and
the like.

Game Information: +6 versus the Range Modi-
fier for Sight Group (9 Active Points); OAF (-1).
Total cost: 4 points.

Options:

1) Large Binoculars: Increase to +10 versus the
Range Modifier for Sight Group (15 Active Points);
OAF (-1) (total cost: 7 points) plus Absolute Range
Sense (3 Active Points); OAF (-1) (total cost: 1

point) plus Bump Of Direction (3 Active Points);
OAF (-1) (total cost: 1 point). Total cost: 9 points.

GEIGER COUNTER

Effect: Detect Radiation (INT Roll +8)
(no Sense Group)

Target: Self
Duration:  Constant
Range: Self

END Cost: 0

Breakability:4 DEF

Description: One of the most sought-after devices
in Post-Apocalyptic settings where the holocaust
that ended society involved nuclear war, a Geiger
counter can detect ionizing radiation. A particle
of radiation causes the inert gas in the device to
become conductive, creating an electrical signal
that indicates the presence of radiation. Some
Geiger counters use the electrical signal to move a
needle, some to light an indicator, but most indi-
cate the presence and intensity of radiation with a
distinctive “clicking” sound that becomes faster and
more intense the stronger and closer the source of
radiation is.

Game Information: Detect Radiation (INT
Roll +8) (no Sense Group), Range (18 Active
Points); OAF (-1), Nonpersistent (-%4). Total
cost: 8 points.
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Survival And Protective Gear

In addition to the gear listed here, one of the
most sought-after types of “survival” gear in many
Post-Apocalyptic settings is food. Canned foods,
preserves, or best of all “ration packs” (such as the
US Army’s Meals Ready to Eat [MREs]) are as good
as gold in some cases — particularly ration packs,
which contain a balanced meal with enough calo-
ries to keep a person alert and active for at least a
day (if not longer). There’s no particular need to
write these up in game terms; the GM just needs
to determine how many man-days worth of food
a character finds... and, of course, whether it’s still
safe to eat....

DECONTAMINATION FOAM (SF)

Effect: Major Transform 7d6 (radioactive person or
object into non-radioactive one)

Target: One character or object

Duration:  Instant

Range: No Range

Charges: 4 Charges

Breakability:21 DEF

Description: This yellowish foam, which comes
in sturdy cannisters about the size of a 12 ounce
beverage can that contain four doses, can totally
remove radiation from a single person or object.
It can’t correct the effects of exposure to radiation
that someone’s already suffered, but it can prevent
him from getting any worse going forward, and it
can make irradiated objects safe to handle.

This item also comes in pill/powder form so
it can be mixed with radioactive food to render it
safely edible.

Game Information: Major Transform 7d6
(radioactive person or object into non-radio-
active one, heals back through further expo-
sure to radiation) (105 Active Points); OAF
(-1), No Range (-%), 4 Charges (-1). Total
cost: 30 points.

GAS MASK

Effect: Life Support: Self-Contained Breathing plus
Sight Group Flash Defense, Only Protects
Against Tear Gas-Type Flashes

Target: Self

Duration:  Constant/Persistent

Range: Self

Charges: 1 Continuing Fuel Charge/0 END

Breakability:4 DEF

Description: A gas mask covers the entire head and
either screens out harmful gases or gives the wearer
his own self-contained air supply for a short time.
This protection extends to tear gas.

Game Information: Life Support: Self-Con-
tained Breathing (10 Active Points); OIF (-1),
1 Continuing Fuel Charge (easy to replenish, 1
Hour; -0) (total cost: costs 7 points) plus Sight
Group Flash Defense (10 points) (10 Active
Points); OIF (-¥), Only Protects Against Tear
Gas-Type Flashes (-1) (total cost: 4 points).
Total cost: 11 points.

Hero System 5™ Edition Revised

SURVIVAL KIT

Effect: +2 to Survival rolls
Target: Self

Duration:  Constant

Range: Self

END Cost: 0

Breakability:1 DEF

Description: This incredibly useful package of items
and materials make it a lot easier for someone to
survive in the wild. It includes a tent made of mate-
rial that reflects heat internally to keep most of the
user’s body heat inside, water purification tablets,

a selection of fishhooks and line, a survival knife,
handy waterproof reference materials, and the like.

Game Information: +2 with Survival rolls (4
Active Points); OAF (-1). Total cost: 2 points.

Miscellaneous Gear

Effect: Endurance Reserve (100 END) plus
Endurance Reserve (10 REC), Slow
Recovery (1 Hour)

Target: One electricity-powered device

Duration:  Persistent

Range: Self

END Cost: 0

Breakability:2 DEF

Description: This amazing item is a small, portable
battery that can provide power to virtually any
device that uses electricity. It’s about six inches
wide, six inches tall, and three inches deep. Using

a broadcast power system it can provide power

(in game terms, END) to electrical devices within
roughly two feet of itself; it can power more than
one device at once if set up to do so. Once its power
reserves run out it slowly “regenerates” its power

(at the GM’s option it has small solar panels and if
exposed to direct sunlight it Recovers on a once per
5 Minutes basis instead of its usual once per Hour).

Game Information: Endurance Reserve (100
END) (10 Active Points); OAF (-1), Restricted
Use (electrical devices only; -0) (total cost 5
points) plus Endurance Reserve (10 REC) (10
Active Points); OAF (-1), Slow Recovery (1
Hour; -%) (total cost: 4 points). Total cost: 9
points.



ADVENTURE AMONG
THE DEVASTATION

Radiation has made me an enemy of civilization.

— Strange Brew
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CREATING A
CAMPAIGN

hapter One reviewed the major Post-Apoca-
lyptic subgenres, discussing how to establish
Post-Apocalyptic Hero campaigns to emulate
them and how to introduce the elements and
features of the genre into your games. This chapter
delves into more detail on the subject of GMing Post-
Apocalyptic Hero — everything from how to set up
and manage a campaign to how to create enjoyable
and memorable adversaries and NPCs. Gamemasters
interested in further advice about GMing in general
can also consult the GMing sections of The HERO
System 5™ Edition, Revised, Champions, other HERO
System genre books, and plenty of generic references
on the art and science of GMing roleplaying games.
Even though those sources aren't specific to Post-
Apocalyptic Hero, many of the suggestions and ideas
they contain apply to any HERO System campaign.

BRINGING DOWN THE
DESTRUCTION

I know not with what weapons World War III
will be fought, but World War IV will be fought
with sticks and stones.

—Albert Einstein

Before you can plan the specifics of a Post-
Apocalyptic campaign, you have to consider a few
preliminary issues that will influence your entire
setting and campaign. First and foremost among
them is: what caused the apocalypse?

The potential causes of the end of civilization
as modern humans know it are many and varied,
and with a little thought you can no doubt come up
with dozens of them with varying degrees of “real-
ism?” Some of the ones most commonly found in
Post-Apocalyptic literature and movies, the world
of scientific speculation, and other sources include:

NUCLEAR WAR

Within weeks — some said days — it had ended,
after the first unleashing of the hell-fire. Cities had
become puddles of glass, surrounded by vast acre-
ages of broken stone. While nations had vanished
from the earth, the lands littered with bodies,
both men and cattle, and all manner of beasts|.
AJnd yet where the demons of the Fallout covered
the countryside, the bodies for a time would not
decay[.] The great clouds of wrath engulfed the
forests and the fields, withering trees and causing
crops to die. [W]hile some escaped death, none
was left untouched; and many died even in those
lands where the weapons had not struck, because
of the poisoned air.

—Walter Miller, A Canticle For Leibowitz

“It came on for a long time, I guess,” Gran con-
tinued. “I remember on the teevee they talked
about it a lot, and they showed pictures of the
bombs that made clouds just like a tremendous
mushroom, and each one could wipe out a city,

all by itself”

—Gran remembers the pre-apocalypse
world in The Long Tomorrow

By far the most common form of apocalypse
found in Post-Apocalyptic literature is nuclear
war — a great cause for fear during the Cold War
when many classics of the genre were written, and
a threat not to be discounted even in the twenty-
first century. Typically the details of the nuclear
war are left vague — in most cases, the story takes
place centuries or millennia later, so the inhabitants
of the Post-Apocalyptic world don’t really know
what happened. But what’s hinted at is a wide-scale
nuclear exchange between great powers that tends
to leave most major urban areas (including most
of the northeastern United States) a radioactive
wasteland where few structures remain and it’s
deadly for people or animals to venture. In some
cases the exchange was so enormous that it actually
changes the coastlines and landscapes (or perhaps
triggers earthquakes that accomplish this). Presum-
ably the loss of all the most important cities then
leads to a general collapse of civilization and loss
of knowledge. In some cases a “nuclear winter” (a
long period of cold caused by the nuclear exchange
propelling enormous amounts of dust and dirt into
the air) exacerbates the problem by affecting crop
yields and other aspects of modern civilization.

From a GMing perspective, the main advan-
tages of using nuclear war for your apocalypse
are twofold. First, it's such a staple of the genre
that most players expect it, at least on some level.
Second, the radiation from the nuclear exchange
is what gives rise to mutations among animals and
humans. On the other hand, “realistically” a nuclear
war might not leave as many ruins for your heroes
to explore... but a clever GM can easily come up
with a way around that particular difficulty.

Other Wars

Nuclear wars aren’t necessarily the only wars
that could lead to apocalypse, nor nuclear bombs
the only weapons that a mega-war might involve.
Biological and chemical warfare could devastate the
population just as easily as nuclear warfare while
still leaving structures intact to become explorable
ruins in the time of the campaign. Nanotechnol-
ogy weapons (“grey goo”) might destroy everything
in their path, then go dormant and wait for “the
enemy” (i.e., anything living) to enter their zone
of control before re-activating, thus creating the
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equivalent of “rad zones” without any radiation.
And if the nanoweapons have malfunctioned, they
might “remake” people instead of breaking them
down, causing mutations.

PLAGUE

The headlines told him what was most essen-
tial. The United States from coast to coast was
overwhelmed by the attack of some new and
unknown disease of unparalleled rapidity of
spread, and fataility.

—Ish comes home from a camping trip to
learn that 99.99% of humanity has been
wiped out by an epidemic in Earth Abides

Number Two on the Human Holocaust Hit
Parade is disease. Plagues have long been feared
for their potential to ravage the human species.
To name just two of the best-known, the “Black
Death” killed 75 million people worldwide in the
fourteenth century (including as much as two-
thirds of the population of Europe, according to
some estimates), and the Spanish flu epidemic of
1918 resulted in the deaths of as many as a hun-
dred million people (in the United States alone, it
killed more people than World War II, the Korean
War, and the Vietnam War combined). Modern

transportation systems, coupled with the overuse of
antibiotics, make plague an all-too-likely candidate
for harbinger of the apocalypse — and in a fictional

setting, you can add chemical warfare, genetic
manipulation, and other factors into the mix to
make things even worse.

For Post-Apocalyptic Hero purposes, plague

has a lot to recommend it. Most importantly, it kills

people while leaving structures intact, resulting in
lots of ruins the PCs can explore that are poten-
tially filled with all sorts of goodies left undisturbed
for centuries. With a little bit of GM’s fiat the plague
could affect human DNA in ways that cause muta-
tions (if you want them in your campaign), and
could remain “hot” in some areas to create danger
zones. However, not all GMs may want to leave

so much of civilization intact, since it can give the
PCs too easy access to too much technology and
supplies; in that case, perhaps the epidemic caused
rioting or wars that wrecked the cities and build-
ings the virus couldn’t touch.

ALIEN INVASION

Rather than humanity bringing the apoca-
lypse on itself, armageddon might be imposed on
Earth by an outside agency — an alien civilization
bent on conquest. Armed with Science Fiction-
style weapons of great destruction, the aliens can
ravage human society before finally being driven
off by plucky men and women armed with crude
human weapons and unquenchable human brav-
ery. Or perhaps the aliens haven’t been driven off,
and the Post-Apocalyptic campaign takes more
of the form of “the French Resistance, but with
aliens” instead of exploring ruins and fighting
cannibal biker gangs.

An alien invasion apocalypse may appeal
to gaming groups that like Science Fiction, or
which can’t “realistically” buy into the concept of a
human-caused apocalypse but can easily suspend
their disbelief when aliens are involved. It gives you
broad scope to create adversaries and threats, since
the aliens could have nearly any type of technol-
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ogy or weapon you want them to. But a campaign
like this often has a very different “feel” from most
Post-Apocalyptic Hero games and thus may not sit
well with some gamers. You might get around this
by setting the campaign hundreds or thousands

of years after a devastating alien invasion, when
humanity has dragged itself back to a medieval
level of society and tells stories of the horrific “sky-
demons” whose cursed enchantments still affect the
land.

ARMAGEDDON

The Rapture had taken place. Jesus Christ had
returned for his people, and that boy was not
one of them.

—God takes the nice people to Heaven and
leaves everyone else to suffer in Left Behind

As discussed in Chapter One, religious
themes and issues often make their way into Post-
Apocalyptic stories, but sometimes they can get
involved more directly. Many religions have stories
or predictions about the End Of The World... so
what if one, or all, of them come true? Angels and
devils fight a war on Earth that devastates human
civilization, the gods come down from on high to
punish man for his sins, the Rapture literally creates
Hell on Earth, Ragnarok occurs — just review the
apocalyptic legends and myths of a religion that
interests you and bring that cataclysm to life in a
gaming campaign.

Since religious Armageddon is in at least some
respects a mystic disaster, it could have nearly any
effect you want, up to and including bringing magic
back into the world for the survivors to study and
use. However, it lacks the “realism” of many other
apocalypse scenarios, and may offend religious
players, so tread carefully.

December 20, 2012

In the modern day, one of the most captivating
theories of religious apocalypse is that the Mayan
“Long Count” calendar predicts the end of cre-
ation on December 20,2012 AD, and the start of a
new creation on December 21. This is based on a
misinterpretation of the complex Mayan calendar
and the way its dates are written; an accurate inter-
pretation dates the end of creation to October 21,
4772 AD. But there’s no reason to let accuracy get
in the way of a good gaming campaign. If you want
to use the 2012 date as a “plot seed” to explain the
apocalypse and start your Post-Apocalyptic Hero
campaign, go for it!

COMET IMPACT

“Hammerlab, this is Houston, we do not copyl[.]”

“Jesus, it’s coming close!” Johnny Baker’s voice
shouted. “Like it’s going to hit...”

..The comet grew and grew.... And flaming
spots appeared on the Earth. ... Flashes in the
Atlantic, Europe dotted with bright smears, all
over, with a big one in the Mediterranean. A
bright flash in the Gulf of Mexico. ...

“Houston, HOUSTON, THERE IS A LARGE
STRIKE IN THE GULF OF MEXICO; I SAY
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AGAIN, LARGE STRIKE THREE HUNDRED
MILES SOUTHEAST OF YOU. REQUEST
YOU SEND A HELICOPTER FOR OUR
FAMILIES”

—astronauts in orbit watch as the Hamner-
Brown comet hits Earth in Lucifer’s Hammer

Other than plague, perhaps the most plausible
scenario for the widespread destruction of human
civilization is a comet, asteroid, or meteor hitting
the Earth. Modern research has shown that this is
not as uncommon a phenomena as one might hope.
According to current theories, a 10 kilometer-wide
meteor known as “the Great Exterminator” struck
Earth at the end of the Cretaceous Period (about
65 million years ago) in what’s now the Yucatan
Peninsula. It hit with a force equal to 100 megatons
of TNT, causing the extinction of the dinosaurs and
virtually all other life on Earth. And that was just
the latest in a string of major impacts: collisions
590 million years ago and 360 million years ago in
Australia both had similar effects on the planet and
its lifeforms; the same happened 150 million years
ago in Norway. The most amazing fact about this
may be that anything survived these impacts.

More recently, on June 30, 1908 an asteroid
the size of a twelve-story building exploded in
the atmosphere over Tunguska, Siberia, releasing
energy equal to 15 megatons of TNT and destroy-
ing two thousand square miles of forest. In July,
1994 mankind witnessed the impact of the comet
Shoemaker Levy with the planet Jupiter; one part of
it, the Hale-Bopp meteor, created an impact crater
bigger than Earth! Comet and asteroid impacts
aren’t just things Science Fiction writers make up;
they’re a real danger to humanity... one humanity
has no real defense against.

From a gaming perspective, comet impact is
an intriguing apocalypse scenario because it can
unleash such utter devastation. The impact itself
obliterates everything in its area, but the aftereffects
may be even worse: major earthquakes; devastat-
ing tidal waves; weather changes brought about by
all the dust and dirt blown into the atmosphere.
That makes it easy for you to alter coastlines and
other geographical features to suit, to wipe out
some areas while leaving others largely intact, and
otherwise tailor things to suit your ideas for the
campaign. On the other hand, it doesn’t necessarily
allow much scope for mutations or other weirdness;
comet impact works best for Low Post-Apocalyptic
campaigns, particularly those taking place during
or immediately after the apocalypse.

Other Impacts

If a comet, meteor, or asteroid’s not to your
taste, there are plenty of other things out there in
space that you can use to jump-start your apoca-
lypse. Some people believe there’s a “Planet X” on
an extremely long elliptical orbit around the Sun
whose return to the central solar system could have
devastating effects on Earth. Similarly, astronmers
say that on September 11, 2040 all five visible
planets (Mercury, Venus, Mars, Jupiter, and Saturn)
will perfectly align with Earth, the Sun, and the
Moon. Some theorists claim this will tilt Earth
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on its axis, causing untold devastation... though a
similar alignment on May 5, 2000, which inspired
the Post-Apocalyptic novel The New Madrid Run,
had no such effect. Lastly, the star Gliese 710, in the
constellation Ophiuchus, is moving in the direc-
tion of Earth’s solar system at 50,400 kilometers
per minute... meaning it might arrive here and
impact with the Sun or Earth in about 1.4 million
years. But of course, in a fictional setting something
might speed it up, and there are other stars (includ-
ing the relatively nearby Barnard’s Star) that might
also come a little too close for comfort.

Moon Go Bye-Bye

Nor does an asteroid or comet have to hit the
Earth to cause an apocalypse. A near miss that hits
the Moon instead, or somehow moves the Moon
away from Earth, would destabilize the planet.
Without the Moon, tides would diminish, drying
up some areas and flooding others, and Earth’s axis
of rotation would drift (possibly causing severe
climate shifts, at least in the long term). Debris
from an asteroid-Moon impact could rain down
on Earth for years, causing all sorts of problems
up to the ones described above. In the worst case
scenario, lack of a Moon could eventually stop the
Earth from rotating for millions of years, creating
a blisteringly hot “sunny side” and a freezing cold
“dark side” with a storm-wracked zone of (com-
paratively) mild temperatures in between.

DEATH FROM THE SUN

“First the sun explodes. That heats the air
and the oceans, all in a flash, all across the
day side. The steam and superheated air
expand fast. A flaming shockwave comes
roaring over into the night side. It’s closing
on us right now. Like a noose.”

—Larry Niven, “Inconstant Moon”

Solar flares that interfere with modern com-
munications are a well-known, if fortunately
infrequent, phenomenon. But as far as Earth’s
concerned, those are relatively trivial flares.
Imagine one much bigger and more powerful
— strong enough not just to disrupt radio waves
but to wreak death and destruction on the planet.
Since you want to keep enough of the world and
humanity intact to create a Post-Apocalyptic set-
ting, the flare can’t be enough to flash-fry all life
on Earth, boil away the oceans, or the like; it has
to be just strong enough to devastate the planet
and kill off the vast majority of humanity, leaving
the survivors to eke out a living among the burnt
ruins... and, perhaps, rebuild civilization.

A solar flare apocalypse works well for Post-
Apocalyptic Hero gaming campaigns. It allows
for many of the effects of both nuclear war and
asteroid impact — widespread geographical
changes brought about by stresses on the planet,
radioactive areas (and thus perhaps muta-
tions), destruction to whatever degree you deem
appropriate. And since it may take centuries for
humanity to recover to even a medieval level of
technology, you can start the campaign whenever
you want in relation to the apocalypse.




56 m Adventure Among The Devistation: Gamemastering Post-Apocalyptic

Gamma Ray Bursts

When a large, dying star gets suddenly eaten
up from inside by a black hole, it causes a gamma
ray burst — an explosion of gamma rays and x-rays
containing as much energy as Earth’s sun emits in
its entire life. A gamma ray burst within about a
thousand light-years would be enough to destroy
nearly all life on Earth; one further out might
simply destroy Earth’s atmosphere, leaving life on
the planet exposed to the sun’s ultraviolet radia-
tion. In either case a clever GM can concoct many
possible Post-Apocalyptic campaign settings out of
such an event.

DIRTY ATMOSPHERE

Earth’s atmosphere contains particles known
as hydroxyls — highly reactive substances that oxi-
dize pollutant gases like carbon dioxide, in effect
“cleansing” the air of pollutants. According to some
scientists, the amount of hydroxyl in the air has
dropped significantly, and is continuing to drop.
When it gets too low, the atmosphere will no longer
be able to clean itself effectively, and clouds of dan-
gerous, even deadly, pollution will become perma-
nent, with potentially devastating results: sickness
among humans and animals; destruction of crops
and forests; reduced sunlight; perpetual acid rain.

A clever GM could use this scenario to create a
bleak Low Post-Apocalyptic campaign in which the
PCs attempt to survive in a darkened world ravaged
by airborne pollutants. Food would become the top
priority, and fighting over even the smallest edible
scraps commonplace. The heroes’ task? Find a way to
clean the atmosphere and make Earth liveable again.

FAMINE

“For the last month,” Roger said, “[England]
has been living on current supplies of food, with
less than half a week’s stock behind us. In fact,
we've been relying absolutely on the food ships
from America and the Commonwealth. [But
now it] doesn’t matter whether they do succeed
in [breeding a counter-virus to stop the Chung-
Li virus before it wipes out all grass species on
Earth]. The fact is that the people whove got
the food don’t believe they will. And as a result,
they want to make sure they aren’t giving away
stuff they will need themselves next winter. ...
About forty-five million [people] live in Eng-
land. If a third of that number could be sup-
ported on a diet of roots, we should be doing
well. The only difficulty is — how do you select
the survivors?”

—John Christopher, No Blade Of Grass

Without enough food, no one can live
— and without enough food on Earth, mankind
itself will die off. Possible causes of worldwide
famine include:

m an unstoppable virus of some sort kills off all or
most of the crops (and/or other vegetation)

m a single type of plant (perhaps one genetically
engineered for resistance to disease and pollu-
tion...) overruns Earth, driving other plants to
extinction and thus wrecking the food chain
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m a virus or infection of some sort interferes with
human digestion, making it difficult or impossible
to derive nutrition from food

Like the Comet Impact scenario, famine works
best as the prelude to a Low Post-Apocalyptic
campaign that takes place during or shortly after
the collapse of society. People will see the famine
coming and take appropriate steps. Some will hoard
as much food as they can and turn their homes
into armed fortresses to protect it. Some will do
nothing, then riot or attack their neighbors when
hunger grips them. Some will see the collapse
coming and try to preserve knowledge and culture
through it. And in the end most people, including
your PCs, will spend their days desperately search-
ing for enough food to keep themselves alive. And
in their hunt for sustenance, the PCs just might
come across secret information that they can use
to restart agriculture... or tantalizing hints of a land
where mankind still grows crops and lives in peace.

FLOODING

According to many scientists, among the many
potentially catastrophic effects of global warming
(see below) is the melting of the polar ice caps, gla-
ciers, and other major sources of ice, with a result-
ing rise in world sea levels. Some estimates predict
a rise of as much as 80-100 meters, which would
inundate most coastal areas entirely. Paris would
become a seaside city, the East Coast of the United
States would be drowned, and the entire map of the
world would change. Ninety percent of humanity
lives near oceans, so a massive shift in population
would take place, stressing the smaller amount of
land available to humanity.

From a gaming perspective, flooding of this
sort makes for a poor apocalypse — it happens
too slowly, giving people too much time to prepare
and plan. However, a clever GM might find ways
around this. For example, suppose that belligerent
aliens use some sort of “heat bomb” to nigh-instan-
taneously melt the ice caps, the glaciers, and the
permafrost. Even if humanity survives the heat
explosion, the tidal waves and flooding over the
next few days would kill millions and collapse civi-
lization. Time for a bold and resourceful group of
heroes to come to the rescue....

ICE AGE ANEW

“Where are you from?”
“The south.”

“The south? They say there are still fields in the
south. Is it true?”

“If it were, I'd still be there.”

—Essex makes his way in
the frozen world of Quintet

Contrary to predictions of global warming,
some scientists are concerned about an impend-
ing global ice age — or more accurately, a return
to a glacial ice age period, since technically speak-
ing Earth is currently in an ice age, just during an
interglacial period. According to some theories, a
glacial period could start very quickly. Worldwide
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average declines of as much as 40° Celsius (104°
Fahrenheit) are possible, with devastating effects on
agriculture and thus on human civilization. Other
possible causes of global freezing include: global
warming-spawned algae and other plants consum-
ing most of the carbon dioxide in the atmosphere;
the sun being dimmed by debris from a cometary
impact; sunlight being blocked from Earth by
debris kicked into the atmosphere via nuclear war,
volcanic eruptions, a meteor collision, or the like; a
widening of Earth’s orbit around the sun; or a tilt-
ing of Earth’s axis.

Like flooding, global freezing poses problems
for Post-Apocalyptic gaming because it tends to
happen relatively slowly. However, you could easily
create a Post-Apocalyptic setting in which the game
takes place long after the “big freeze,” with the char-
acters living in a world of constant ice and snow.
Islands of civilization would form around under-
ground greenhouses and power plants, with people
supplementing their diets by scavenging cold-pre-
served food from ruins, hunting seals, and the like.

MAGNETIC FIELD SHIFT

The Earth, like other planets, is sort of a giant
magnet, with its own magnetic field that protects
the surface (and its inhabitants) from space radia-
tion and similar threats. But it’s possible for that
field to fail... or even to suddenly shift polarity, with
north becoming south and vice-versa. Scientists
estimate that these flips occur on average once
every 250,000 years... and the last one was about
780,000 years ago.

A magnetic field collapse/shift would pose all
sorts of problems for humanity. During the period
of shifting (which can last thousands of years)
there would probably be multiple or mobile north
and south poles, making the use of compasses and
similar technology difficult if not impossible. Solar
radiation would wreak havoc with communica-
tions technology and expose people on the surface
to dangerous levels of rads. None of these effects
would necessarily be catastrophic, or even as bad as
some doomsayers predict — but they could lead to
warfare and other difficulties that an enterprising
GM can weave together to create his Post-Apoca-
lyptic world.

MEGATSUNAMI

There on the horizon, barely distinguishable
at that distance, was a wall of water — a tidal
wave at least a hundred feet high and running
the entire length of his vision. This colossal
wall containing thousands of tons of water was
bearing down on the Keys with the speed and
intensity of a runaway freight train.

—Travis Christian witnesses an incoming
tidal wave in The New Madrid Run

It came in a rush, a towering wall of water
higher than the highest buildings, an onrushing
juggernaut of water foaming gray and white at
the base, rising as a green curtain.

—Larry Niven and Jerry
Pournelle, Lucifer’s Hammer

On December 26,2004 a magnitude 9+ earth-
quake in the Indian Ocean triggered a massive tidal
wave, or tsunami, that hit India, Indonesia, Thailand,
and other parts of southern Asia, killing over 300,000
people and totally wrecking coastal areas in the
region. Much smaller tidal waves hit beaches as far
away as Mexico. As devastating as that tsunami was,
think of one that dwarfs it, wrecking coastal areas
around the world. For example, a large-scale collapse
into the ocean of part of a volcanic island could trig-
ger a megatsunami. In one imagined scenario, half
of La Palma, one of the Canary Islands, could plunge
into the ocean. The result could be a wave twice as tall
as the Empire State Building that moves at 700 kilo-
meters per hour. It hits the East Coast of the United
States, wiping it out entirely — what the impact of the
wave doesn’t destroy, the receding waters suck back
out into the ocean. Europe and other nearby parts of
the world would also be affected. Enough waves like
that, and human civilization would be washed away.

The megatsunami scenario offers some
intriguing possibilities for Post-Apocalyptic games,
primarily Low PA games set during and immedi-
ately after the wave hits. First the heroes have to
survive the impact of all that water, then they have
to adjust to a world in which much of civiliza-
tion has literally been swept out to sea (remember
— 90% of humanity lives in coastal regions). As
they search for a safe haven to live in, they have to
cope with an altered landscape, looters, scavengers,
and people trying to seize power.

NO MORE BABIES

“Then... they will recover. But be infertile. ... My
God... There will be no children.”

Todd shook his head. “About fifteen percent of
the time [the virus we released] doesn’t work
through all the ovarian follicles. The next gen-
eration will drop in population almost an order
of magnitude... [t]o rescue the environment....
To stop the madness of more and more people.”

—Ecoterrorists virtually destroy mankind by
rendering the world’s women infertile in “A
Desperate Calculus,” by Gregory Benford

Universal infertility could destroy human civi-
lization in a matter of decades. Whatever the mecha-
nism — a “superflu” virus targeted at the female repro-
ductive organs (as in the story quoted above), alien
spores designed to drastically reduce the human male
sperm count, a DDT-like chemical weapon crafted
to make human children too fragile to survive — a
species that cannot reproduce cannot survive. But if
you assume that a tiny percentage of men or women
retain the ability to breed, you have a good set-up for
a Post-Apocalyptic campaign. Many generations later
the PCs find themselves wandering a world inhabited
by, say, 5% of the current human population. Most of
mankinds structures have fallen into disuse and ruin,
and the simple struggle to keep humanity alive has
led to drastic changes in society and the loss of much
knowledge. In effect, this is much the same as the
Plague apocalypse described above, but with a disease
focused on a specific effect rather than simply killing
everyone it infects.
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TRUE
POST-APOCALYPTIC
VERSUS
APOCALYPSE AS
BACKGROUND

Many stories feature

an apocalypse as some
element of their back-
ground, but that doesn’t
make them Post-Apoca-
lyptic stories as Post-
Apocalyptic Hero uses
that term. A Post-Apoc-
alyptic story has to have
the apocalypse itself
and/or the state of the
post-apocalypse world
as important elements,
along with themes such
as the quest for personal
survival and/or refuge,
exploring the ruins,
and wondering who the
Ancients were and how
they destroyed their
civilization.

In light of that defini-
tion, you can see that
movies like the Termi-
nator series and Planet
Of The Apes, while they
involve an apocalypse
and are worth watch-
ing for ideas, aren't
really Post-Apocalyptic
stories. They just use
the fact that an apoca-
lypse occurred as a
springboard to create

a situation in which to
tell the story the author
has in mind. They might
inspire fascinating
gaming campaigns, but
they themselves aren’t
really Post-Apocalyptic.

REVOLT OF THE MACHINES

“There was a nuclear war. A few years from
now, all this, this whole place, everything, it's
gone. Just gone. There were survivors. Here,
there. Nobody even knew who started it. It was
the machine, Sarah.”

“I don’t understand.”

“Defense network computers. New... power-
ful... hooked into everything, trusted to run it
all. They say it got smart, a new order of intel-
ligence. Then it saw all people as a threat, not
just the ones on the other side. Decided our fate
in a microsecond: extermination.”

“Did you see this war?”

“No. I grew up after. In the ruins... starving...
hiding from H-Ks.”

“H-Ks?”

“Hunter-Killers — patrol machines built in

automated factories. Most of us were rounded
up, put in camps for orderly disposal.”

—Reese describes the future for
Sarah Connor in The Terminator

So much of the modern world is so dependent
on technology that some Science Fiction writers
have wondered: what were to happen if technology
turned on its creators? This assumes an advance
that, as of 2007, hasn’t yet come to pass — true arti-
ficial intelligence. From there it’s a simple step to
imagining that an intelligent machine would decide
it’s better than humans and “lead” its technologi-
cal brethren in a crusade to cleanse the world of
mankind. Two of the most popular Science Fiction
movie series of recent years, the “Terminator” and
“Matrix” franchises, are based on this premise.

As a Post-Apocalyptic campaign premise,
Revolt of the Machines has a lot to offer. It’s got an
implacable enemy that the PCs don’t have to feel
one shred of guilt about killing because it’s not even
alive. It’s got a heavy emphasis on military-style
action, since the PCs have to actively fight the killer
robots sent to destroy them. Handled properly, it
can even have a touch of the traditional “explore the
ruins” style of Post-Apocalyptic play, as the heroes
poke through the rubble of human society to try to
find the information and weapons needed to defeat
the machine intelligence at last.

Nanotech Amok

For a more “traditional” apocalypse and Post-
Apocalyptic setting involving machines, consider
nanotechnology. Suppose a “grey goo” nanoweapon,
designed to break down matter and use that matter
to make more nanoweapons, got out of control
and ravaged Earth, turning organic and inorganic
matter alike into more tiny devices. The few human
survivors would have to hide in remote regions,
praying that flying nanobot surveillance devices
never found them, until the nanomachines some-
how “died oft” and the humans could try to reclaim
the planet. In a few areas, the nanoweapons might
never entirely die off, creating rad zone-like areas
where only the boldest would dare to go.
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Technological Failure

As an alternative to machinery actually attacking
people, suppose it just stops working. Perhaps an alien
virus released by extraterrestrial invaders destroys it,
but whatever the reason, suddenly there are no more
devices. You determine the extent of the loss — is it
just electronics (leaving engines and such in working
condition), or is everything more advanced than, say,
Renaissance-level technology affected? In either case,
a humanity depending on technology would soon
find itself in desperate straits. War, famine, plague,
and rioting would probably occur. The PCs in such
a campaign might try to find the reasons for the col-
lapse and reverse them so machinery can work again,
or if the game takes place centuries later might have to
re-discover technology somehow.

VOLCANIC DOOM

According to some scientists, the Permian-Trias-
sic extinction, which ended 90-95% of life on Earth at
the time, was caused by a volcano — or more precisely
a supervolcano, one whose eruption makes that of an
ordinary volcano look minuscule. A supervolcanic
eruption could threaten human civilization in several
ways. First there’s the lava, which burns and crushes
anything near the volcano. Second, there’s the clouds
of ash, which can darken regions and lower tempera-
tures by blocking out the sun. Third, volcanoes emit
toxic gasses: sulphurous compounds that would lead
to rains of sulphuric acid; chlorine compounds to
break down the ozone layer; carbon dioxide to hasten
the greenhouse effect; and more.

If this idea appeals to you as the premise for a
Post-Apocalyptic campaign, consider this: there’s
a supervolcano underneath Yellowstone National
Park. It erupts an average of once every 600,000
years... and the last one was 640,000 years ago.

WARMING

Many scientists now accept that Earth is expe-
riencing global warming caused, most believe, by
human activities and humanity’s general impact on
the atmosphere. The gradual warming studied or
predicted by most of them is no apocalypse, but some
have made more dire forecasts: as early as 2015, they
say, the warming of Earth's climate could pass a tipping
point. What happens then is the rising heat melts ice
(releasing trapped carbon dioxide from ancient times)
and increases evaporation. Increased evaporation and
carbon dioxide in the air increase the so-called “green-
house effect” until you get a runaway greenhouse effect
that feeds on itself. At that point it’s too late to stop it...
and in time Earth ends up like Venus, with an atmo-
sphere so thick that heat cannot escape and metals like
lead and tin melt at surface temperatures.

Long before that point, of course, human-
ity would have died out or had to make radical
changes in the name of survival. The tattered
remnants of the human race might be reduced to
living in super-sturdy climate-controlled domes,
venturing outside only in special protection suits.
A Post-Apocalyptic Hero campaign in a such a
setting might focus on the heroes’ attempts to find
the long-lost technological secrets that would allow
humanity to reverse the process... or build space-
craft to take it to another, habitable, planet.
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CAMPAIGN TIMEFRAME

Deciding how civilization collapses is only
part of your task as GM. You also have to con-
sider when to set your campaign in relation to
the apocalypse. There are several options, each
with its benefits and drawbacks.

DURING THE APOCALYPSE

There will be legends, he thought, of broad
avenues celestially lit, of the hurrying millions
who lived together without plotting each other’s
deaths, of railway trains and airplanes and
motorcars, of food in all its diversity. Most of
all, perhaps, of policemen — custodians, with-
out anger or malice, of a law that stretched to
the ends of the earth.

—]John Custance contemplates the coming
apocalypse in No Blade Of Grass

Some GMs want to start their campaigns in
the heart of the action: the apocalypse itself. In this
case, the PCs are usually everyday people going
about their everyday lives... when disaster strikes.
Cut off from their loved ones and/or safety, they
must band together to brave the dangers of the new
post-apocalypse world and either (a) reach safety,
or (b) start to rebuild civilization, or (c¢) both.

The advantage of this type of campaign is that
the PCs are immediately spurred to action, and it’s
usually pretty obvious what they need to do. It's a
tense, dangerous time, leading to exciting action
scenes and intense roleplaying. However, some
players may feel a little “railroaded” by being thrust
right into the middle of things. You can get around
this by giving them a little advance notice — by
starting the campaign before the apocalypse and
hinting at what’s to come. This may cause problems
of its own, though; clever PCs who realize what’s
about to happen may start stockpiling weapons,
food, and other supplies in a way that derails your
plans for later in the campaign (since lack of those
resources is an excellent motivating factor). Fur-
thermore, in this timeframe you can’t have any
mutants or other strange opponents; there simply
hasn’t been time for them to arise or evolve.

A FEW YEARS LATER

Prewar! A word like a sword, cutting across his-
tory with a brutality of murder, hazing every-
thing in the past until it was a vague golden
glow[.] And — only two years. Only two years!
... Why, he could barely remember Barbara and
the kids. Their faces were blotted out in a tide
of other visages — starved faces, dead faces,
human faces become beastformed with want
and pain and eating throttled hate.

—Poul Anderson, “Tomorrow’s Children”

Starting a campaign a few years after the
apocalypse avoids some of the problems described
above. At this stage you can dictate how many
resources the PCs have; none of them can claim to
have “seen it coming” and prepared (unless they’re
willing to pay Character Points for things like the

Supplies Perk) and arrange the current state of civi-
lization to suit yourself. This is an ideal timeframe
for a “Quest to Safety” campaign: the PCs real-

ize their current situation is untenable due to an
encroaching warlord, the aftereffects of the collapse,
or dwindling resources and that they have to head
for safer ground.

The drawback to this timeframe tends to be
the retention of knowledge and availability of sup-
plies. If only a few years have passed, people still
remember the pre-apocalypse world and may still
possess vast stores of knowledge about subjects like
technology. Furthermore, scavengeable goods are
probably still widely available (unless the apoca-
lypse utterly destroyed them), so motivating the
PCs through lack of resources is tougher.

GENERATIONS LATER

Within a few generations — say, no more
than about a hundred years or so — the story
may be different. By that point the dangers of
the Post-Apocalyptic world have taken their toll.
People who personally remember the pre-apoca-
lypse world are all dead, and with their passing
much of their knowledge has been lost forever,
since the needs of day-to-day survival make
people forget things like teaching their children
all about chemistry and physics. Legends about
the pre-apocalypse world may have already
arisen, setting the stage for even more extreme
tales in centuries to come. And scavengeable
resources may no longer be so readily available
— either someone’s already found and taken
them, or they’ve become rotten, spoiled, or oth-
erwise useless.

CENTURIES OR MILLENNIA LATER

Eleven hundred years had passed since the Time
of Fire, and civilization was slowly returning to
what had been the Mississippi Valley.

—from the back cover of
The Dome In The Forest

Last but not least, you can set a Post-Apoca-
lyptic campaign centuries, or even millennia, after
the collapse of civilization. This is the standard
method for High Post-Apocalyptic campaigns
— ones featuring mutants, magic, and/or other
weird powers. The first three choices are appropri-
ate primarily for Low Post- Apocalyptic campaigns,
and you can even have a Low Post-Apocalyptic
campaign in this timeframe (see, for example, the
“Pelbar Cycle” novels of Paul Williams). But typi-
cally it takes hundreds or thousands of years for
mutants to “realistically” become a standard part of
the population and for other changes conducive to
High Post-Apocalyptic gaming to occur.

Beyond that, setting your campaign long after
the apocalypse raises all the tantalizing possibili-
ties of exploring ruins and recovering long-lost
knowledge and technology. The thrill of that sort of
discovery is a major part of the Post-Apocalyptic
fun for many gamers, and it’s available in its purest
form only in this timeframe.
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Things Fall Apart

“I've been thinking — how long do you think
railway lines will be recognizable as railway
lines? Twenty years — thirty? And how long
will people remember that there were such
things, once upon a time? Shall we tell fairy
stories to our great-grandchildren about the
metal monsters that ate coal and breathed
out smoke?”

—Roger contemplates an unpleasant
future in No Blade Of Grass

When you're choosing a timeframe, you
should give some thought to the level of ruin and
collapse you want in society’s infrastructure. Fortu-
nately, modern humanity’s never suffered through
anything even close to the sort of total societal cat-
aclysm depicted in most Post-Apocalyptic stories,
so it’s difficult to say with any accuracy how long
roads, buildings, and other features of modern life
might “realistically” last. What's provided here are
some tentative benchmarks the GM can use if he
wants to, and ignore otherwise. It’s an easy enough
matter to provide a dramatically appropriate “expla-
nation” to keep things around just as long as you
want them to.

In evaluating this “timeline,” you should keep
many factors in mind. Modern materials may not
break down as fast as some people estimate; after
all, the Egyptian pyramids were built thousands
of years ago and remain basically intact. (On the
other hand, they don’t require much maintenance.)
Infrastructure in coastal and temperate areas will
be exposed to more weathering and other forms
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of degradation than infrastructure in less volatile
climates. Items that are properly stored (which usu-
ally means “in a well-sealed container in cool, dry
conditions”) last longer, and remain in usable con-
dition longer, than ones that are improperly stored,
exposed to heat or wetness, or the like. Well-made
items, or items made of sturdier materials, last
longer than shoddy or poorly-made ones. Attacks
or sabotage by crazed cannibal mutants may bring
an end to many facilities that would otherwise sur-
vive for a long time.

Keeping all that in mind, assuming human-
ity completely vanished and stopped maintaining
its infrastructure in a day, here’s how long it takes
things to break down:

Within 24 hours: most coal-fired power plants

shut down due to lack of fuel or lack of opera-

tor response; due to cascading failures in national
power systems, most nations would have lost power
in most areas; wildlife begins to thrive

Within a week: most nuclear power plants shut
down due to lack of operator response (they typi-
cally have enough “fuel” to last 500 days or so); the
same applies to natural gas power plants

3 months: air pollution lessens; hydroelectric
power plants shut down due to lack of operator
response (with many aftereffects, such as under-
ground tunnels flooding when pumps stop work-
ing); most fields become overgrown

18 months: properly-stored flour goes bad; prop-
erly-stored spices go bad

2 years: properly-stored grains go bad
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3.5 years: minimum storage duration for US Army
MREs (Meals Ready to Eat) at an average tempera-
ture of 27° C (80° F).

2-8 years: most properly-stored canned foods go
bad (typically within four years; soups and the

like last longer); many roads become blocked by
fallen trees and the like; cracks in cement and roads
caused by freezing and plant roots proliferate and
widen; small wild animals return to urban areas

10 years: methane is gone from the atmosphere;
most properly-stored gasoline has become inert
(improperly-stored gasoline can become inert in
as little as a month); animals largely dependent on
urban humanity (such as rats and roaches) decline
significantly

20 years: rural roads and buildings become over-
grown by vegetation; subway tunnels decay and
collapse; large wild animals return to urban areas

50-100 years: urban roads and buildings become
overgrown by vegetation

100 years: wooden buildings decay and collapse;
reforestation is complete in many areas; most
human-bred plant and animal species now wiped
out by natural competitors

100-200 years: modern bridges decay and collapse

200 years: metal buildings decay and collapse;
properly-stored ammunition becomes unusable

250 years: modern dams decay and collapse

1,000 years: brick, stone, and concrete buildings
have mostly decayed and collapsed by this time;
carbon dioxide in the atmosphere returns to pre-
human levels

50,000 years: glass and plastics degrade; only
archaeological traces of human existence remain

Of course, if you want to set your game centu-
ries or millennia in the future and still have ruins
for your PCs to explore, you'll have to forget some
of these “realistic” predictions. If you plan for your
heroes to discover a valuable trove of rare canned
food 500 years after the bombs fell, forget “the facts
and let them do it because it’s fun. If you want their
enemies to ride working motorcycles with intact
tires and usable gasoline, go right ahead. Never let
reality, or predictions about reality, interfere with
your enjoyment of the genre and the game.

»

Technology Level

Besides the basic issue of the campaign time-
frame in relation to the apocalypse, you should also
consider when it occurs in time — in other words,
does your campaign’s apocalypse occur in what
you would term “the modern day” or “the future™?
(Or possibly even “the past.”) This mainly matters
because it defines the sort of technology the PCs
may find amidst the ruins.

Typically Post-Apocalyptic stories don’t feature
futuristic technology. If the characters find any
devices amid the ruins, they’re items of technology
easily recognized by the modern reader: radios,
televisions, computers, firearms. At most the back-
ground history of the setting might feature one or
two notable “Science Fiction”-level pieces of tech.
That one piece is crucial to the story (typically it
starts the apocalypse, somehow), but otherwise the
technology remains ordinary.

In a few Post-Apocalyptic settings, including
many created for gaming purposes, things go fur-
ther. The apocalypse itself takes place decades or
centuries after the present day, when mankind has
developed amazing devices that are still the prov-
ince of Science Fiction: laser and energy weapons;
robots; antigravity cars; powered armor. Thus you
may end up with a group of Post-Apocalyptic char-
acters carrying everything from swords and axes
forged from salvaged metal to an XR-73 Plasma
Assault Rifle scavenged from a ruined armory and
a Universal Medkit able to cure any disease or heal
any injury. This offers you a lot more scope of cre-
ativity when planning adventures and offering the
PCs “treasure;” but may also spoil some of the fun
of the genre by making some tasks too easy for the
heroes or minimizing the dangers they have to face.

CAMPAIGN TECHNOLOGY LEVEL

After you decide how advanced pre-apoca-
lypse society was, you should consider the cur-
rent state of affairs in the post-apocalypse world
as of the time the campaign begins. Typically this
depends on (a) the extent of the destruction, (b)
how long after the apocalypse the campaign begins,
and (c) the type of campaign you want to run.

First, the more destruction that takes place,
the further civilization is likely to fall. If nuclear
bombs have wiped out all the major cities and sci-
entific/industrial facilities, the survivors may lack
the resources to rebuild to the same level; similarly,
a plague that kills off 98% of humanity doesn’t leave
enough survivors behind to preserve the knowl-
edge base. This is the usual state of affairs in most
Post-Apocalyptic Hero gaming campaigns. It tends
to make for better gaming if the fall has been far
and the heroes have relatively few technological
resources to call upon, particularly in High Post-
Apocalyptic games.

But this may depend on the nature of the
campaign you want to run and the timeframe
you’ve chosen. If youre planning a Road Wars
game, enough technology and technological
know-how has to remain to use, build, and tinker
with cars, and that implies at least some reten-
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APOCALYPSING AN
EXISTING CAMPAIGN

Sometimes you don’t want to create a Post-Apocalyptic
campaign from scratch — instead you want to take an
existing campaign of some sort and put it through the
apocalypse wringer. This has several benefits. First, it
saves you some work. Second, it lets you incorporate
places (and perhaps certain items) from the campaign
into the Post-Apocalyptic setting to help convey the
nature of the setting to the players. It will have a real
impact on them when their Post-Apocalyptic charac-
ters come across what (to the players) are obviously the
ruins of their superhero team’s high-tech headquarters.

Apocalypsing an existing campaign isn't that different
from creating an all-new Post-Apocalyptic campaign in
many respects. You still need to consider the same fun-
damental questions: what caused the apocalypse; how
long ago was it; how thorough was the destruction;
what's society like now. You just have to do it with an
eye toward what made your former campaign cool, fun,
and noteworthy. If it featured a particular style of archi-
tecture, you need to include that in your description

of ruins. If characters in it had superpowers or weird
powers of some sort, you have to decide if characters
can still have them, or if the apocalypse somehow
changed whatever made them possible.

As you run an apocalypsed campaign, you have to
be careful not to let the players exploit knowledge
they have, but which their characters should not. The
players know that the majestic but ruined building
in the center of the city used to be the headquar-

ters of the Justice Patrol, but their player characters
probably do not. At most they might have heard
legends about the “great wizards who lived in the
shattered tower;” or they might recognize from the
buildings size, appearance, and location that it was
once something important. Once the PCs get inside,
they shouldn’t be allowed to head right for the areas
the players know are most likely to contain valuable
salvage; there’s no way the PCs could know what’s
where. If you can't restrain the players by appeals

to their common and dramatic sense, use harsher
methods — like destroying or utterly blocking access
to anything you don’t want them to have.

tion of related processes and devices. If your
campaign takes place during or immediately
after the apocalypse, just about anyone still alive
will remember pre-apocalypse technology and
culture... and perhaps how to re-create it.
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After you take those considerations into
account you can set a campaign technology level.
Typical Post-Apocalyptic tech levels include:

m Medieval technology: Civilizations has fallen so
far that people have been reduced to pre-indus-
trial technology. Transportation involves riding
animals or wind-powered ships, and most people
don’t travel far from where they were born. Labor
involves draft animals or human muscle power.
Trade mainly takes the form of barter or involves
metallic money. Warriors wield swords, shields, and
bows, and wear armor made of leather or metal.

m Nineteenth century technology: In this case
society fell, but not as far as in the above setting.
Humans retain some technological knowledge and
advances, but comparable to those found in the
mid-to-late nineteenth century. For example they
might have a few steamships or steam-powered
locomotives, and they have Victorian-era firearms,
but little or no electrical power or gasoline engines.

m Pockets of high technology: Most humans live in

a world of medieval technology. But a few lucky
groups have settled around a technological resource
that still works. For example, they might still have
electricity and running water in the village, or
maybe their “town hall” is a former National Guard
armory whose contents (submachine guns, small
tanks, and so on) are used by the town guard to
keep everyone safe. This level of technology implies
either that (a) some people have learned to work
with and repair pre-apocalypse devices, or (b) those
devices are so advanced they continue to work
without significant human input or maintenance
decades or centuries later.

m Salvaged high technology: Most humans live in a
world of medieval technology. But working high-
tech devices are sometimes salvaged from the ruins
and used by their lucky finders (or purchasers). So
in an otherwise medieval town, you might encoun-
ter a prosperous merchant who has a grav-cart to
move trade goods with, a hard-bitten warrior who
wears a pistol (ordinary or laser) on his hip, or a
traveler with a working automobile.

m Selective high technology: Most of society has
been reduced to a pre-modern level of technol-
ogy, but some specific types of technology remain
in existence. This is common in Road Wars cam-
paigns, for example, which by definition need cars
and motorcycles even if other types of devices no
longer work.
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CHARACTER GUIDELINES

Even before you set pen to paper to create your
Post-Apocalyptic Hero world, you should consider
the nature and power of the PCs. As the protago-
nists of the campaign, the characters who occupy
center stage all the time, the PCs have a greater
effect on the game than any other factor.

The player characters’ level of power, and
thus the type of characters you can expect play-
ers to create, depends largely on how many Char-
acter Points the players build them on. A game
where you allow players to build 200- or 250-
point characters provides you with a wider range
of PC types and abilities than one with 100- or
150-point characters — but it’s also likely to
increase any problems you may have challenging
the PCs and maintaining game balance. When
deciding how many points PCs can start with,
you should consider the following issues:

SUBGENRE

First, what subgenre(s) does your campaign
emulate? Low Post-Apocalyptic campaigns, includ-
ing Road Wars and Zombie Apocalypse games,
almost always feature lower-powered characters
(ones built on no more than 150 Character Points
total, and possibly much less), while High Post-
Apocalyptic games and some cinematic Low PA
campaigns use higher point totals so the PCs can
afford mutant powers and other unusual abili-
ties. These are just guidelines, though — there’s no
reason you can’t have high-powered PCs in an oth-
erwise “realistic” campaign.

HEROES VERSUS THE WORLD

How do you want the PCs to compare to the
world around them? Low-powered heroes may
have trouble dealing with biker gangs, cannibal
mutants, and similar adversaries. On the opposite
end of the spectrum, some powerful heroes may be
able to affect the course of entire nations or regions.
If the PCs can easily dispense with everyday oppo-
sition, that colors their perception of the world and
influences their role within it.

Think about the types of adventures you
want to run and what you expect the PCs to do
over the course of the campaign. That tells you
a lot about the type of PCs that best fit your
game. For example, if you plan for a mostly Road
Wars-style campaign focusing on travel from one
adventure location to another, vehicular combat,
and some exploration of the ruins, you want your
PCs to regard the average biker gang member as
a threat — if the heroes are significantly more
powerful than that, your scenarios won't pose
much of a challenge to them. While any one PC
should be more powerful and skilled than any
one typical ganger (they are the heroes of the
story, after all!), two or three gangers should
probably be a match for a PC. On the other
hand, a campaign of more epic scope or fantastic
adventure may require PCs of greater compe-
tence and ability.

POWER LEVELS AND EFFECTIVENESS
CEILINGS

You should decide whether you want to
impose restrictions on the amount of power, CV,
Skills, and the like that characters can have. Char-
acters built on large numbers of points may not
be nearly as powerful as those points imply if you
limit what they can spend points on.

In a Post-Apocalyptic Hero context, point ceil-
ings — restrictions on how many Active Points a
power or ability can have — usually aren’t appropri-
ate. While it’s possible to restrict the Active Points
in weapons or characters’ skills, in most cases that’s
neither necessary nor “realistic” Powerful weapons
may be available to most Post-Apocalyptic Hero PCs
through scavenging, so imposing artificial restric-
tions on the “power” of weapons usually harms
the campaign’s “feel” A better solution is to find
plausible in-game reasons to restrict characters’
access to equipment, such as the apocalypse having
destroyed it. Similarly, many mutant powers and
like abilities, while powerful, also tend to be heavily
Limited, making them less problematic than their
Active Points might otherwise indicate.

Effectiveness ceilings — restrictions on
characters’ CVs, DEXs, Skill rolls, Combat Skill
Levels, DCs, or the like — are more common
in Post-Apocalyptic Hero games than point ceil-
ings. An effectiveness ceiling helps you control
the PCs’ overall power, making it easy for you to
know what can challenge them and what can't. It
also encourages characters to broaden and diver-
sify their abilities, since the ceiling stops them
from spending all their Experience Points on the
same things game after game. But effectiveness
ceilings can lead to problems of their own. First,
they may restrict the types of weapons characters
can use (since simulating some weapons properly
requires a lot of DCs), and that may not make
sense, “realistically” Second, over the course of a
long campaign, you may soon wind up with a lot
of characters who look identical to each other,
or who try to find ways around the effectiveness
ceiling even when those ways make no sense
given their character concepts. You may need
to increase the ceiling slowly over the course of
the campaign, at least in one or two areas for
each character type (for example, maybe you
allow road warriors to buy more DEX and SPD
than other characters can, and gunslingers more
Range Skill Levels).

Normal Characteristic Maxima

Intertwined with the concept of effective-
ness ceilings are the Normal Characteristic
Maxima rules, which impose a sort of ceiling on
how many points characters can spend on Char-
acteristics. Typically Post-Apocalyptic Hero games
feature NCM as a campaign default, for no Char-
acter Points, but the GM might choose not to use
that rule in some High Post-Apocalyptic games.
See the Characteristics section of Chapter Two
for more information on using Normal Charac-
teristic Maxima.

63



64 m Adventure Among The Devistation: Gamemastering Post-Apocalyptic

Hero System 5™ Edition Revised

" \H\I
S L TR

The Arms Race

Weapons and fighting skills are a prominent
part of the Post-Apocalyptic Hero genre. It's not
uncommon for an “arms race” to develop in the
campaign sooner or later. The players start trying to
get more and bigger weapons for their characters,
and they cry foul when the GM doesn’t reward
them with “treasure” in the form of salvaged assault
weapons, APCs, grenades, or maybe even laser
rifles. Some of them even spend a lot of Charac-
ter Points on Skills related to building, finding, or
repairing weapons just to ensure they’ve got as
much access as possible to the maximum firepower.

There isn’t necessarily anything wrong with
this — after all, finding “toys” amidst the ruins is
one of the fun aspects of the Post-Apocalyptic Hero
genre. But the arms race becomes a problem if the
PCs acquire so much military hardware that they
have little difficulty defeating their opposition. All
good stories involve a challenge of some kind that
the main characters have to overcome. If your Post-
Apocalyptic Hero PCs can cut through legions of
mutant creatures and vicious biker gangs without
breaking a sweat because they’ve got a minor arse-
nal’s worth of weaponry, there’s no challenge for
them, and therefore everyone has less fun. Dealing
with this conflict — wanting to give the characters
more “toys,” but not so many that they wreck the
game — is one of the hardest things for Post-Apoca-
lyptic Hero GMs to do.

Some suggestions to help you reduce or elimi-
nate this problem:

m Give the characters “toys” with limited uses: Giving
the characters an unlimited supply of grenades can
easily unbalance a campaign. Giving them half a
dozen grenades that they have to save for only the
most crucial situations is fun. Fortunately, it's usu-
ally easy to restrict Post-Apocalyptic characters’
access to such weapons, since they can only have
whatever they’re lucky enough to salvage or steal.

m Give them “toys,” but don’t let them use them

for very long: Just because the heroes find weap-
ons doesn’t mean they get to use them forever.
They may have a limited supply of ammunition

(a common occurrence in the Post-Apocalyptic
genre), or the weapon may be on the verge of
breaking down after just a few shots. And of course
an enemy can always steal the PCs’ gear.

m Substitute equipment damage for character
damage: When a character takes major damage
from an enemy’s attack, have that attack damage

or destroy a weapon or other piece of equipment,
rather than the character. You might even give the
player a choice between character damage and
equipment damage — a player who doesn’t want to
give up his character’s gear can always opt to have
his character take the actual damage. Similarly, you
can have NPC attackers target the PCs’ weapons.

And don't forget — the bad guys can have power-
ful “toys,” too. Anything the PCs use against their ene-
mies, their enemies can use against them (though this
also gives the PCs an opportunity to get those weapons
by defeating their foes). Pointing this out to the PCs
may cause them to rein themselves in voluntarily.
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EXPERIENCE POINTS AND
CHARACTER GROWTH

You should also consider how, and how fast,
you want the characters to grow in competence and
power. If youre planning a long-term campaign
with frequent game sessions and generous Experi-
ence Point awards, building PCs with a relatively
small amount of Character Points doesn’t cause as
many problems, since the players know their char-
acters will become more powerful at a fairly steady
pace. On the other hand, if you can’t run game
sessions on a regular basis, or you prefer to control
character growth by minimizing the number of
Experience Points you award, it may work better if
the PCs start out fairly powerful. Otherwise theyre
likely to become aggravated when they constantly
run up against situations their characters should
be able to cope with, but can’t because they don’t
yet have the points to buy all the Knowledge Skills,
Talents, and abilities they should have based on
character conception.

Generally speaking, a Post-Apocalyptic Hero
character built on, say, 150 Character Points plus
150 Experience Points tends to be better developed
than a starting character built on 300 Character
Points. The latter character probably has a larger
attack, or more attacks, but the experienced charac-
ter is more well-rounded as a person. The gradual
acquisition of Experience Points leads to different
spending patterns than giving a player a large lump
of Character Points to spend all at once. Starting at
relatively lower power levels, but building over the
course of the campaign, may be the best approach
for many Post-Apocalyptic Hero games.

CAMPAIGN TONE

A campaign’s tone refers to its morality,
realism, and outlook, and the importance of the
player characters.

MORALITY

Establishing the proper moral tone for your
Post-Apocalyptic Hero campaign may be the
single most important thing you can do to define
the game for your players. The moral tone of the
setting should strongly influence how the PCs
conduct themselves.

The typical Post-Apocalyptic paradigm tends
to be “every man for himself.” It’s a harsh, brutal
world out there, one where every man has to do
whatever he can to survive. But of course that
doesn’t make for enjoyable heroes. A hero has to
have something more going for him than, “T'm
going to survive until tomorrow” When push
comes to shove, hes got to be willing to lay his life
on the line for something he believes in, even if that
something is getting revenge on a villain who's hurt
him (and thus saving the region from that villain’s
depredations). A character who won't risk his life to
save someone (or something) worth saving — such
as a precious pre-apocalypse resource or a peace-
ful village threatened by cannibal mutants — is a
character you don’t want in your campaign. Getting

him to truly participate in the stories your group
is telling will be like pulling eyeteeth. Characters
who can’t see beyond themselves, beyond their
own thoughts and desires, are death to any vibrant,
active Post-Apocalyptic Hero campaign.

Hope In The Face Of Apocalypse

One of the central themes of Post-Apocalyptic
Hero is brave men of insight attempting to hold
back the darkness — to prevent the collapse of
society from destroying everything of value, to
resurrect society from the ashes, to create a haven
of safety for themselves and their loved ones, to
recover long-lost knowledge or technology, or to
prevent the apocalypse from happening again. In
other words, the PCs should be a force for hope,
standing firm in the face of despair and evil. They
shouldn’t be glorified thugs with greater firepower,
crushing anyone who gets in the way of their “fun”

You should convey to the PCs that they can
and do make a difference. They need to have
long-lasting or permanent triumphs, both with
individuals and with organizations (and/or society
as a whole) to validate their existence as heroes.
Not every game will involve a permanent solution
to some problem, but at least some games should.
Post-Apocalyptic Hero games shouldn’t descend
into simple struggles for survival, where morality
is meaningless and there’s no real purpose to the
characters’ actions beyond getting enough calories
for the day or enough gas to keep driving.

REALISM

The issue of how “realistic” a Post-Apocalyptic
Hero campaign should be is one of the trickiest
you'll grapple with as a GM. On the one hand, the
Post-Apocalyptic takes place more or less in the
“real world” — not in a Fantasy realm, on some dis-
tant planet, or in a world where superhumans are
commonplace (unless mutants fill that role). That
creates certain expectations of “realism” that you
have to maintain. Guns and gear have to behave
like we expect them to behave. Biker gangs stick to
relatively plausible schemes. Cars need fuel if you
want to head on down the road.

But at the same time, the action-adventure
genre is often “romantic” in the dramatic sense of
the term: unrealistic, given to the outrageous and
improbable in the name of storytelling, excite-
ment, and fun. While practical issues pertaining
to food, ammunition, and fuel are a part of nearly
every Post-Apocalyptic Hero game, you don’t want
to go too far lest you turn the game into Mercantile
Accounting 101. There are times when it’s more fun
to “wing it” and not worry too much about whether
the PCs are going to run out of shotgun shells,
or whether they can “realistically” leap from one
speeding vehicle to another safely.

OUTLOOK

What sort of overall perspective does your
campaign have — optimistic or pessimistic? In
the former, the PCs can generally expect things to
turn out right, and they know there’s always some
hope for victory or success even when things seem
darkest. In the latter, the PCs have to face up to the
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cold, hard realities of life: things don’t always go
their way, they can’t always overcome the odds, and
whether they succeed or fail is entirely up to them
(and, perhaps, luck).

In Post-Apocalyptic Hero, a campaign’s outlook
usually depends on its subgenre — the more “cin-
ematic” the game, the brighter the outlook for the
PCs. In some ultra-“realistic” Low Post-Apocalyptic
campaigns, PCs can rarely expect things to go their
way 100%, but in cinematic games usually every-
thing turns out all right in the end — and the hero
gets the girl to boot!

IMPORTANCE OF THE HEROES

Last, but perhaps most crucially, how impor-
tant are the PCs? Obviously in any campaign
the characters are the focus of the story, but how
important are they within the campaign world? Can
they affect the outcome of major events, such as
wars? Does the fate of the world rest on their shoul-
ders? In part, this may relate to the subgenre of the
campaign, or the characters’ level of power or back-
grounds — a mutant who can fire laser beams from
his eyes is more likely to find himself in a position
to save the world than a scrufty road warrior.

Hero System 5™ Edition Revised

CAMPAIGN THEME

The theme of a campaign is the underlying
subject or focus of all the adventures. It isn’t strictly
necessary to have one, but a campaign without a
theme may seem disconnected and unfocused. For
example, a High Post-Apocalyptic campaign may
focus on the theme of the value of knowledge. Over
the course of the campaign, the PCs may encounter
many different characters and situations, triumph
over adversity, suffer setbacks. But regardless of the
type of adventures they or the outcome of those
adventures, the underlying theme remains the
same: the heroes have to keep striving to attain or
regain knowledge.

It’s possible to have more than one theme in
a campaign. Adventures can cycle among a couple
of different underlying subjects — the exploits of
a group of road warriors could alternate between
the perils of technology and preserving civiliza-
tion. You shouldn’t get carried away with multiple
themes, though, since having too many isn’t much
better than having none at all.

Be careful not to confuse theme with message.
“Knowledge has value” is a theme; “people can do
bad things with knowledge” is a message. You can
return to a theme, look at it from various angles,
and develop it in depth. But once you've stated a
message, the only thing to do is state it again.

Common themes in Post-Apocalyptic
Hero include:

CIVILIZATION AS A VIRTUE

One of the strongest themes running through
much Post-Apocalyptic literature is that civilization
has value, and that men must be civilized beings
or else they’ll be little better than beasts. Even
though people know that society once rose to such
heights of power that its power destroyed it, they
still want the benefits that civilization can bring.
They attempt, in whatever crude ways they can, to
rebuild what was lost and improve their lives. Even
when perils aplenty confront them, they cling to
their dream... though they may have to move to a
safer place to keep pursuing it.

THE COST OF SURVIVAL

John said, “I think we might take [Davey’s best
friend with us]”

Something of Ann’s expression reminded him of
what he had seen in the headmaster’s; not the
fear, but the guilt.

She said, “No, it’s ridiculous. ... When you told
me — about Miss Errington, I thought it was
dreadful. But I still hadn't realized what was
happening. I do now. We've got to get to the
valley, and get the children there as well. We
can't afford any extras, even this boy.”

—John and Ann Custance debate the
morality of charity in No Blade Of Grass

Survival is a major aspect of most Post-
Apocalyptic stories — characters work hard
to find enough food, fuel, and ammunition to



Post-Apocalyptic Hero m Chapter Three

keep themselves alive. But beyond that practical,
elemental issue lies the question of what a char-
acter will do to survive. Will he kill an innocent
person to steal that person’s food? Will he fall in
with a group of cannibal mutants to share their
repugnant feast rather than starve to death? Will
he turn his back on people in need because he
has a better chance of making it out alive on his
own? In short — how much of his humanity is he
willing to sacrifice just to stay alive?

THE PERILS OF TECHNOLOGY

“Yes,” [Sherman] said. “Atomic power. That con-
crete wall is the outer face of the shield. Behind
it is the reactor”

Silence again, except for the throbbing of that
great voice that never stopped. The concrete
wall loomed up like the wall of hell, and Len’s
heart slowed and the blood in him turned cold
as snow watetr.

Behind it is the reactor.
Behind it is evil and night and terror and death.

...[H]e shouted at them, “Wasn’t one burning of
the world enough? Why did you have to keep
this thing alive?”
—Len encounters the world’s last working
nuclear reactor in The Long Tomorrow

While they may seek it out because it’s so
useful, Post- Apocalyptic characters often realize (or

discover) that technology can be as perilous as it is
beneficial. On a personal level, the technology they
recover or learn to use may in turn be used against
them, forcing them into an arms race where they
have to find better and better technology to cope
with the enemy. And looming over the setting like
a dark cloud may be the question of whether devel-
oping or recovering too much technology could
lead to another apocalypse....

THE VALUE OF KNOWLEDGE

“You can't destroy knowledge. You can stamp it
under and burn it up and forbid it to be, but
somewhere it will survive”

—Sherman responds to Len
in The Long Tomorrow

Underlying much of Post-Apocalyptic litera-
ture and film is the belief that knowledge has great
value and must be preserved, whatever the cost.
Characters go to great lengths and put themselves
in mortal danger to learn what to the reader/viewer
are trivial facts — because knowledge is a Good
Thing in and of itself, whether it has practical value.
They go on adventures to track down rumors of
a surviving copy of a play by someone with the
strange name of Vil Shaikspeer, fight their way
into a cannibal cult’s stronghold to steal the cult’s
obscure, water-damaged copies of old technical
manuals, and explore dangerous ruins in the hope
of finding readable books.
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CAMPAIGN TYPES

After, or at the same time as, choosing a theme,
you need to decide on the type of campaign you
want to run. Often one decision leads to another; a
game focused on exploring ruins probably empha-
sizes the Value of Knowledge much more than the
Cost of Survival.

Subgenre

Chapter One describes the various Post-Apoc-
alyptic Hero subgenres. Each subgenre has benefits
and drawbacks from a gaming perspective; keeping
these in mind as you create a campaign should let
you maximize the former, and minimize the latter.

LOW POST-APOCALYPTIC

The Low Post-Apocalyptic subgenre is the
most common one in literature and film, so it’s
likely to supply much of your (and your players’)
inspiration for a Post-Apocalyptic Hero campaign.
It provides potentially the starkest sort of Post-
Apocalyptic world, one in which the themes and
elements of the genre are most intensely pre-
sented for your and your players’ entertainment.
There’s little (if any) in the way of high technol-
ogy, much less beneficial mutations, for the PCs
to use; instead they’ve got to rely on their own
smarts, strength, bravery, and luck to see them
through to victory.

But what Low Post-Apocalyptic lacks — the
weird mutations, the advanced technology, perhaps
even magic — are just what many players may want
or expect in a game. Without at least a few elements
of the “fantastic,” a game can become a little too
realistic, grim, and depressing. If you want to run a
Low Post-Apocalyptic campaign, plan in advance
to address these problems and keep them from
becoming too difficult to deal with.

ROAD WARRIORS; ZOMBIE APOCALYPSE

Men began to feed on men. On the roads it
was a white line nightmare. Only those mobile
enough to scavenge, brutal enough to pillage
would survive. The gangs took over the high-
ways, ready to wage war for a tank of juice.

—from the introductory narration of the
movie Mad Max 2: The Road Warrior

Both of these limited types of Low Post-
Apocalyptic games have essentially the same
advantages and drawbacks. On the plus side
they’re fast-paced, action-packed, and have
plenty of movie examples for you to draw on.
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But they’re also very one-dimensional — there’s
really just one sort of story being told and one
type of action involved, and that’s likely to get
dull after a while. These subgenres may work
better as isolated parts of a larger setting, or as
single-session games, than as ongoing campaigns.

For more information on Zombie Apoca-
lypse gaming, see the Zombie World setting in
Chapter Four.

SLEEPERS AWAKEN

The Sleepers Awaken campaign has the advan-
tage (and drawback) of turning many Post-Apoca-
lyptic themes and tropes on their head. Instead of
having little or imperfect knowledge of pre-apoca-
lypse time, the sleepers remember it well. Instead of
having to scavenge for food and gear, they (usually)
have plenty of supplies — possibly even enough to
establish themselves as a major political/military
power in the post-apocalyptic world. Even if they
lack supplies, their knowledge of modern-day
science and techniques gives them an edge that
natives of the post-apocalypse society typically lack.

If you prefer for the heroes not to start the
game well-equipped, you have several options. First,
the passage of time or some malfunction may have
ruined the gear they were given. Second, if outsid-
ers find their haven and awaken them, perhaps
they steal the gear and flee before the heroes arrive.
Second, the characters’ fuel, ammunition, energy
sources, or the like may have gone bad. In some
cases, the heroes may know of a nearby supply
depot (or the like) that they can raid to replace
what they’ve lost — or to put it another way, you
may make them work for their equipment rather
than just giving it to them at the start of the game.

HIGH POST-APOCALYPTIC

High Post-Apocalyptic games break the Post-
Apocalyptic genre and its possibilities wide open.
In addition to standard Post-Apocalyptic fare
exploring ruins and rebuilding civilization, they
feature strange mutant powers, high technology,
and possibly even magic in one delightful stew of
gaming fun. But in so doing they may verge a little
too far away from some of the central themes of the
genre, such as survival — it’s difficult to threaten
characters whose mutations allow them to fly and
make them immune to radiation, and who have
scavenged technology that helps feed them and
keep them warm. If you want to use some of those
standard elements and tropes, you should plan for
it as you determine what powers and technology
the PCs have.
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By tale’s end they would have peace — or once
again, the Thousand-year Night....

—from the cover of The Sword Of Forbearance

Your job as GM doesn't end when you create
the campaign and develop the setting. Quite the
reverse: now you have to actually run the games
while your players enjoy what you've created... and
help you flesh out your quasi-fictional universe.

ADVENTURE STRUCTURE

There are two main approaches to adventure
design: plotted and unplotted. In a plotted adven-
ture, you have a specific story in mind, which the
PCs follow to the climax. In an unplotted adven-
ture, there is no plot, merely a situation; what hap-
pens depends entirely on the PCs’ actions. Each
method has its advantages and disadvantages.

PLOTTED ADVENTURES

Plotted adventures have the great advantage of
a satisfying story structure. The action builds from
the hook to the climax, encounters exist to provide
tension or move the story along, and the heroes are
at the center of events. You can use all the tricks
developed by writers over the past three millen-
nia: foreshadowing, suspense, conflict, jump cut-
ting, catharsis. You can borrow plots and plot ideas
from a vast array of sources, from Shakespeare to
Stephen King. You can tailor the opposition to the
characters’ power level and personalities.

On the downside, plotted adventures can
become too rigid in structure — you know where
you want the story to go, so you force the heroes to
go there. Players may feel you're railroading them,
or that their actions don’t really have an effect. If
they suspect you'll let them succeed regardless of
what they do (because story progression requires
it), the story loses all suspense and drama — the
players start to use “metagame thinking” to deduce
the plot and figure out what their characters should
do, rather than acting as their characters would
behave in that situation.

To avoid the problem of “railroading,” plan
out several possible resolutions for the adventure
(and for each major scene within the adventure)
depending on what the characters do. If the story
involves discovering that a biker gang has discov-
ered a source of advanced weapons it intends to
use against the town the heroes want to protect,
the climax might consist of a battle with the gang
(after the PCs obtain equivalent weaponry, of
course!) or infiltrating the gang in disguise to bring
it down through engineered internal conflict. But

NG
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no matter how many options you prepare, be ready
to abandon all of them when the players think up
something you didn’t. The most profound truth in
gaming is “the players never do what you expect.”

UNPLOTTED ADVENTURES

Unplotted adventures, by contrast, have no set
storyline. You merely establish a situation and let the
players determine the action. The situation can be
dynamic or passive. In a dynamic situation, things
happen and it’s up to the players to cope with them
— the enemy is attacking, counterintelligence agents
are closing in on the PCs, or the like. A passive situa-
tion is one in which things are stable (at least until the
PCs show up) — the cannibal mutants are encroach-
ing through the wastelands toward settled territory, an
evil sorcerer-scientist is using his magically-animated
robots to terrorize the tribe. In either case, if there are
villains, they follow whatever motives you wish to give
them, rather than filling the role of Antagonist in a
story. The World exists, running along on its own, and
the PCs must make their own decisions about what to
do and how to do it.

Unplotted adventures have the advantage of
feeling realistic — after all, the real world doesn’t
neatly follow classical dramatic structure, and
every person is an NPC to other people. They
give the players a great deal of influence over the
course of the adventure, and let them choose to
do what they enjoy. If you've prepared your cam-
paign well, unplotted adventures are a good way
to show off the scope and depth of your Post-
Apocalyptic Hero setting.

But unplotted adventures have their own dis-
advantages. Often the action becomes just a series
of combats or short-term missions. In a dynamic
situation, the players may find it frustrating to be
at the mercy of events. The need to either create
new encounters on the fly or prepare a vast amount
of background and NPCs which you may never
use might overwhelm you. Finally, the structure of
unplotted adventures can be unsatisfying — the
heroes may overcome the main opposition early
and spend the rest of their time mopping up under-
lings, or they fail to acquire crucial information or
gear and end up outclassed at the climax.

Plotted and unplotted adventures aren’t com-
pletely incompatible. Characters may start out in a
seemingly unplotted situation, but encounter vari-
ous hooks for stories. Depending on which ones
they follow up, they can get involved in plotted
stories. In the course of going through those story
plots, they exist in an unplotted environment, so if
they diverge from the story they don’t wander oft
into “blank hexes.”

69
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Plotting

The most dependable basis for an adven-
ture plot is the tried and true three-act structure,
familiar from classic plays, comic books, films, and
almost every other type of story. The first act is
the adventure hook, in which the heroes become
involved in the story and encounter initial obsta-
cles. The second act presents more obstacles for the
heroes to overcome (often with an intriguing twist
or turn of events), and the third act is the climax
and resolution of the story.

THE FIRST ACT: ADVENTURE HOOK

Adventure hooks come in various forms. The
simplest is to have an NPC hire, order, or beg the
heroes to do something — “After you arrive for the
meeting, the village elders show up and ask you
to do something for the village” That’s a standard
hook for all sorts of Post-Apocalyptic Hero stories;
it’s quick and gets the story moving. Alternately,
someone can beg the heroes for help — if they’re
properly heroic, how can they resist? And of course,
the actions of an enemy can draw the heroes into
an adventure, the way they draw in Max during the
course of The Road Warrior.

Some adventure hooks are situational; almost
any circumstance the PCs find themselves in can
draw them into an adventure. Being out of money
means the heroes need to find a way to earn some
cash, so they respond to a mysterious rumor of
“help wanted?” The heroes are caught in the cross-
fire when two rival biker gangs battle for “turf”
Ready; set, go!

Finally, objects often serve as adventure
hooks. A cryptic clue or message can draw the
heroes into danger; Alfred Hitchcock loved that
method in his films. Another useful Hitchcock
hook is “The MacGuffin” A MacGutffin is an
object of value or importance to someone. If the
heroes have the MacGuffin (or if someone thinks
they have it), then all sorts of trouble results
from other people trying to buy, steal, or destroy
it. Post-Apocalyptic stories are full of MacGuf-
fins in the form of salvaged pieces of technology,
rumors of hidden labs, and the like.

Sometimes the adventure hook is not the
same as the ultimate goal of the adventure itself.
Many times the heroes get involved because they
think they understand what’s going on, and then
learn better and must change their goals as a result
of events in the story. As an example, suppose a
town hires the PCs to protect it from a malevolent
mutant cult leader. As they encounter the cult and
learn more about the situation, the PCs discover
that the town stole something that belonged to the
cult, which is what made the cult turn hostile. But
the town really needs whatever it is, forcing the PCs
to go on a quest to find a replacement so the cult
can have its sacred icon back... and so on.

Hero System 5™ Edition Revised

THE SECOND ACT: OBSTACLES

The second act of an adventure focuses on obsta-
cles the heroes must overcome. Obstacles are many
and various, but fall into three main categories.

Foes

The first are actual foes — people or things
specifically trying to make the heroes fail, or do
them harm. If the foe wants to kill the heroes or
stop them from accomplishing their goal, he’s a
villain. If he just wants to beat them to the goal, or
surpass their accomplishments, he’s a rival. Finally,
there are adversaries — people whose goals are
opposed to the PCs’ plans even if they aren’t aware
of them. (In this context, HERO Systemn Hunteds
can qualify as either adversaries or villains, but
Rivals are usually rivals.) For example, suppose
the heroes in a Post-Apocalyptic Hero game want
to recover a relic they’ve heard rumors about: a
portable “thinking machine” lost somewhere in
the ruins of Shkago. Villains include people who
want to stop the PCs from succeeding (the can-
nibal mutants who worship the thinking machine
as a god, for example), rivals include people who
want to find and recover the thinking machine first,
and adversaries include the biker gang that doesn’t
know anything about the current adventure but
wants revenge on the PCs for past defeats.

At times friends can be foes, if they don't agree
with the goal the heroes are pursuing, or have been
duped into believing the heroes are a danger. A
friend may even betray the PCs. Sometimes friends
are correct, and it’s the heroes whove been duped.

Features Of The Setting

The second type of obstacles the heroes
must face are features of the setting which would
exist regardless of the heroes’ actions, such as
natural obstacles and mysteries. In Post-Apoca-
lyptic Hero, this is a particularly common and
dangerous type of obstacle, much more so than
in most adventure genres.

Natural obstacles include hostile weather,
sheer distance, dangerous terrain, hungry ani-
mals, deadly security devices, rad zones, lack
of food, and the like. Society’s impediments
— laws, regulations, restrictions, social customs,
prejudices, and the like — also qualify as natural
obstacles. Obviously, natural obstacles arise pri-
marily in uncivilized areas, while social barriers
come into play in populated settings.

A mystery is either something the heroes must
solve to continue toward the goal, or the key to the
goal itself. Sometimes mysteries (or puzzles) are
features of the setting, and sometimes they’re the
work of the party’s opponents, but they all have a
common feature: the characters must solve them
by thinking rather than force (although sometimes
the solution involves a particular use of force). In
situations with changing goals, solving a mystery
may finally point the heroes at their ultimate objec-
tive. Regardless of the type of puzzle, you should
make it fair and logical, since the players have to
solve it. An unfair puzzle just makes them angry.
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Internal Obstacles

A final kind of obstacle lies within the heroes
themselves — internal obstacles. Overcoming per-
sonal flaws, sacrificing something for the greater
good, or learning a lesson are all obstacles, often
more difficult to surmount than any street gang or
enemy platoon. In game terms, Disadvantages such
as Dependence, DNPC, Enraged/Berserk, Psycho-
logical Limitation, and perhaps Rivalry often rep-
resent internal obstacles. An honorable man who
must break his word to achieve his goal faces an
internal obstacle; so does a devious one who has to
trust others to succeed. You should tailor the inter-
nal obstacles to the players: some players routinely
sidestep their characters’ Psychological Limitations
if they can manage an EGO Roll, while others want
to remain true to the characters they create.

THE THIRD ACT: CLIMAX
AND CONCLUSION

Once the characters have surpassed or neu-
tralized all the obstacles, the story proceeds to its
climax, in which the heroes confront the main vil-
lain or surmount the ultimate barrier to reach their
goal and win the reward. The goal may not be the
one they originally signed up to accomplish, but it’s
the one that concludes this particular adventure.

Climaxes should be, well, climactic. This is
the time for you to “blow the budget” and strive
to make everything as tense and impressive as
possible. If the heroes must foil the villain’s plans,
put a time limit on them and create all kinds of
distractions. If they fight the villain directly, set
the battle in an exotic or impressive location — a
skyscraper rooftop, a cinematic mastermind’s lair,
or the like. Since this is a roleplaying game, an
exciting setting is no more expensive or difficult
to arrange than a boring one.

Even if it isn’t full of physical action, try
to make the climax tense and dramatic. If the
heroes have to prevent a war or persuade some-
one, set the scene right on the edge of disaster
— the rebel army is only minutes away from
attacking the heroes’ camp, and they have to
convince the rebel commander right now that
they aren’t the ones who've been trapping and
slaughtering rebel soldiers. If a judge is sentenc-
ing the PCs, crucial evidence should arrive after
the opposition has presented seemingly iron-clad
arguments against the heroes... and just in time
to save them from prison.
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Classic Post-Apocalyptic Plots

In Post-Apocalyptic literature and film there
are several classic (one might even say “standard”)
plots that you can easily adapt to your Post-Apoca-
lyptic Hero games:

QUEST FOR SAFETY

It had been fury over [the collapse of civiliza-
tion] that had pushed him originally in the first
few days of his escape from Stoketon. Without
that, his spirits would have failed at the thought
of the hundreds of unprotected miles bewween
him and the safety of the Twin Peaks Ranch;
where he could shelter behind a brother more
adapted to these times.

—Gordon R. Dickson, Wolf And Iron

The world has changed — Survival is the only
law — and home is 1,600 miles away.

—from the cover of The New Madrid Run

The most common plot in Low Post-Apoca-
lyptic stories is the “quest for safety;” in which the
characters try to reach a place where they can live
in peace and (relative) security, protected against
the havoc and dangers of the post-apocalypse
world. Typically the story goes like this:

1. The story either begins with the characters wit-
nessing and living through the apocalypse, or picks
up so soon after it that the emotional and physical
scars of living through it — and all the dangers it’s
created — are still very, very real.

2. The characters know or hear about a place of
safety. This might be a remote wilderness area one
of them once lived in where the apocalypse won’t
have reached and he’s stockpiled plenty of sup-
plies; a fortified area established by some good and
decent leader, a rural area where some members of
the character’s family already live, or the like.

3. Knowing this haven is their best chance for sur-
viving in the post-apocalypse world (and hopefully
rebuilding civilization to some extent), the char-
acters set out for it using the best transportation
methods available to them. During the trip they
face all sorts of dangers, ranging from the need for
food and shelter to roving bands of raiders, rad
zones, renegade military units, biker gangs, wild
animals, and more.

4. Eventually the PCs fight, sneak, or otherwise
make their way through perils aplenty and reach
their sanctuary. Finally they can relax... for about
two seconds. Because it turns out that there’s one
more threat to confront: someone with power
(often a former military or government official
trying to become undisputed ruler of the region)
who wants to take over their haven, destroy it, or
enslave them.

5. The heroes plan for, and then fight, a massive con-
frontation against this enemy, with the odds stacked
against them, but somehow they fight their way
through to victory! Now they can, at long last, rest...
and prepare for the task of rebuilding civilization.
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You can work slight variations on the plot, if
necessary. Maybe the haven the PCs seek is not one
so much of safety, but where they can learn about
the technology of pre-apocalypse days and help to
remake the world, for example. But the basics of
having to fight through danger to reach a goal, then
fight to protect that goal, remain the same.

Quest For Safety is an ideal framework for a
Post-Apocalyptic Hero gaming campaign. It gives
the characters a goal, and the GM obstacles to
confront them with along the way that make sense
and add to the tension. Once the PCs secure their
haven, the campaign ends... or shifts to another
story arc, one where they have to expand their
haven and bring civilization back to the world.

QUEST FOR KNOWLEDGE

“I'm going after the prize, Silas,” Karik had said.
“It’s all out there. Shakespeare and Dante and
the Roadmaker histories. And their mathemat-
ics and science. It’s waiting for us.”

—TJack McDevitt, Eternity Road

Safety and security aren’t the only things Post-
Apocalyptic PCs go in search of. Some are moti-
vated by the loftier, and in some cases also equally
practical, concerns — specifically, the quest for
knowledge. That might come in actual knowledge
form (books, computer records, finding a long-lost
library or archive), or it might be in the form of
technologies and devices the PCs want or need for
some reason. But in a world where so much has
been lost, knowledge may be the most valuable
treasure of all.

A Quest For Knowledge story usually starts
in one of two ways. First, someone “requests” that
the PCs go find some bit of information. This may
actually come in the form of orders from a superior
officer, a plea from a desperate village or tribe, or
an appeal from a relative, but the central fact is that
someone else motivates the PCs to track down the
desired information. Second, the PCs hear a rumor
about some trove of information or technology and
decide to track it down out of greed, desire to learn,
desire to preserve, or all of the above.

After equipping themselves as best they can,
the heroes set out into the post-apocalyptic waste-
lands, braving mutated animals, rad zones, super-
stitious mobs who think any learning is the work
of the Devil, cannibal mutants, and whatever else
you, the GM, think to throw at them. Along the way
they may have to gather (or interpret) clues that
lead to the knowledge they seek, if they don't know
exactly where it is. After much toil and danger, they
make it to their goal: the source of knowledge.

Now a host of other difficulties confronts
them. First, getting to the knowledge may not be
easy. It might be guarded by mutated monstrosi-
ties, automated security systems, or cultists. Natural
disasters might have blocked the entrance, forcing
the heroes to find another way in. Second, once
they get to the knowledge, what are they going to
do with it? If it’s just a few books or computer data-
crystals they can easily carry it back out again... but
if it’s an entire library or museum full of valuable
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information, they’ve got a logistical nightmare on
their hands. To make matters worse, they may have
arrived just in time for another natural disaster to
begin — one that threatens to destroy the entire
collection unless they stop it or rescue the objects.
Assuming they accomplish that, then they have to
make it safely home with their “loot”...

Quest For Knowledge isn’t really the frame-
work for an entire campaign like Quest For Safety
is, but it makes an excellent basis for a single adven-
ture or short story arc. The PCs might even be
professional information-salvagers, hired on a rou-
tine basis to plumb the nooks and crannies of the
post-apocalyptic world in search of valuable data or
usable devices.

EXPLORING THE RUINS

The miraculous contraptions of the ancients
were not to be carelessly tampered with, as
many a dead excavator-of-the-past had testi-
fied with his dying gasp.
—Brother Francis contemplates opening a
strange door in A Canticle For Leibowitz

Perhaps the simplest Post- Apocalyptic story
type is Exploring the Ruins, in which a group of
heroes ventures into some ruined area (often
with both aboveground and underground com-
ponents) in search of loot in the form of tech,
spare parts, salvageable resources, and so on.
Naturally, few of these valuables are just waiting
around for them to pick up; they have to fight

tribes of evil mutants, mutated animals, and sim-
ilar threats to get what they want. Essentially the
same as a High Fantasy “dungeon delve,” Explor-
ing the Ruins is a common story form in High
Post-Apocalyptic campaigns, but also appears in
other types of Post-Apocalyptic games.

REBUILDING CIVILIZATION

The longest-term and most noble Post-
Apocalyptic plot is the effort to rebuild civiliza-
tion. This isn’t a one-shot game or even a story
arc; essentially it forms the backbone of an entire
campaign, and the PCs’ adventures along the way
are all aspects of their quest to pull humanity
back up out of the pit into which it dropped itself
(or was dropped). For example, in Paul Williams’s
“Pelbar Cycle” novels, the Pelbar people go from
being a more or less medieval-level civilization
in the first book to having radios, guns, steam-
ships, and even primitive rockets by the end of
the seventh book. During the course of this his-
tory they grapple with the sorts of issues that
will also confront your PCs: how can we rebuild
without creating the same sort of society that
destroyed itself before? If we find artifacts and
knowledge from the pre-apocalypse world, do we
dare to use them, and to what extent? How can
we improve our society without fundamentally
changing it for the worse? And most importantly
of all, is it better to be content with what you
have, or to strive for something better even if
that puts you at risk?
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ENVIRONMENTAL
HREATS

n Post-Apocalyptic Hero, the environment can

be a major threat — after all, this is a genre in

which starvation tends to be a danger heroes

confront on a regular basis. Here are some rules
for environmental threats and obstacles characters
might encounter.

RADIATION

“This radiation — as nearly as I can make it, it
was put here by the Blast, and it’s like fungus-
light. You can’t see the fungus glow in the day-
time, but you know that the light is still there.
... Just imagine that it is poisonous, that it will
make you sick if it touches your skin.”

—Sos explains radiation in
Piers Anthony’s Battle Circle

When many gamers think of Post-Apocalyptic
stories, the first thing that comes to mind is radia-
tion and mutants — both very important elements
in a genre many of whose best works were written
by authors living under the shadow of a Cold War
nuclear holocaust. Here are some rules for dealing
with the effects of radiation in your Post-Apoca-
lyptic Hero games; for more information, see The
Ultimate Energy Projector.

Technically speaking, “radiation” can be
divided into two types: non-ionizing and ion-
izing. Non-ionizing radiation cannot damage
organic molecules by impacting them and
imparting energy to them. This includes micro-
waves, radio waves, and infrared radiation. Thus,
a microwave oven or infrared-based remote con-
trol device cannot make someone “radioactive”
or cause cancer. lonizing radiation is much more
dangerous, and can damage organic molecules by
impacting them and imparting energy to them
(which makes the target radioactive, can cause

RADIATION LEVEL TABLE

Source Rads
Occupational Safety Limit 5 per year

Medical X-Ray 0.01 to 0.05 per shot
X-Ray Laser 1 per die of Killing Damage

Cosmic Rays (in space) 30 per year
(Lunar surface) 15 per year
(Earth surface) 0.03 per year

1,000 per hour
100-1,000 per event

Jovian Radiation Belt
Solar Flare (Earth orbit)

Nuclear Fallout (within plume) 240 per year
Plutonium (1 gram) 1 per second
Reactor Core (unshielded) 7,000 per second
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cancer [or make it more likely to occur], and so
forth). Solar and cosmic radiation in outer space,
alpha and beta particles, some ultraviolet radia-
tion, x-rays, and gamma rays are all ionizing
forms of radiation. The rest of the discussion in
this section generally refers to ionizing radiation,
since that’s what PCs in a roleplaying game set-
ting tend to be concerned about.

REALISTIC RADIATION

The following general rules explain how Radi-
ation works “realistically” in game terms.

General Principles

Radiation harms living things as by deliver-
ing intense amounts of energy to a small area. It
can damage individual cells’ DNA (which can lead
to cancer); at higher doses it can cause cataracts,
burns (either skin burns or deep tissue/organ
burns), permanent sterility, and other effects.

Radiation exposure is measured in Rads,
short for “Radiation Absorbed Dose” One rad is
defined as 100 ergs of energy per gram of mate-
rial. The Radiation Level Table lists the radiation
level of various sources of radioactivity; the Radia-
tion Effects table describes the effects of exposure.
Radiation, like all forms of energy, is subject to the
inverse square rule — so divide the rad level given
on the table by the square of the distance to the
source to determine a character’s exposure.

Fallout And Half Life

She slipped [the ring] from her finger and
handed it to Randy.

He took it automatically but he wasn't looking
at it. He was looking at her finger. Her finger
was marred by a dark, almost black circle, as if
the ring were tarnished brass, or its inside sooty.
But the ring was clean bright gold. ...

“[T]he ring has been exposed to radioactivity
and is now radioactive itself. ... This looks like
a burn — a radium burn. How long have you
been wearing that ring?”

“Off and on, for a month I guess.”
—Pat Frank, Alas Babylon

Fallout is radioactive material released by nuclear
weapons explosions. Typically, a nuclear bomb going
off scatters bits of radioactive material high into the
atmosphere, creating a long plume, extending hun-
dreds of miles, where the radiation levels are tempo-
rarily higher than normal. The radioactive material
then settles onto the ground. The problem with fallout
is that it affects an area — the radiation level rises over
the whole region covered by the plume.



Post-Apocalyptic Hero m Chapter Three

Some sources of radiation, like ongoing
nuclear reactions, emit radiation at a constant
rate. Others, like radioactive isotopes in fallout,
have a half life. The half life is the amount of
time it takes for half of the radioactive material
to decay to a stable form. Because of the way
radioactive decay works, this time is constant for
each radioactive isotope, so the rad level drops
by half for each half life increment. The process
of decay is gradual — the radiation level doesn’t
suddenly drop when the half-life period is up.

Objects exposed to radiation (such as from
fallout) do not themselves necessarily become
“activated” (i.e., radioactive). That only occurs
when the atomic nuclei of a substance exposed to
neutron radiation (ionizing radiation composed
of neutrons) capture neutrons and transmute to
new, radioactive isotopes. For example, hydro-
gen isn’t radioactive — but if neutron radiation
adds two neutrons to it, it becomes the hydrogen
isotope tritium, which is radioactive. The more
neutrons that are involved, the more likely it is
that activation will take place. Thus, the type
of substance involved, and the intensity of the
radiation the substance is exposed to, are impor-
tant variables. How long the substance remains
radioactive depends on the half life of the iso-
tope it transmuted into — it could be seconds, or
it could be thousands of years. For gaming pur-
poses, characters are most likely to be concerned
with substances that can remain radioactive for
long periods of time, such as metals.

Radiation Shielding

Radiation shielding absorbs high-energy
particles. In practice, different materials stop dif-
ferent kinds of radiation better than others, but
for the sake of simplicity you can lump them all
together as “radiation shielding” The Radiation
Shielding table gives the amount of protection
for different materials.

UNREALISTIC RADIATION

BOB:  Fleshy-headed mutant! — are you
frendly?

DOUG: No way, eh. Radiation has made me
an enemy of civilization.

—Bob and Doug McKenzie discover the
dangers of the wastelands in Strange Brew

But of course, not all Post-Apocalyptic set-
tings treat radiation “realistically” In High Post-
Apocalyptic games, Radiation isn’t necessarily
the insidious, deadly thing it is in real life. It can
be, but it can also cause fictional mutations both
beneficial and hideous. See the After The Bomb
section of Chapter Four for plenty of example
mutations and mutated animals.

Implications And
Secondary Effects

“Realistically” ionizing radiation strong
enough to function as an attack is best represented
in HERO System terms either as (a) an RKA, or (b)
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RADIATION EFFECTS

Exposure (Rads) is...
Greater than 5 x CON

Greater than 10 x CON

Greater than 20 x CON

Greater than 30 x CON

Greater than 50 x CON

Effect

Radiation Sickness: Individual loses 1d6 CON. Victim loses
1 point of CON in the Segment when his exposure reaches
this limit, and the rest (if any) at the rate of 1 point of CON
per Hour. This loss of CON heals at the rate of REC per
Month.

Serious Sickness: Lose 2d6 CON. Victim loses 1-3 points of
CON in the Segment when his exposure reaches this limit,
and the rest (if any) at the rate of 1 point of CON per Hour.
This loss of CON heals at the rate of REC per Month.

Internal Damage: Lose 2d6 CON and 1d6 BODY. Victim
loses 1 point each of CON and BODY in the Segment when
his exposure reaches this limit, and the rest (if any) at the
rate of 1 point of CON and BODY per Hour. This loss of
CON and BODY heals at the rate of REC in CON and
BODY per Month.

Lethal Threshold: Lose 3d6 CON and 2d6 BODY. Victim
loses 1-3 points of both CON and BODY in the Segment
when his exposure reaches this limit, and the rest (if any) at
the rate of 1 point of CON and BODY per 20 Minutes. This
loss of CON and BODY heals at the rate of (REC/2) in CON
and BODY per Month.

Fatal Dose: Lose 4d6 CON and 3d6 BODY. Victim loses 1-6
points of both CON and BODY in the Segment when his
exposure reaches this limit, and the rest (if any) at the rate
of 1 point of CON and BODY per 20 Minutes. This loss of
CON and BODY does not heal; if the character survives,
both Characteristics are permanently reduced (though he
may spend Character/Experience Points to buy them up
from their new amounts).

Armor and other defenses do not reduce BODY damage from radiation; consider it
as NND Does BODY damage, with the defense being Life Support: Safe Environ-

ment (High Radiation).

RADIATION SHIELDING

Substance Radiation Multiplier
Atmosphere
Standard (per meter) .75
Thin (per meter) 9
Trace (per meter) 98
Dense (per meter) 9
Brick (per cm) .75
Lead (per mm) .8
Radiation Suit 7
Rock (per cm) .75
Soil (per cm) .75
Spacesuit 9
Steel (per mm) 9
Vehicle Hull (per point of DEF) 9
Water (per cm) 9
Wood or Plastic (per cm) .95

Radiation protection is exponential. Steel plating
reduces rad levels by .9 per millimeter, so a layer of
steel 5 millimeters thick would reduce it by a factor of
(.9x.9x.9x.9x.9),or about .59 overall.

a Drain CON and BODY (and possibly also STUN,
END, and/or STR). In either form it should have
the Advantages NND (defense is Life Support [Safe
Environment: High Radiation]) and Does BODY;
the Limitation No Knockback is appropriate. (For

greater “realism,” you can also apply the Gradual
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Effect Limitation — the exposure happens instanta-
neously, but the full effects of exposure take time to
build up and manifest.) The RKA method has the
virtue of being highly fatal; the Drain method can
be bought with the Delayed Return Rate Advantage
to simulate how long Radiation damage takes to
heal. (At the GM’s option, even Normal or Killing
Damage BODY caused by Radiation should heal
only one-third as fast as other types of damage.) In
more cinematic settings, Radiation could instead be
an ordinary Energy Blast or RKA, a standard NND,
or various Drains.

Radiation burns may cause scarring and hair
loss (and thus permanently reduce a character’s
COM). See the Acid section, above, for rules you
can apply, though you may want to reduce the
effects slightly.

IRRADIATION

One significant downside of radiation is that
it tends to irradiate people and objects around the
character using them (not to mention the character
himself, but the odds are he’ll have Life Support
(Safe Environment: High Radiation). (Techni-
cally speaking, the term “irradiate” simply means
“to expose to radiation,” but for ease of reference
the text here uses it inaccurately to mean “to make
radioactive”) “Realistically” a person exposed to
ionizing rarely becomes radioactive, he simply suf-
fers the burns and other effects of exposure, but for
dramatic and cinematic purposes radiation attack
can make someone radioactive.

Add up the Active Points of all the Radiation
powers a character uses in a Phase, then divide by
15. That’s the number of Rads of damage every-
one and everything near him is subjected to. His
hex receives the full dose; each 1” out from there
receives half that much (the radiation stops radi-
ating outward in the ring of hexes in which the
damage drops to 5% of the full amount or less). If
any of the character’s powers are Constant, their
Rads apply every Segment; if any of his powers
cover an Area, their Rads apply to everything in
that area in full, then expand outward from there
as described above. At the GM’s option, constant
use of Radiation powers in the same area causes the
irradiated zone to expand, increasing its radius to
2,3% and so on.

For characters who have Radiation-based
powers, irradiation of the surrounding area or the
target occurs automatically and doesn’t entitle a
character to any Limitation or the like. In other
campaigns, irradiation does not occur automati-
cally (perhaps the character absorbs the radiation
he emits, or his powers are somehow “clean”). In
that case characters can take irradiation as a Side
Effect. It's worth -4 at its base level and always
occurs, for a final value of -%.

Of course, in a cinematic campaign, irradia-
tion may not cause problems — it might cause a
character to spontaneously develop mutations!

CANCER

Exposure to radiation increases a person’s
chances of developing cancer. Generally this is
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beyond the scope of a roleplaying game, since it
takes years or decades to develop. (Though a vil-
lain might, for example, have an “inflict people
with cancer immediately” power based on radia-
tion.) However, GMs interested in greater “real-
ism” might want to rule that exposure to any
Radiation power has a Major Transform effect on
any character who doesn’t have Life Support (Safe
Environment: High Radiation). The Transform
accumulates slowly, perhaps only .3-1.0 points per
exposure (or some rate based on the total Active
Points in the Radiation powers the character’s
exposed to, such as .1 point per 10 Active Points)...
but eventually enough exposure adds up to the
point where the Transform occurs and the char-
acter develops cancer. The cancer grows normally
from that point; the GM determines what type of
cancer the character contracts.

DECONTAMINATION

A character or object who's been irradiated
can undergo decontamination to prevent or reduce
the effects. Decontaminating surface exposure to
radiation is easier than decontaminating internal
exposure (from, say, eating irradiated food). Typical
procedures involve stripping off irradiated (or pos-
sibly irradiated) clothing, a full shower, and then
dressing in clean clothes. Characters in High Post-
Apocalyptic settings might have access to “decon-
tamination foam” or “decon pills” that instantly
remove all traces of radiation from them.

In game terms, a character who undergoes
formal decontamination procedures within
1 hour of exposure to radiation reduces the
damage he suffers (per the Radiation Effects
table) by half. If he’s already taken more damage
than this, he doesn’t get any CON and/or BODY
back, but he takes no further damage. If a char-
acter undergoes informal decontamination, he
reduces damage by one-quarter (25%).

RADS AND DAMAGE CLASSES

For GMs desiring maximum “realism,” 1
Active Point in a Radiation attack equals 1 Rad
of exposure. Instead of applying the damage
in the usual fashion, convert it to Rads, use the
Radiation Shielding table to determine how
much the character’s defenses reduce it, and then
convert the final Rads back into damage and
apply it to the character (he gets no further sub-
traction for his defenses, of course).

Other “Zones”

Second only to nuclear weapons and their
radiation in their capacity for killing large numbers
of people are chemical and biological weapons.
Characters in Post-Apocalyptic settings might
encounter “chem zones” or “biozones” that are just
as dangerous as rad zones.

Biological weapons come in four basic
types: bacterial infections (which cause plague,
anthrax, brucellosis, and typhoid fever); fungal
infections (which cause desert fever); rickets
infections (which cause typhus, purple fever, and
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Queensland fever); and viral infections (which
cause smallpox, yellow fever, and some of the
deadlier kinds of flu). Discussing various types
of diseases, and the biological mechanisms by
which they infect people, is beyond the scope
of this book. What you need to know to run
Post-Apocalyptic games is that a disease — par-
ticularly one tailored by pre-apocalypse super-
science, if that’s appropriate to your campaign
— can lie dormant for years waiting to infect a
living creature. In a “realistic” Post-Apocalyptic
setting, that typically means incapacitation or
death for the victims; in a more cinematic one,
diseases could cause mutations or other weird-
ness just like radiation can.

“Chemical weapons” refers to any sort of
gas, lethal or otherwise, that’s used as a weapon
(some are also used in liquid form). They range
from simple irritating and incapacitating gases
to gases so lethal that the merest whiff of them
causes almost instant unconsciousness and
death. They’re grouped into two different cat-
egories, incapacitating and lethal, based on their
effect. While they typically don’t have the millen-
nia-long lifespan of radiation, chemical weapons
can linger in an area for a long time. Fortunately
for Post-Apocalyptic PCs, there are usually signs
of their presence: odd smells; discoloration of
local objects and plants; a dearth of animal (and
perhaps vegetable) life in the vicinity.

RUINS

These were the places of the cold Death, where
the fires of the dreadful radiation of the last
cataclysm still poisoned the air and water. Most
of them had lost their once dreadful potency.
Daring freebooters sometimes risked a horrible
end to loot one of the Lost Cities which bor-
dered the Inland Sea, and had been designated
over five thousand years gone as First Strike
targets. Some of these dreadful places were
plague centers too, so that a man ran the risk of
dying hideously of radiation poisoning or, if he
missed that, of some fell sickness and of passing
that on to his neighbors before he died himself.

—Sterling Lanier, Hieros Journey

At the base of the knob was a small ruin, fused
and crumbled blocks of artificial stone from the
former time, but blasted and puddled by the
heat of death of the time of fire.

—Paul Williams, The Breaking Of Northwall

Most Post-Apocalyptic settings feature exten-
sive ruins — cities and other areas men once lived
and worked in that were destroyed in the apoca-
lypse. In a post-apocalyptic world, ruins can be a
source of supplies, shelter, and even wealth... but
they can also harbor enemies and other dangers.

From a GMing perspective, what you need to
know is (a) the condition of a ruin, (b) the dangers
(if any) posed by that ruin, and (c) what the char-
acters might find in that ruin. The rules for finding
and salvaging items are below; this section only
addresses the first two points.
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Roll*
1-1
1-2
1-3
1-4
1-5
1-6
2-1
2-2
2-3
2-4
2-5
2-6

MODIFIERS*
Value
+2
-1
-2
-1 or more
+1 or more

Immediately
After
Pristine
Pristine
Minor
Minor
Minor
Major
Major
Major
Severe
Severe
Severe
Collapsed

CONDITION OF THE RUINS

Typically the easiest way to establish the
condition of a ruin is for you to choose it yourself
based on the dramatic needs of the adventure
you're creating. In some cases, though, you might
want to determine what state a ruin’s in randomly
using the accompanying table. It uses four basic
timeframes — Immediately After, Years Later, Gen-
erations Later, and Centuries Later — to indicate
when the characters explore the ruin (see Cam-
paign Timeframe, above, for explanation of these
periods). Then it establishes four states of ruination:

Pristine: The building is undamaged, or virtually
so. This may mean no one’s ever explored it, so it’s
filled with salvage... but security devices and other
threats may remain intact and functional.

Minor Damage: The building has suffered minor
damage — some cracks here and there, perhaps a
few collapsed interior walls — but is basically intact
and structurally safe to venture into.

Major Damage: The building’s been damaged to the
point where it’s not entirely structurally safe to go into.
Every character who ventures inside has to make a
Survival (Ruins) roll (or if he doesn’t have that Skill,

a DEX Roll at -2). If he succeeds, nothing bad hap-
pens to him. If he fails, he suffers a mishap: a rotten
floorboard breaks beneath him and he falls; a wall or
ceiling collapses on him; or the like. See the Dangers
Amid The Ruins section below for suggested rules.

Severe Damage: The building’s been so badly dam-
aged that going into it means taking your life in
your hands. Use the rules for Major Damage, but
the Survival (Ruins) roll is at -2 (and the DEX Roll

RUINS TABLE

Years Generations Centuries
Later Later Later
Pristine Minor Minor
Minor Minor Minor
Minor Minor Major
Minor Major Major
Major Major Major
Major Major Severe
Major Major Severe
Major Severe Severe
Severe Severe Severe
Severe Severe Collapsed
Severe Collapsed Collapsed
Collapsed Collapsed Collapsed

Circumstance

Primarily wooden structure

Primarily metal and steel structure

Primarily brick or concrete structure

A particularly sturdy or well-protected structure

A structure that’s flimsy, highly exposed to the elements, or the like

*: Roll two dice, counting one as 1 (1-3) or 2 (4-6), and the other as a 1-6 roll. Mod-
ifiers apply to the second die roll. “Negative” ones indicate a particularly sturdy or

well-protected building; “positive” ones buildings that are more susceptible to being
damaged or eroded.

Note that this table is “dramatically biased” toward leaving structures intact and
explorable. “Realistically” there’s a much greater chance that buildings would suffer
Major, Severe, or Collapse damage, particularly over long periods of time.
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at -4). A failed roll is likely to be even more disad-
vantageous or dangerous.

Collapsed: The building has totally collapsed. Get-
ting inside will probably involve using the Contor-
tionist Skill, spelunking, or heavy labor. Once the
characters do get “inside,” it’s probably fairly safe
(roll as for Major Damage, if appropriate), but the
odds of finding usable salvage are slim.

DANGER AMID THE RUINS

For Shannon and Avila, there was even more
immediate danger. The interior had been
blocked off from the outside world for centu-
ries, and had filled with methane. While they
worked on opening the door, the open flame of
the oil lamp burned virtually at Shannon's feet.

Chaka was lying close to the campfire, deep
in her own dark thoughts, when she heard the
explosion.

—the dangers of the ruins claim
an explorer in Eternity Road

Box: Regular storage procedure. The same as
the other food. The other food stopped coming.
And they started.

Logan 5: What other food?

Box: Fish, and plankton. And sea greens, and
protein from the sea. Its all here, ready. Fresh as
harvest day. Fish and sea greens, plankton and
protein from the sea. And then it stopped coming.
And they came instead. So I store them here. I'm
ready. And you're ready. Its my job. To freeze you.

—a food processing robot malfunctions and
becomes a deadly danger in Logan’s Run

A creative GM can come up with all sorts of
threats to put in a ruin. Some possibilities include:

Physical Dangers

First and foremost, the ruin itself may pose a
danger if the structure’s not safe (i.e., it's suffered
Major or greater damage). Some of the things that
could happen to the character include:

Floor giving way: The floor beneath a character
could break. Roll 2d6 and apply the Encumbrance
modifier for DEX Rolls. On a 2-6, the character
breaks entirely through the floor and falls down to
the floor below (if that floor is rotten, he may break
through and keep falling, and so on and so on until
he reaches the ground). Use the rules for Falling
damage, but with a minimum of 2d6 to represent
the trauma of breaking through the floor. On a 7-
12, the character’s foot or leg simply breaks through
the floor; he’s trapped and at % DCV until he uses
a Full Phase Action to free himself. At the GM’s
option, a character who may break through a floor
can make a DEX Roll, for every point he succeeds
by, add +1 to the roll.

Ceiling Collapse: Part or all of a ceiling collapses
on the character. He takes 1d6 of d6 of Normal
Damage from the impact,and on a 1 on 1d6 is
pinned by the debris (he has to make a STR Roll or
Contortionist roll [either modified by the GM as
appropriate] to get free).
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Wall Collapse: Part or all of a ceiling collapses
on the character. He takes 2d6 of d6 of Normal
Damage from the impact, and on a 1-3 on 1d6 is
pinned by debris as described above.

Building Collapse: An entire building might col-
lapse on the PCs if they’re not careful (this is most
likely if the building’s already suffered Severe
Damage). Everyone in the building takes a mini-
mum of 3d6 of d6 of Normal Damage, and in par-
ticularly grim campaigns the GM may simply rule
there are no survivors. Anyone who does survive is
almost certainly trapped, as described above.

Other Dangers

Inhabitants: Perhaps the ultimate danger is that

an animal or human (either of them mutated or
otherwise) lives in the ruin and will fight to protect
its home (or perhaps sees the PCs as prey to be
stalked). This implies that the ruins are physically
safe, at least for that inhabitant (a small, agile pred-
ator may be able to live safely in a ruin that a big,
lumbering human would quickly make collapse).

Berserk Machines: Security devices, cleaning-bots,
and other highly-automated devices could continue
functioning long after the apocalypse... though
damage to their programming may affect them.
They may regard PCs exploring “their” home as
dangerous animals to be exterminated, or perhaps
mistake them for their “creators” and get angry
when it turns out theyre not.

Live Wires: If the ruin still has electrical current,
exposed wiring could deliver a nasty shock to the
PCs... especially if their society has long since for-
gotten what electricity is.

Pockets Of Gas: Dangerous gasses such as methane
can build up in ruins over the years and centuries.
If exposed to open flames or other sources of heat
they can ignite, causing deadly explosions. More
insidiously, an odorless gas might cause the charac-
ters to suffocate if they get into an area that has too
little oxygen and then can't get back out.

Trapping Barriers: Either by causing a collapse or
accidentally activating a security device, the heroes
may trap themselves inside a ruin! Suddenly thor-
oughly exploring the place and finding an exit
becomes not a luxury or a treasure-hunt, but a des-
perate matter of survival....

STARVATION

Whole nations depend on technology. Stop the
wheels for two days and youd have riots. No place
is more than two meals from a revolution.

—Larry Niven and Jerry
Pournelle, Lucifer’s Hammer

The human race lives always eighty days
from starvation. That is the sum of stored

food, globe wide.
—Frederick Pohl, “Fermi And Frost”

It’s hard to get much adventuring done when
you’re about to collapse from lack of food and
water — and unlike heroes in nearly every other
adventure genre, many Post-Apocalyptic charac-
ters face the danger of starvation every day. The
rules for starvation and dehydration on pages
438-39 of The HERO System 5" Edition, Revised
suffice most situations, even in the Post-Apoca-
lyptic genre, but here are some additional details
you can use if desired.

A person engaged in reasonably strenuous activ-
ity (i.e,, adventuring, or simply trying to survive in
the wilderness) ideally should consume a minimum
of 3,000 calories per day in warm weather, and 4,000
per day in cold weather (and more is better). The
accompanying Food Table lists the calories of some
common foods. If a person consumes less than this,
he gradually begins to feel the effects of starvation.
Compare the amount of calories he gets per day to the
desired maximum amount. Add them up day by day
until he accumulates “one day” worth of lost nutrition.
(If he gets more than the minimum amount one day,
subtract that from his “deficit”; if he overeats, he can
build up a “reserve” against lack of nutrition the next
day, but not any later days.)

Once he accumulates three days’ worth of
no nutrition, he suffers 1d6 Normal Damage (no
defense). He Recovers the lost STUN normally, and
heals the lost BODY normally as well (but he won’t
get his monthly BODY Recovery until the starva-
tion ends). He also loses STR, DEX, and CON at
the same rate as BODY (i.e., if you roll 1 BODY
damage, he also loses 1 STR, 1 DEX, and 1 CON),
which he Recovers just like lost BODY. Each addi-
tional day is another 1d6 Normal Damage (plus
loss of STR, DEX, and CON). Once a character
reaches 0 BODY from starvation, he loses an addi-
tional 1 BODY per Hour until he dies.

Example: Badlands Bob is a character in a
Low Post-Apocalyptic campaign, and he’s run-
ning low on food. On Day 1, he only eats 2,000
calories, two-thirds of the minimum require-
ment, so he accumulates 8 hours (a third of a
day) worth of starvation effect. The same thing
happens for eight more days, so at the end of
that time he’s accumulated a total of 72 hours
(3 days) of starvation and takes 1d6 Normal
Damage. The GM rolls a 4, so he loses 4 STUN
(which he Recovers normally), 1 BODY, 1 STR,
1 DEX, and 1 CON (all of which he Recovers as
he does BODY, on a REC/month basis).

79
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Bob is rapidly running out of food. The
fourth day he only eats 1,000 calories, so he
accumulates 16 hours of starvation effect.
But the next day he gets lucky and bags a
deer with his crossbow. He feasts on venison
that night, consuming 6,000 calories’ worth.
Since that’s two days’ worth of the minimum
requirement, he feeds himself in full that day,
wipes out the 16 hours of starvation effect,
and builds up 8 hours of “reserve” pending
lack of food the next day — he’ll only need
to consume 2,000 calories on the sixth day to
get a full day’s nutrition, but the “reserve” has
no effect on the seventh or succeeding days.

Characters who aren’t engaged in strenuous
activity can get by on much less food — 1,000
calories a day. Adjust the rules accordingly if
they begin to suffer from starvation.

WATER

Water is even more important than food — a
person can live days or weeks without enough food,
but dies of dehydration in about two to three days.
At a minimum an active individual needs 2 liters of
water per day, but that rises to as much as 3.5 liters
per hour in hot areas such as deserts and tropical
regions. The GM should set a daily water consump-
tion requirement figure for the PCs based on tem-
perature and activity level.

FOOD TABLE

Food Calories
Bacon (1 slice) 35-50
Beef (4 0z.) 200-365
Beer (12 0z.) 72-190
Candy, candy bar (1) 240-280
Candy; hard (1 oz.) 20-120
Canned food, chili 380-700
Canned food, fruit 100-400
Canned food, soup 240-340
Canned food, vegetables 180-380
Clams (4-5) 88

Dog food (4 oz. dry) 375
Dog food (4 oz. can) 125-150
Duck (4 oz.) 230
Egg, chicken 75-100
Egg, duck 177
Fish, freshwater (3-4 oz.) 100-200
Fish, saltwater (3-4 oz.) 200-250
Fruit (1) 60-110
Fruit juice (6 oz.) 70-100
Ham (4 0z.) 210-310
Insects (4 0z.) 120-613
Liquor (1-2.5 0z.) 80-170
Mutton or lamb (4 oz.) 220-400
Opossum (4 oz.) 245
Pork (4 0z.) 140-200
Rabbit (4 oz.) 124
Ration pack* 1,200
Sausage (4 oz.) 320-480
Soft drink/soda (12 oz.) 155
Tuna (1 can) 150
Vegetable (1) 70-120
Venison (4 0z.) 128

*: A US Army MRE (Meal Ready to Eat) or similar
pre-packaged, preserved meal.
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The same rules apply for dehydration as for
starvation (using the different figures for water
consumption, of course), with some important
exceptions. First, dehydration only does STUN
and BODY damage. Second, after a character has
had no water for one day (or has accumulated 24
hours’ worth of dehydration effect), you roll the
1d6 Normal Damage. Thereafter, unless he drinks
enough water to make up for the deficit, keep roll-
ing 1d6 damage ever 6 Hours, not every day.

SCAVENGING

[The candle’s] light shown ahead of him, down
into an almost untouched basement garagel.]
The place was a treasure trove. Plainly no one
had set foot here since the moment in which
the house had been destroyed, and nothing
had been looted from this part of the building’s
original contents. ... When he left the place, ...
he was rich. ... [H]e was wearing some other
man’s old but still solidly seamed leather jacket.
His belt was tight with screwdrivers, pruning
knives, and other simple hand tools.

Canned food from looted houses and small
game had fed Jeebee on his trip so far. ... [I]n
the cellar garage he had picked up a few canned
goods, some of which might still be edible.

—]Jeebee discovers some excellent salvage
in Gordon R. Dickson’s Wolf And Iron

One of the most intriguing aspects of Post-
Apocalyptic Hero play is exploring ruined areas
and similar locations for usable items — what’s
called scavenging. This is the Post-Apocalyptic
equivalent of the Fantasy treasure hunt; it offers
the promise of both wealth and power... with the
attendant threat of danger.

In many cases the best way to deal with scav-
enging in your game is to determine in advance
what the PCs can find in any given location, includ-
ing its condition and how to use it. But that can be
a lot of work, and gets tricky when a scenario goes
in an unexpected direction. To make things easy
on you, here are some rules that let you determine,
either randomly or by guided choice, what a group
of heroes on a salvage mission find.

To find out how successful characters are
likely to be at scavenging, you need to determine
four things: whether the heroes find something;
if so, what they find; the condition of scavenged
items; and whether the PCs can figure out how to
use an item.

FINDING SALVAGE

The first issue to deal with is whether the
heroes find anything at all. Many ruins will have
nothing of value left intact, or will already have
been picked over by other scavengers.

To determine if a character finds salvage, he
must make a Scavenging (Concealment) roll (or, at
the GM’s option, an INT Roll at -3). The accompa-
nying Finding Salvage table lists appropriate modi-
fiers. If the roll succeeds, the character finds one
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mobile. But if you prefer
to roll randomly, use the
Found Salvage table.

If a character’s Scav-
enging roll succeeded
exactly, he finds one
item of salvage. (In some
cases, “one item” may
be a container holding
multiple objects of some
sort; that’s up to you.)
For every 2 full points
by which the Scavenging
roll succeeds, the char-
acter finds another item
(either multiples of the
first thing he found, or a
different item).

CONDITION OF THE
SALVAGE

Just because the
characters find some sal-
vage doesn’t mean it will
be in good condition. A
successful Scavenging
roll means they’ve found
something usable, but
that doesn’t mean it’s
easily used, safe to use,
or is in perfect working
condition. You can either
roll on the accompany-
ing Salvage Condition
table, or determine the
condition of the salvage
based on the dramatic
needs of the story. The
table lists five condition

or more usable items of salvage as discussed in the
next section (there might be plenty of junk in any
given ruin; these rules only care about whether the
character finds something of value). If the roll fails,
he’s found nothing of value.

If more than one character searches a ruin,
designate one character as the lead scavenger. All
the other characters’ rolls are Complementary to
his. Alternately, you can let each character roll sepa-
rately and make his own finds.

WHAT’S FOUND

The next thing to determine is what the heroes
found, and how much/many of it.

Usually the question of what the heroes find
is one you should decide based on the circum-
stances, the type of building their searching, the
dramatic needs of the story, game balance, and
other factors. For example, characters much more
likely to find weapons and ammo in a military
facility than a residence, and more likely to find
those things in a residence than an office build-
ing. If they search an abandoned gas station, the
odds are good if they find anything it’s going to
be fuel, tools, car parts, or perhaps an intact auto-

categories for salvage:
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FINDING SALVAGE

Circumstance Scavenging Roll Modifier

Condition of ruin

Pristine +3

Minor Damage +0

Major Damage -1to-2

Severe Damage -3to -4

Collapsed -5 to -8 (if scavenging is possible at all)

Previous scavenging

Never before scavenged +3

Rarely scavenged +1

Occasionally scavenged +0

Frequently scavenged -1to-3

Thoroughly picked over -4 or more
Type Of Building Modifier Examples

Very Likely to have useful salvage +2  Armory/military installation
Likely to have useful salvage +1 Factory/industrial facility, retail
store, warehouse
Average chance of useful salvage +0  Government facility, residence,
service business
Unlikely to have useful salvage -1 Office
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Roll*
1-1
1-2-3
1-4
1-5
1-6
2-1
2-2
2-3
2-4
2-5
2-6

FOUND SALVAGE

Found ltem(s)

Ammunition

Food (canned food, dried food...)

Fuel (gasoline, batteries, power cells...)

Household Goods (clothes, shoes, bedding, dishware, cooking gear...)
Liquor/Recreational Drugs

Luxury Items/Valuables (jewelry, gold bullion, silver...)

Medical Supplies (bandages, first aid kit, medicinal drugs...)
Outdoor Gear (tents, camping clothes, rope, survival supplies...)
Tool (hammer, pliers, hatchet...)

Vehicle/Vehicle Parts (car, motorcycle, prop plane...)

Weapon (knife, pistol, rifle...)

*: Roll two dice, counting one as 1 (1-3) or 2 (4-6), and the other as a 1-6 roll.

Excellent Condition: The salvage is virtually undam-
aged; it works like normal.

Good Condition: The salvage is hardly damaged at
all. If it’s an item, it may have an Activation Roll of
14-; if it’s a weapon, it may not have its usual OCV
or Range Modifier bonuses (but suffers no further
penalties); if it’s food, it may not taste good; if it’s
fuel, it may only operate vehicles/equipment at no
more than 90% effect.

Average Condition: The salvage is damaged, but not
terribly so. If it’s an item, it probably has an Activa-
tion Roll of 11-; if it’s a weapon, it has no OCV or
Range Modifier bonuses (and may suffer penalties
of -1 in addition); if it’s food, it may not provide the
full nutrition value it would when fresh; if it’s fuel,
it may only operate vehicles/equipment at no more
than three-quarters (75%) effect.

Poor Condition: The salvage is badly damaged. If it’s
an item, it probably has an Activation Roll of 8-;

if it’s a weapon, it has no OCV or Range Modifier
bonuses (and may suffer penalties of -2 in addi-
tion); if it’s food, eating it may make a character
sick; if it’s fuel, it may only operate vehicles/equip-
ment at no more than half (50%) effect.

Very Poor Condition: The salvage is virtually unus-
able. If it’s an item, it probably has an Activation
Roll of 6-; if it’s a weapon, it has no OCV or Range
Modifier bonuses (and may suffer penalties of -3 or
more in addition); if it’s food, eating it will almost
certainly make a character sick; if it’s fuel, it may
only operate vehicles/equipment at no more than
one-third (33%) effect.

USING THE SALVAGE

Just because characters find some salvage
doesn’t mean they know what it’s for or how to
use it — after generations or centuries, much
technical know-how may have been lost forever.
If appropriate, the GM may require characters to
make rolls to figure out what a device is intended
to do, how to turn it on, how to operate it, and
so forth. The Skill used for this is Inventor,
though the GM can also allow characters without
Inventor to make an INT Roll at -3. The roll is
modified by the complexity and condition of the
device, as detailed in the Analyzing Found Tech-
nology table.

Hero System 5™ Edition Revised

SALVAGE CONDITION

Roll (2d6)  Condition

2-3 Excellent
4-6 Good
7-8 Average
9-10 Poor
11-12 Very Poor
Modifier Circumstance
Passage of Time
Immediately after apocalypse -2
Years after apocalypse +0
Generations after apocalypse +1
Centuries after apocalypse +2
Condition of ruin found in (if any)
Pristine =
Minor Damage +0
Major Damage +1
Severe Damage +2
Collapsed +3

The base time required to make an Inventor
roll to figure out a device (and, if appropriate, get it
to work) depends on its complexity: for a Simple
device, 1 Turn; for an Average device, 1 or 5 Min-
utes; for a Complex device, 20 Minutes; for a Very
Complex device, 1 Hour; for a Devilishly Complex
device, 1 Day. If a character has a related Skill (like
Electronics when trying to figure out the workings
of an electrical device), he can make it as a Comple-
mentary Skill Roll to his Inventor.

If the Inventor roll succeeds, the character has
figured out how to operate the device, and under-
stands at least a little something about what it was
used for. If the roll fails, he can't start it and doesn’t
understand its purpose, though he can roll again.
If the roll fails badly (by 4 or more), the character
either (a) cannot understand or work it until he
permanently increases his Inventor roll by at least
1 (no rerolls are possible at this time); (b) damages
or destroys the device (but can reroll if desired);
and/or (c) somehow hurts or harms himself or a
companion (and can reroll if desired).

These rules typically apply to relatively com-
plex technological devices. Characters generally
don’t have to make any rolls to figure out what a
dish is for, how to use a simple hand tool (like a
hammer or file), and so on.

Repairing Technology

If a salvaged device isn't in excellent condi-
tion, characters may want to try to repair it. That
may not be possible; you may rule that they lack
the spare parts, tools, and/or technical know-how
to do the job. If it’s possible at all, a character needs
to have a relevant Skill (such as Electronics for an
electrical device, Mechanics for a car, or Weapon-
smith for a weapon). For each step up the “Item
Condition” list (Poor to Average, for example, or
Good to Excellent) requires one successful Skill
Roll. The base time for the Skill Roll depends on
the item’s complexity (as indicated above for Inven-
tor rolls to make an item work), and the “Ttem
Complexity” and “Miscellaneous Modifiers” from
the Analyzing Found Technology table also apply.
If the roll succeeds, the character repairs the item,
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making its condition one step up (better) on the
table. If the roll fails, he can’t repair it, though he
can roll again. If the roll fails badly (by 4 or more),
he either (a) cannot repair it until he permanently
increases the Skill’s roll by at least 1 (no rerolls are
possible at this time); (b) damages or destroys the
device (but can reroll if desired); and/or (c) some-
how hurts or harms himself or a companion (and
can reroll if desired).

Manufacturing Technology

Rather than spend time scavenging for sal-
vaged tech which they may not find, may not be
able to figure out, or may not be able to repair, some
characters decide to try to manufacture their own
devices. They buy the relevant Skills and then set
out to remake the world... or at least to arm them-
selves more heavily.

In general, you should restrict or forbid this
unless it’s part of your overall plan for develop-
ment of the story and the setting. Heroes in
Post-Apocalyptic stories don’t generally go into
business running their own machine shops or
factories (though some Low Post-Apocalyptic
stories are an exception to this rule). If they have
any technology at all, it’s something they scav-
enged (and perhaps repaired). To the extent actual
manufacturing or similar activities take place at
all, they’re background elements of society or the

ANALYZING FOUND TECHNOLOGY

Circumstance Modifier ~ Examples

Item’s Condition

Excellent +2

Good +1

Average +0

Poor -2

Very Poor -4

Item’s Complexity

Simple +1 Firearm, musical instrument

Average +0 Compass, simple home electronics
Complex -1 Most vehicles, complex home electronics
Very Complex -2 Computer, laser weapon

Devilishly Complex -4 Supercomputer, robot

Miscellaneous Modifiers

Character has experience with this type of tech +1 or more
Character’s never seen anything like this before -1 or more
Character has and can read labels/directions/manuals +1 or more

province of master villains who intend to use what
they make to conquer, enslave, and destroy. But

as long as you keep things under control and the
PCs don't get too ambitious with their building
projects, there’s no reason you can’t let the heroes
make a few things from whatever raw materials
they have lying around, or “upgrade” devices they

already possess.
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VILLAINS
AND NPCs

ne of the most important aspects of any

scenario is the villain(s) — the adversar-

ies and enemies the characters encounter

or pursue during the course of the game.
Closely related to the villain are the NPCs: other
characters the PCs encounter who may be helpful,
hostile, or annoying. A good villain or NPC can
make a lackluster scenario enjoyable, and a poor
one can diminish the impact of an otherwise won-
derful adventure.

VILLAINS

When you think of a Post-Apocalyptic story,
often you think of the villains as much as you do
the heroes — the vicious, almost inhuman mutants,
the equally vicious biker gangs, the petty men who
try to exploit the situation for their own gain. This
isn’t limited to Post-Apocalyptic Hero: Lucifer in
Milton’s Paradise Lost is by far the most striking
character in the whole epic poem.

In a Post-Apocalyptic Hero game, the PCs’
adversary often drives the plot, and consequently
should be more than just some game stats on a
sheet. What makes a good villain? What makes a
good Post-Apocalyptic Hero villain?

Villain Qualities

In Post-Apocalyptic Hero (and other genres,
for that matter), good villains have certain qualities
that set them apart.

COMPETENCE

The best villains in fiction are competent, often
extraordinary in their abilities. They’re powerful,
clever, and subtle; overcoming them is a worthwhile
challenge for the good guys. A villain who isn’t
competent or powerful isn't very interesting. But
of course, “power” doesn’t necessarily mean sheer
muscle or available firepower. A weak but clever
opponent who can maneuver the heroes into a situ-
ation where they can’t use their superior abilities
is just as powerful as one who can bat them aside
with casual ease.

Exactly how powerful the villain is depends
on the campaign’s scale and tone, the abilities of the
PCs, and the role you intend for the villain. Role is
perhaps most important. What part will the villain
play in the campaign? Is he the Big Bad Guy behind
all the heroes’ problems? In that case he must be
powerful indeed, with underlings and henchmen
who can each serve as the main villain of adven-
tures themselves. If he’s one of those henchmen,

then the villain should be only slightly more pow-
erful than the heroes. If he’s only a one-shot oppo-
nent in a casual encounter, he can be the same level
or even weaker than the PCs.

MENACE

Just being powerful doesn’t make a good vil-
lain. Blue whales are immensely powerful animals,
but nobody’s afraid of them because they’re shy
and don’t harm humans. A villain requires credible
menace: the heroes must believe he’s not only able,
but willing, to cause harm.

The best way to create this sense of menace
is to give the villain the chance to demonstrate his
power without directly harming the PCs. This may
involve nothing more than a visible demonstration
of the villain’s power — such as giving the charac-
ters a glimpse of his private army — or you could
have him take action against someone other than
the PCs. For example, he could harm a character’s
DNPC, kill a favorite NPC, or reveal information
to the characters that makes it plain he could attack
them at any time.

SYMPATHY

The best villains have a streak of humanity
— or at least some admirable traits. They may be
people the heroes might have been friends with in
other circumstances, or at least enemies they can
maintain a grudging respect for. Otherwise, they’re
just cardboard cutouts; it’s not hard to hate, or
oppose, someone who's unlikeable and villainous
in all aspects. For example, the Lord Humungus,
leader of the biker gang in Mad Max 2: The Road
Warrior, was thoroughly selfish and cruel, but the
viewer was also given glimpses of a man whod suf-
fered great losses and been badly affected by them.
He has a lot more depth than his henchman Wez,
who's basically just an amoral killing machine.

MOTIVATION

Hardly anyone gets up in the morning and
says “How can I be evil today?” Even the worst vil-
lains justify their own actions to themselves. The
motives of villains are the same as those of most
people: they want things (desire); they fear things
(fear); and they believe things (conviction).

Wanting something is easy to understand.
Everyone wants something. Villains may be moti-
vated by a desire for wealth, lust for the opposite
sex, a simple urge to survive, or even love for
another person or being. Sometimes a villain’s
desires aren’t quite normal — twisted sexual urges,
mad plans to conquer the world, or the obsessive
pursuit of some object. But other villains can have
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quite prosaic desires, such as revenge. In Post-
Apocalyptic Hero, the motivation may be as simple
as obtaining enough food, fuel, or ammunition to
survive in comfort while others starve and suffer.

Fear is another powerful motive. Most living
things fear death, most humans fear poverty
and hardship, a ruler might fear losing power, a
bigot fears and hates members of another race,
an official in a tyrannical regime might fear the
consequences of failure. Even the most powerful
villain can still have fears: the evil wizard living
in the ruins of Deecee fears the barbarian tribes
living nearby, who possess lore that contains the
secret of his one vulnerability. Often people (not
just villains) take great risks to avoid or over-
come the things they fear; as long as the conse-
quences are not as bad (in their opinion) as the
thing they fear, it’s a rational choice.

Finally, most humans have beliefs about
right and wrong. Even villains do, although their
beliefs may not match everyone else’s. People
often endure great danger and make tremendous
sacrifices in the name of what they believe in;
villains may do the same.

These three motives can feed on and
strengthen one another. A villain who's greedy
for wealth may also fear losing his property and
sources of income, and may believe he’s doing the
right thing by stimulating economic growth and
providing employment.

The motives for villains are not necessarily dif-
ferent from those of heroes. What separates heroes
from villains is how they try to achieve their goals.
Bringing unity and peace to the world is a noble
goal. Exterminating all other races is not a heroic
way to accomplish it.

In some campaigns, the distinction between
the heroes’ motives and those of the villains is all
but invisible. Post-Apocalyptic heroes may be so
focused on surviving that they’re little better than
marauders themselves.

Villain Archetypes

Here are a few more examples of archetypical
Post-Apocalyptic adversaries.

THE BIKER GANG AND ITS LEADER

“Greetings from the Humungus! The Lord
Humungus! The Warrior of the Wasteland! The
Ayatollah of Rock-and-Rollah!”

—Toady announces the arrival of Lord
Humungus and his gang to Pappagallo and
his people in Mad Max 2: The Road Warrior

Perhaps the most iconic Post-Apocalyptic
villain is the biker gang and its leader. Techni-
cally the term “biker gang” isn’t entirely accurate;
while some gangers do ride motorcycles, just as
many drive cars or trucks (often odd-looking
ones built from salvaged pieces and parts). The
defining feature here is not the vehicles driven,
but the fact that the gang is mobile and wants to
remain that way... which means it needs a con-
stant supply of fuel and other necessities.

The gang itself typically consists of tough,
hardbitten men with odd hairstyles (mohawks,
partly or fully bald, dyed hair...) and a “wastelands
chic” style of dress that emphasizes black leather
and a mix of scavenged clothing. Most of the
members are smart enough to operate and main-
tain their vehicles, but some are outright savages
who live only to kill and harm anyone not strong
enough to keep them in check. They’re armed with
whatever they can get their hands on — crossbows,
pistols, shotguns, knives, chains, you name it.

Most powerful, and often the strangest, of
all, is the Gang Leader. He tends to have a mix
of brawn and brains that sets him apart from
his followers, and may also possess mutations
or gear that somehow help him keep control of
them. While he may seem more self-controlled
or reasonable than his gangers, in the end he can
be every bit as depraved and cruel.

Serving the Gang Leader faithfully is the
Gang Lieutenant — a ganger who doesn’t have
what it takes to lead the gang, but is somehow
“better” (tougher, cleverer, stronger...) than the
other gangers and thus has a favored position
in the Gang Leader’s eyes. Often he supplies the
muscles and murderousness needed to spearhead
the Gang Leader’s plans.

Useful Features: In a Post-Apocalyptic world there
are always men desperate and hopeless enough

to become part of a biker gang. Even if the heroes
score a major victory against the Gang Leader, if
he (or some other sufficiently tough or charismatic
ganger) is still alive the gang will quickly resurrect
itself. And if the heroes destroy the gang com-
pletely, well, there’s always another gang just like it
waiting down the road....

Potential Problems: In a Road Wars campaign
in particular, the Biker Gang and Gang Leader
may become “old hat” because they’re so com-
monplace. No matter how odd or eccentric you
make them, after a while they’re going to seem
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like “just another gang.” Be sure to mix your
opponents up and give your road warrior PCs
something else to fight on occasion to keep the
Biker Gang “fresh.”

Variations: In a setting involving a flood apoca-
lypse, the Biker Gang might become a “Speedboat
Gang” or “Jetski Gang.” If the technology to make
ultralight planes and helicopters still exists (or can
be salvaged), a Biker Gang might take from the air
to firebomb its foes.

THE CULT LEADER

Post-Apocalyptic settings often feature weird
cults and similar organizations — something
about the apocalypse or the post-apocalypse world
inspires strange religious ideas and leaders. Often,
these cults are a haven for mutants or other societal
rejects as well. But at the head of the cult stands
the Cult Leader, a messianic or powerhungry figure
who'’s determined to control his “flock” and obey
the tenets of his faith... which usually isn’t kindly-
disposed toward Our Heroes.

Useful Features: The Cult Leader usually has
fanaticism on his side, both his own and that of
his followers. (Though a few might be charlatans
who'll bolt and run when the cozy situation they
set up gets disrupted by the PCs.) The cultists
will literally do anything, even put themselves

in deadly danger, if the Cult Leader tells them
to. Depending on the nature of the cult, the Cult
Leader may also have seemingly normal minions
hidden in local societies to spy for him, giving
him a leg up on the PCs (at least at first).

Potential Problems: One Cult Leader can seem
very much like the next, so use this archetype spar-
ingly and make an effort to differentiate the cults
and their commanders. A Cult Leader may also

be a little too personally fragile to oppose the PCs
directly, which makes him seem vulnerable.

Variations: Not all cults necessarily have to be vio-
lent or weird; some might be neutral toward the
PCs, or even helpful. They could serve as a source
of aid, hire the PCs to recover “sacred relics” from
the nearby ruins, or the like.

THE EVIL SORCERER

In Post-Apocalyptic settings that feature
magic, one of the main villains tends to be the evil
wizard who wants to use his power (often both
magical and technological) to take control of the
region the PCs live in (or are traveling through). In
most respects he’s no different from the evil wiz-
ards found in Fantasy fiction; he just has a different
“flavor” to him, and possibly access to pre-apoca-
lypse devices.

Useful Features: Between his magical powers and
the resources they bring him, the Evil Sorcerer can
be or do just about anything you need him to. Do
you want your PCs to fight an army of pre-apoca-
lypse soldier-bots? The Evil Sorcerer can bring
them back to “life” with arcane energy. Would you
rather they fight mutant alligator-men from the
nearby swamp? Well, it just so happens that the Evil
Sorcerer has recruited them as his followers (per-
haps he even made them).
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Potential Problems: The Evil Sorcerer may actu-
ally be too powerful for the PCs to tackle easily. If
necessary, give him an “Achilles’s heel” for the PCs
to hear rumors of, investigate, discover, and exploit.
Just learning about it may require a session or two’s
worth of adventure!

Variations: You can draw on Fantasy fiction for all
sorts of ideas for tailoring the Evil Sorcerer to suit
your needs. He might specialize in a particular type
of magic (which could limit his powers and thus
address the problem discussed above), or be a lich,
for example.

THE MAD SCIENTIST

In some Post-Apocalyptic settings, enclaves
linger on where pre-apocalypse tech is preserved
and continues to function. Usually these enclaves
are inhabited by scientists or other “elite” indi-
viduals chosen to live in them for various reasons
(genetic compatability, useful skills, important
knowledge, or maybe just being lucky enough to
be the person in charge of doing the choosing).
But eventually something goes wrong. Whether it’s
due to inbreeding, slowly-building claustrophobia,
bitterness at his imposed lifestyle, or some other
reason, one of the scientists snaps... and then he’s
a danger not only to the other members of the
enclave (if any are left alive) but to anyone nearby.

Useful Features: Sort of like the Evil Sorcerer, the
Mad Scientist can have just about anything you
need him to, since he’s still got access to pre-apoca-
lypse technology. It can really change the balance of
power in a region inhabited by people with mostly
medieval or nineteenth-century technology when
they all of a sudden have to confront an army of
cloned soldiers armed with modern assault rifles!

Potential Problems: If the PCs defeat the Mad
Scientist they could easily gain access to all of his
technology, derailing the campaign. To prevent this,
arrange things so the enclave and most of its tech
will be destroyed somehow (say, by a self-destruct
mechanism, or a nuclear reactor overload), so that
the PCs only walk away with a few items of “trea-
sure” that they personally obtain and carry.

Variations: Mad Scientists typically have robots and
similar high-tech weapons at their disposal, but you
could go a different route, such as biological. Or
maybe a Mad Scientist has access to (or can build)
a nuclear bomb and is prepared to create a new
apocalypse....

THE MAN WHO WOULD BE OVERLORD

“The man isn't interested in the due process of
a democratic political system. He doesn’t want
to run Arkansas — he wants to own it. ... Rock-
ford... wants to be a new-world Ghengis Khan,
and he wants to make Arkansas his own ver-
sion of Little Mongolia.”
—Judge Harcourt describes the threat of
an overlord in The New Madrid Run

In “Quest For Safety” Low Post-Apocalyptic
campaigns, the major villain for the latter half
or third of the story is the Man Who Would Be

Overlord — a survivor of the apocalypse who has
(or has found) stockpiles of military technology,
recruited an army, and set himself up as king. He
sees the PCs’ haven as a threat (or a source of slave
labor) and will conquer or destroy it if the heroes
don’t stop him.

Useful Features: The Man Who Would Be Over-
lord combines raw power (military rifles, tanks,
jetfighters, whatever you want him to have) with
the charisma to recruit and lead large groups

of men — a potent combination indeed. While
he may simply be powerhungry, he might also
genuinely believe that he’s the best one to lead
the region if it’s to be kept safe and civilization
rebuilt, thus confronting the characters with a
moral dilemma: what if he’s right?

Potential Problems: As with the Mad Scientict,

the Man Who Would Be Overlord has technology
you may not want to give the PCs access to. If you
arrange events properly, he should lose most of his
tech in the climactic battle with the heroes, leaving
them only a few scraps to salvage.

Variations: The Man Who Would Be Overlord
might actually be a woman, or his “female com-
panion” might be the real genius behind his
throne. Similarly, he might be a highly charis-
matic and recognizable figure who's being virtu-
ally held prisoner and used by military leaders
who lack his political appeal.

THE MUTANT LEADER

In most Post-Apocalyptic settings, the hostile
(and often cannibalistic) mutants who wander
the radioactive wastelands and nearby regions are
leaderless. They might band together in small packs
or tribes, but they don’t have any real “direction”
Sometimes that changes, and one mutant — stron-
ger, more powerful, or more clever than the rest
— rises up to unite his “brothers” into a mutant
army that can threaten entire “norm” communities.

Useful Features: The Mutant Leader is usually a
match for at least one hero, if not an entire group of
heroes, in personal combat; that’s one of the things
that makes him so scary. Even if he’s not physically
their equal, he might have mental powers or other
abilities with which to defeat them.

Potential Problems: None, really, aside from the
potential “repetitiveness” mentioned under Biker
Gangs, above. Who doesn’t love a good evil mutant?

Variations: The Mutant Leader doesn’t necessarily
have to be a human mutant. A mutated, sentient
animal or plant could become the ruler of a group
of similar mutants and lead them on a quest to
destroy humanity.
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NON-PLAYER CHARACTERS

The world isn’t divided evenly into heroes
and villains. Most people in a campaign setting are
simply non-player characters — NPCs.

In most cases what you need for a good, enjoy-
able NPC is a realistic, well-developed character.
But that isn’t always true. Realistic, well-developed
NPCs tend to take over the story, leaving the heroes
as spectators. It’s actually more effective to keep
many of your NPCs one-dimensional, but make
them into memorable one-dimensional charac-
ters. Give them a distinctive habit or a manner of
speaking for the heroes to remember. Players often
forget NPC names, but they recall “the guy with the
purple hair” or “the man with the bulging eyes”

Nonplayer characters have the same motiva-
tions as villains — desires, fears, and beliefs — and
these motives provide a good way to give them a
little personality. The PCs can bribe a greedy secu-
rity guard, but one who'’s scrupulously honest reacts
poorly (to say the least) to bribe offers. Obviously,
not every NPC needs to be this well-developed, but
it's worth coming up with one or two motivations
for any NPC the heroes directly interact with.

Important NPCs need as much care and feed-
ing as villains — a hero's DNPC, Rival, or Hunter
should have some independent goals and a rec-
ognizable identity. Dependent NPCs usually are
nice people (though one can have a good deal of
fun with a hero who feels protective of a cranky or
irritating NPC). Rivals should have a mix of good
and bad traits, and above all should be competent
enough for the Rivalry to mean something — if the
hero always wins, it’s scarcely a Rivalry.

If a hero is Hunted, you should give some
thought to the motives of the Hunter, even if it’s a
large organization. Why is the Cult of the Glowing
Lands watching the character? What does it want
to find out? Even when the Hunter is a group, it’s
useful to give that group a face in the form of a
“case officer” or some other member of the group
who is the one the heroes have the most dealings
with. For example, every time the Cult confronts
the heroes, its members are led by a weaselly, clever
mutant named Drigez who has implied that he has
mental powers. Other cultists may track the PCs,
ambush them, or attack them, but it's Drigez who
leads the attacks, who tries to capture the PCs and
interrogate them, and so on.
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NPC Archetypes

These are some standard character types who
turn up again and again in Post-Apocalyptic Hero sto-
ries. You can use them as-is, or play against the stereo-
type by creating NPCs very different from these.

THE HELPFUL FELLOW TRAVELER

Post-Apocalyptic heroes on long journeys have
a penchant for encountering someone who proves
helpful in some way and ends up traveling with
them, at least for a short while if not all the way
to their goal. The simplest Helper is just a guide,
someone who knows the local terrain and dangers
and is glad to show the heroes the safe way through.
Other Helpers might have important technical or
combat Skills they can use on the PCs’ behalf, know
secrets the PCs would also like to know, or just have
enough competence with gun or crossbow to lend a
hand when enemies rear their ugly mutant heads.

Variations: The Helpful Fellow Traveler doesn’t nec-
essarily have to be human (mutant or otherwise).

It could be an intelligent (or well-trained) animal,

as in the novels Hieros Journey and Wolf And Iron.
Sometimes a helper appears in the form of a victim
the heroes need to rescue, but turns out to have useful
skills or knowledge and contributes to the success of
their journey rather than just becoming a burden.

THE KID

During some Low Post-Apocalyptic stories that
take place shortly or generations after the apocalypse,
the hero encounters a kid — someone young enough
not to remember pre-apocalypse society at all,and
whoss often half-wild, unable to speak, or has been
raised by wolves. By rescuing the Kid or taking him
under his wing, the hero not only helps to educate and
“civilize” him (at least to some extent), but he himself
regains some of his humanity by looking beyond his
present state, to a future where the Kid will be an adult
and maybe, just maybe, things will be a little better
than they are now.

Variations: Rather than being a wild child, the Kid
might be a miniature version of someone he knows
and idolizes, such as an important adult within the
community. He soon shifts his adoration to the
hero, adopting his style of dress and mannerisms.

THE TINKERER

In Post-Apocalyptic stories where the hero lacks
any real technical skills himself, or at least the special-
ized skills needed for a particular adventure, he usu-
ally encounters and somehow befriends the Tinkerer.
The Tinkerer’s primary role in the story is to make up
for the skills the hero lacks, but as the story progresses
he becomes a friend and companion to the hero. The
Tinkerer’s own personal problems or difficulties may
become an element that pushes the story onward, as
the hero comes to like his new companion and wants
to help him rather than just exploit him.

Variations: Instead of having technological know-
how for the hero to draw upon, an NPC might have
just the right mutant abilities, mental powers, or
spells for the hero to accomplish his goals.
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| suddenly find myself needing to know
the plural of Apocalypse.

— Buffy The Vampire Slayer
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THE
POST-APOCALYPTIC
HERO SOURCEBOOK

This chapter provides

a wealth of resources

for the Post-Apocalyptic
Hero GM. First, there are
several “mini-settings”/
scenarios described in
enough detail to get a
campaign going, but
leaving plenty of room
for the GM to define
things as he likes and
make the setting his
own. Second, included
as part of the After The
Blast setting are example
mutations and mutant
creatures suitable for
any High Post-Apoca-
lyptic campaign. Third,
several of the campaigns
features one or more
locations written up in
greater detail for use

in an adventure or as
the starting-point for a
long-term campaign.

This chapter does not
have a GM’s Vault, so
GMs who don’t want
their players to know
everything written here
should forbid them to
read it. If you plan to
play in one of these
settings, don’t read this
chapter until you get
your GM’s permission.

undreds of years ago, a nuclear holocaust

triggered a chain of events that destroyed

human civilization. Now, a thousand years

later, humanity has rebuilt some of what it
lost. Tales of “the Ancients” and an occasional relic
from before the Collapse show that mankind was
once much more advanced and more powerful, but
few people know that, and even fewer care, since
the thought of progress inevitably brings fears of
another Collapse.

Amrica is a setting for Low Post-Apocalyptic
campaigns featuring characters typically built on
75 Base Points plus up to 75 Character Points from
Disadvantages. Normal Characteristic Maxima is
imposed as a campaign ground rule. Characters
may not buy mutations; aside from a few mutated
animals in wild places like the Great Swamp, radia-
tion doesn’t have that effect in this setting — it’s
a deadly danger all but the most foolhardy avoid.
Characters may start the game with pre-Apoca-
lypse equipment if they pay Character Points for it,
but this is discouraged; typically they should only
acquire special gear through game play.

HISTORY

This history of Amrica before the present day
is often shrouded in mystery, and pre-Collapse his-
tory is less well-known, even by scholars. What is
known, or guessed at, by learned men with access
to the few surviving records, is this:

In the early years of what men of that time
called the twenty-first century, two great empires,
Amrica and Chi'n, went to war. The causes of this
war are uncertain, but it quickly spread to other
kingdoms of the world, as they sided with one com-
batant or the other, or took advantage of the chaos
to settle old grudges, grab land, or steal riches. The
war dragged on and on until one side — no one
knows which one — fired its most terrible weapons,
the Great Nuclar Bombs, against the other. The
other side retaliated, and within hours the major
cities in both empires were radioactive wastelands.
Other kingdoms, sometimes mistaking the attacks
for weapons fired at them, launched their own
Great Nuclar Bombs against their own enemies; no
continent in the world was spared.
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Unfortunately these weapons were so power-
ful, and struck so quickly, that they sometimes
caused geological changes. Fragile places in the
earth were damaged, and the very mountains
shook. Coastlines were split, rivers widened, moun-
tains tumbled to the ground or grew in places
where they'd never existed before.

The war quickly ground to a halt; no one cared
about fighting anymore now that his homeland was
shattered. Unfortunately the attacks, calculated with
such precision, had eliminated most of humanity’s
leaders and many of its resources of knowledge.
Libraries and databases built up over centuries
vanished in an instant in a flash of Great Nuclar
fire, and most of the men who carried similar
knowledge within their minds died during the war.
Humanity’s most precious resource, its learning,
dwindled to almost nothing overnight.

Not that most people cared — their lives
were occupied by the struggle for survival in a
world with no more grocery stores or policemen.
For years radiation, thick clouds, and natural
disasters caused by a battered and angry cli-
mate ravaged the planet. In less than a quarter
of a century since the war, over ninety percent
of humanity was dead, and it seemed as if the
human race might be headed for extinction.

But mercifully, such was not to be. Though it
took centuries, humanity slowly but surely crawled
back from the abyss. With the technology of the
Ancients, and the knowledge and skills to re-create
it, destroyed or lost, men returned to their roots:
farming the land; hunting for game; simple barter
trading. Eventually towns and kingdoms arose, and
some of those kingdoms in turn became empires. A
few technologies, such as the longbow and the sail-
ing ship, were rediscovered, changing societies in
ways both subtle and gross.

Today Amrica is a land of many peoples and
kingdoms set amidst a backdrop of ruins-dotted
wilderness. Most people remain content to live
the sames lives as their fathers, close to the land
with hard labor the main source of income —
but a few, tantalized by the ruins and rumors of
the Ancients, seek a more exciting and unusual
life as adventurers.



91

Post-Apocalyptic Hero m Chapter Four

5221

@ EET] mwz.«..\u;\w/)

aaydeaSoyae jehoy You,g ysy Aq umeap sy

ABX3] JO
31D 2944~

UoPEIIPAUOD
uu:axO ] m_. 1S

Uuead2 dnjue]
_ UONEUIPISUOD
P90 ! U1
q40IN - .. S 21104] Fn
unpzog féan e aurele)y u,.w .2.»% ) oSerys

" ] — AP
] =y 5 (2

UUeqy %ﬁi»%ﬁ&. )
7 =
T ejuoa) 2
Ms,, K mu‘m?m!:w ( 5
\ PG 3 J0 spueT

e 4

epue) jo a.dwg




92 m After The Apocalypse: A Post-Apocalyptic Hero Sourcebook

GEOGRAPHY

Broadly speaking, Amrica consists of three
distinct regions: the East (lands east of the Trident
Sea); the West (lands to the west of the Sea, a much
larger region than the East); and the North, consist-
ing of the Empire of Kanda and the Kebek lands.
Offt the coast of the West are several large islands,
most particularly the strange land of Cali and the
southlands of Xico. And scattered throughout all
of them are “rad zones” (or as the common folk
sometimes call them, “deathglow lands”) where the
spirits of the Great Nuclar Bombs live and only
fools hungry for death dare to venture.

The East

The most heavily-populated, technologically-
advanced, and “civilized” part of Amrica is the East,
a land of lush forests and fields with small moun-
tain ranges and plentiful fresh water from lakes,
streams, and rivers. Unfortunately it also has more
rad zones than the other lands put together, leading
those who speculate about such things to think it
was a center of population for the Ancients as well.

Since the Collapse, many kingdoms have risen
and fallen here as men fought for power, prestige,
and riches. Currently two large kingdoms in the
northwest vie for supremacy while nearly a dozen
smaller realms fill the rest of the territory.

ALAGAINEE

A small kingdom between the Great North-
ern River and the Lantic Ocean, Alagainee is
both helped and hindered by the two enormous
rad zones that dominate its eastern side: Niork,
the greatest ruin in the world and site of the
fearsome Tilted Island of Man’hatta; and Delfya.
On the one hand, adventurers stream into the
kingdom to explore the ruins, and some even
make it out alive with strange relics of the
Ancients which they sell for good price. A visitor
to Albann, the seat of the kingdom, will see more
people there with artifacts from pre-Collapse
times than anywhere else in Amrica. But on the
other hand, so much of Alagainee’s coast is occu-
pied by rad zones that it has only one poor outlet
to the sea, just south of Delfya (and even that is
avoided by many superstitious folk as being too
close to the rad zone). Thus, most of Alagainee’s
trade is overland, with Wengla, Haiya, Jinya,
and the Lienai Confederation. More than one
Alagainee king has coveted Jinya’s fine coastline.

The current ruler of the land, Kestar III, is a
man of both learning and insight. While lacking the
military skills and ambitions of many of his forefa-
thers, his reign has seen an increase in cultural pur-
suits, with much public money going to patronize
sculptors, painters, bards, and most especially archi-
tects. He’s practically transformed the royal palace
from a staid yet serviceable defensework to a place
of beauty and comfort that’s the envy of every other
ruler in the land. But privately some of his dukes
worry that his lack of attention to the army has left
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the western and northern parts of the kingdom
vulnerable to Kebek raiders, who cross the River in
great longships to loot and pillage.

HAIYA

Alagainee’s neighbor to the west, Haiya, is
a land of farmers and herdsmen. “Fat as a Haiya
farmer” is one old saying, referring to the rich
crop yields and large herds they so often have;
but so is “dumb as a Haiya farmer,” since the
Haiyans often prefer to remain by themselves on
their farms, scorn book learning, and often care
little for the outside world.

Haiya does most of its trading with the Lienai
Confederation and Alagainee. In the past few
decades it has come under (often considerable)
pressure to join the Confederation (which would
in effect make it a province of the “Confederation’s”
ruler. Alagainee would rather not have the Lienai
as a neighbor, so it supports Haiya in various ways
(mostly covert) to maintain its independence. On
the other hand, some Haiyan nobles, particularly
ones with lands in the western part of the kingdom,
seem to favor the idea of merging with Lienai,
which they believe would bring them wealth and
power; there’s no telling how far some of them
might go in pursuit of that goal.

King Wenzels of Haiya is an old man of mod-
erate temper who’s ruled well for nearly half a cen-
tury, largely because no major crises have arisen to
tax his rather placid style of governance. His son,
also named Wenzels, is somewhat more energetic
than his father, given to precipitous action and
clearly anxious to take the throne. Ugly rumors
claim he’s secretly in league with the Lienai, but
there’s no proof of anything of the sort and the last
man who dared mention anything of the sort was
beheaded for treason.

JAXON

The hot and humid land of Jaxon occupies the
peninsula on the southeastern part of the continent
— or at least, those parts north of the monster-
infested Great Swamp and the deathglow lands of
Mamee. Much of the land is low-lying and swampy,
with plenty of streams and shallow lakes good for
fishing and forests rich with game. Here and there
large holes, mostly thought to be the work of pre-
Collapse weapons and now often filled with water
at the bottom, pockmark the land.

Rather than being a traditional kingdom,
Jaxon is the land of the Five Civilized Tribes,
natives who claim to have lived there as vassals of
a great kingdom in pre-Collapse times but who
survived the cataclysm to make their own way in
the world. The chieftains of the tribes say they have
precise oral records dating back to before the Col-
lapse and chronicling the tribes’ lives since then,
but northern scholars who've studied these records
scoff at this notion.

The Five Tribes are: the Jaxa of the northeast,
the largest tribe from whom the land as a whole
takes its name; the Talasee of the northwest, who
trade extensively with the Si’pi Confederation and
often try to persuade the other Jaxon tribes that
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they should all join with the Si’pi; the Mikmoze,
also known as the Lando, who live in central Jaxon
and worship as their god a strange-looking mouse
about whom they tell many stories of clever and
daring exploits; and the Eastern and Western Semi-
nole, who live on the fringes of (and sometimes
even within) the Great Swamp.

Based on where they live alone the Seminole
have a great reputation for bravery, since the Great
Swamp is one of the most dangerous places in all of
Amrica. It's inhabited by strange, even monstrous
wildlife of every variety: dozens of species of ven-
omous serpent; crokaters (giant lizards) with leath-
ery skin so tough it can bounce arrows; butterflies
with wings as big as one’s hand; swampcats with
a taste for human flesh; and things stranger and
deadlier still. The Seminole hunt there, using their
matchless skill with stealth, tracking, and the bow
to bring down monsters that gun-toting adventur-
ers fear to tangle with.

JINYA

Next to Alagainee, Jinya is the richest king-
dom on the eastern coast. Located in the middle
of the continent (and thus serving as a crossroads
for north-south trade) and blessed with a long
coastline containing many harbors, it also includes
the large ruins of Washtun. Its resources include
mining in the mountains to the west, fish and
shellfish taken from the ocean, and various crops
farmed on the lands in between.

Jinya has traditionally been a mostly peaceful
place, though not without its share of internal poli-
ticking and conflict (usually pitting coastal barons
and their interests against nobles of the interior
and west). But the current ruler, King Jammis, is
a touchy, prideful, stubborn man. He knows that
Alagainee, and perhaps even Haiya, casts covetous
eyes at his northern territories, and that angers
him deeply. Fearing war, and too stiff-necked to
try to defuse the situation with diplomacy or trade,
he’s begun preparing the Jinyan army for war,
increasing its size with the help of increased taxes
(upsetting nearly all of his nobles and subjects) and
drilling his soldiers constantly. (He fancies himself
a skilled warrior and often joins them for military
maneuvers; while he’s not nearly as good a fighting
man as he thinks, he’s not nearly as bad as many of
his generals and nobles mockingly claim behind his
back.) But he’s concerned that even that may not be
enough. He’s secretly begun sponsoring expeditions
into the deadly ruins of Washtun, hoping against
hope that the adventurers in his pay will find some
secret or technology that can tip the balance in his
favor should war break out.

KAIR’LINA

Just south of Jinya is Kair’lina, a peaceful king-
dom whose subjects mainly farm, raise pigs and
cattle, and hunt. Their chief crop is tabac, which the
eastern peoples use both for smoking and medici-
nal purposes. (Dark rumors that tabac is poisonous,
and that the kingdom has a secret corps of assas-
sins that use it to slay the king’s enemies, are scoffed
at by Kair’linians.)

Those aren’t the only rumors that swirl
around “the Blue Kingdom” (so called because of
its mostly dark blue coat of arms, which features
a grinning demon’s head much to the discomfi-
ture of the Church). For generations, if not cen-
turies, people have told stories about a “hidden
fortress” from pre-Collapse times somewhere in
the eastern part of the kingdom. According to
the stories, this fortress is the home of a coven of
sorcerers from before the Collapse who've used
their strange magics to extend their lives. Anyone
who finds the fortress gets to learn the strange
secrets of the sorcerers’ magic, a strange practice
knowns as Syense, and receives gifts of pre-Col-
lapse technology from them. More adventurers
than one can count have searched high and low
for the fortress... but so far none have found it.

KONSA

One of the largest and most powerful of the
eastern kingdoms, Konsa finds itself in an unenvi-
able position. Located in the north between the
Lienai lands, the Kandan wall and largely impass-
able terrain to the east of it, the Gralake Sea, and
the Tribal Lands, it has a growing population and
little room to expand. On several occasions Konsan
rulers have tried to conquer westward into the
Tribal Lands, but the tribes, most particularly the
fierce Sewa, have resisted Konsan efforts and driven
the kingdom’s armies back.

Two years ago the aged king Tonas died
in his sleep, and his son Pettar ascended to the
throne. King Pettar is clever, but inexperienced,
and since his older brother Tonas (who was to
have become king in time) was killed in a border
skirmish in the south, he’s had a deep and undy-
ing hatred of the Lienai. He has little interest
in conquest to the west or north; his goal is to
invade the Lienai Confederation and destroy it,
or at least take as much of its lands as he can.
Although his army is large and strong, many of
his nobles privately doubt that Konsa can tri-
umph in a war against the Lienai... though the
prospect of the glory and riches such a war could
bring them is enticing.
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THE LIENAI CONFEDERATION

Konsa’s only rival for the title of “most power-
ful kingdom in the East” is the Lienai Confedera-
tion — which isn’t really a confederation at all.
Centuries ago it began as one when several small
kingdoms in the region banded together in the
name of increased trade and prosperity. A group
of ambassadors, one from each kingdom, formed
a council to rule on matters of import. But in
time some of the members of the Confederation
became more and more powerful through politi-
cal maneuvering and advantageous trade, while
others weakened. Eventually one family, the Robson
lords of Terraut, became predominant... and since
then, that predominance has crystallized. While
nominally the Council of Kings still rules the
Lienai Confederation and each member kingdom
controls its own affairs, in truth the head of House
Robson — currently Stefos, known as “the Grey”
for his somber, disciplined manner — effectively
rules the Lienai Confederation as its king. Though
many of the other members dislike the current
state of affairs, the truth is that they lack the power
to oppose the Robsons, so whatever Stefos Robson
prefers is what the Council votes to do. Periodic
attempts to change things over the years have only
resulted in one noble or another being overthrown,
his castle reduced to rubble, and his lands become
direct fiefdoms of House Robson.

Hero System 5™ Edition Revised

Rumors have long claimed that one of the
secrets of House Robson’s power is that its leaders
and generals possess several powerful pre-Col-
lapse weapons looted from the dangerous ruins of
Shkago (and the only slightly safer ruins of Troite).
If so they have done a superb job of keeping them
secret, since no one’s ever seen them use a super-
weapon on the battlefield or display it in court.

The Lienai capital is Sainlu, a city on the shore
of the Trident Sea. Its one of the largest and most
cosmopolitan cities in Amrica, with many impressive
buildings... though here and there it still shows traces
of the ruins of the pre-Collapse city that preceded it.
Most prominent of these are two mighty columns,
both shattered near the top, that gently curve toward
one another though they never meet. Their purpose
or significance remain unknown, though they’ve
become a symbol of the Robson dynasty and even
appear on the House’s coat of arms.

OKONEE

South of Kair’lina and north of Jaxon, the
kingdom of Okonee is a sleepy backwater sort of
place despite its size. Blessed with warm winters but
cursed with swelteringly hot summers, it’s a land
of scrub and pine forests, marshy areas, and fewer
rivers and lakes than its people would like. Drought
is a frequent problem, particularly in the warmer
months, which often makes for small crop yields
despite the rich soil.

The current ruler, Queen Tacia, is a disturb-
ing and mysterious woman. Although clearly very
intelligent and insightful, she often does or says
things that seem strange, and many of her court-
iers and nobles privately wonder if she is mad.

In her youth she was an adventurer who often
explored the ruins of Lanna, and some people fear
the Nuclar spirits touched her mind. But they also
gave her power in the form of several pre-Col-
lapse artifacts which she found and still uses. One
is a large kill-stick that spews death with such
force and noise that it can kill several people at
once, and for which she seems to have an inex-
haustible supply of seeds. She also has a small
mechanical man which she sometimes makes
walk and talk for the amusement of her courtiers,
a wand that projects a beam of light bright enough
to temporarily blind someone, and a “dragon’s egg”
she claims has the power to destroy her entire
palace if broken open.

THE SI’PI CONFEDERATION

Occupying the southwestern territories
along the Trident Sea and the Southern Ocean,
the Si’pi Confederation is a true confederation.
It’s a strong alliance of several peoples who are
slightly more advanced than the Jaxons, but not
quite as much as the other eastern kingdoms.
Some kings have wondered if it might be worth
conquering for the trade opportunities its loca-
tion could offer, but it’s such a hot, humid place
that’s most consider it not worth the effort to
invade. Besides that, the Si’pi have a reputation as
skilled hunters and fierce fighters, so taking them
on in their own territory is probably a bad idea.
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Most of the Si’pi live in villages or towns of no
more than a few thousand inhabitants; they have no
cities to speak of. City-state-like regions of political
control exist around the larger towns, and it’s these
entities that form the Confederation.

WENGLA

The northernmost of the eastern kingdoms,
Wengla is a quiet land of farmers and fishermen. Its
staple food is the lobz, a large shellfish that lives in
abundance off the Wengla coast; elsewhere it’s con-
sidered a delicacy and imported at great price from
the Wenglans. Wengla is mostly rural, with little to
attract adventurers. But every year the king, cur-
rently Payatuk IV, sponsors a competition in which
the contestants must enter the ruins of Bozdun and
bring back an artifact. The most wondrous or help-
ful artifact wins a price... but all entries become the
property of the king.

THE EAST TRIDENT KINGDOMS

Occupying the eastern shore of the Trident Sea
are two kingdoms, Tenna and Kenta. Both are fairly
small and quiet, and similar to one another soci-
etally and culturally. Both rely on Trident trade as
the mainstay of their economies, though they grow
crops where they may in their hilly, sometimes
even mountainous, lands. They’re known primarily
for two things: moshin, a strong alcoholic bever-
age made from corn; and their distinctive style of
music, involving fast-paced playing on stringed
instruments by bards who have a reputation for
cleverness, telling witty stories, and tricking men
out of their hard-earned money.

The West

Compared to the East, the western half of
Amrica is much less populated. Its east and north
are dominated by plains and prairies; its south and
west mostly by deserts and mountainous territory.
Water is a constant concern in many parts; any
traveler there should be sure to keep a full water-
skin (if not several) with him at all times.

THE BROKEN LANDS

The southeastern corner of the West is
known as “the Broken Lands” This name comes
not from geography but politics — a look at a
detailed map of the area reveals literally dozens
of tiny kingdoms, some little bigger than east-
ern towns. Any man with enough gumption and
strength to carve out a kingdom (or, these days,
take someone else’s) can do it... though just call-
ing himself a king doesn’t mean he has any actual
power or subjects. The folk of the Broken Lands
tend to be fiercely independent and well-armed;
they keep to themselves as long as no one both-
ers them, but are quick to respond to any provo-
cation with anger and force.

The Free City of Texar, located on the coast,
is just as rambunctious and uncontrollable as
the people. No king or lord rules there, any-
thing goes, you can buy practically any item you
can think of, and a man has to protect himself

because there’s no City Guard to do it for him.
It’s the sort of place some people never, ever want
to go to — and others can’t imagine living any-
where else.

THE TRIBAL LANDS

The vast majority of the West is the Tribal
Lands — territory controlled by various tribes of
se