








RECOVERY TABLE
If a vehicles is damaged or a character is injured, then roll

once on the following table and apply the result to their

profile. Any changes are permanent, although they may be

mitigated or ignored if the correct abilities are applied.

DESTROYED

VEHICLE CHART

COVER BONUSES
COVER

Only 1 applies

Full cover +4

Partial cover +2

In capacity of a vehicle +4

On a vehicle, not in capacity +2

COVER BONUS 

These are mostly armour and all stack with cover

and each other. Each item only counts once. 

Handbrake Turn +2

Ballistic shield +2

Bullet proof armour +2

Active camouflage +2

Encumbered +2

Dip (must be in cover) +2
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650 STARTING GANG 15
A DAY AT THE RACES 97
ABILITIES 51
ADVANTAGEOUS MUTATION ABLATIVE TISSUE Avoids injury 15/10/5 46
ADVANTAGEOUS MUTATION BEAST MAN +3 Combat +1 Dodge. 15/10/5 46
ADVANTAGEOUS MUTATION BONELESS May attack Enclosed Crew 16/12/8 46
ADVANTAGEOUS MUTATION CHEMICAL VOMIT 10cm Flame Thrower 30/20/10 46
ADVANTAGEOUS MUTATION CHITINOUS EXOSKELETON +3 Dodge +2 Dodge Dice 12/10/8 46
ADVANTAGEOUS MUTATION DOUBLE MUSCLED +2 Combat Tin Opener -1 Dodge 10/8/5 46
ADVANTAGEOUS MUTATION GIANT CRAB CLAWS +5 Combat, cannot hold items 20/15/10 46
ADVANTAGEOUS MUTATION HYPER MOBILE +5cm Sprint +2 Dodge. 15/10/5 47
ADVANTAGEOUS MUTATION MIMIC 1 Action Point to reveal 40/35/30 47
ADVANTAGEOUS MUTATION OVERCHARGED METABOLISM +1 Action Point, no guns 15/10/5 47
ADVANTAGEOUS MUTATION SPINY PROTRUSIONS +4 Combat -1 Dodge. 10/8/5 47
ADVANTAGEOUS MUTATION TENTACLES +1 Combat, extra hand 10/5/3 47
ADVANTAGEOUS MUTATION THIRD LEG +10 Move, Charge and Sprint. 20/15/10 47
ADVANTAGEOUS MUTATION TWO HEADED +1 Combat +1 Ranged +1 Dodge 10/8/5 47
ADVANTAGEOUS MUTATION WERE FORM See entry for rules 10/8/5 47
ADVANTAGEOUS MUTATION WIERDING See entry for rules 48
ADVANTAGEOUS MUTATIONS 46
AMMUNITION TYPE ANTI-MATERIEL ROUNDS Tin Opener 10 80
AMMUNITION TYPE ARMOUR PIERCING AMMO +2 Ranged 15 80
AMMUNITION TYPE BUNKER BUSTER ROUND +1 Shot 10 80
AMMUNITION TYPE ENERGY WEAPON +D10 Ranged  20 80
AMMUNITION TYPE HELLA EXPLOSIVE ROUNDS Explosive, -3 Ranged 15 80
AMMUNITION TYPE HIGH VELOCITY ROUNDS +2 Ranged 10 80
AMMUNITION TYPE HOLLOW POINT AMMO  +2 Ranged vs Characters 10 80
AMMUNITION TYPE LESS LETHAL AMMO Full Shock not Injury 5 80
AMMUNITION TYPE NAPALM    B Negates Cover Bonus 20 80
AMMUNITION TYPE SAWN OFF SHOTGUN -10 Range, is Pistol 6 80
AMMUNITION TYPE SOLID SLUG +25 Range, +1 Shot 10 80
AMMUNITION TYPES 80
AND SOMETIMES 100
ANIMALS WITH ZERO APTITUDE 24
ARMOUR 73
ARMOUR ACTIVE CAMOUFLAGE  +2 Cover, +3 Sneaking 15 73
ARMOUR ARMOUR OF HEROES  Full Shock not Injury 30 73
ARMOUR BALLISTIC SHIELD      +2 Cover, +1 Combat 15 73
ARMOUR BULLET PROOF ARMOUR     +2 Cover No Sprint 10 73
ARMOUR CRASH HELMET +3 Dodge in crash 5 73
ARMOUR FLACK JACKET    +2 Dodge 7 73
ARMOUR FULL PLATE    +4 Combat +2 Dodge 20 73
ARMOUR FULLY ARMOURED  +4 Dodge -1Aptitude 6 73
ARMOUR LSU Smear of Juices = Injury 15 73
ARMOUR POWERED EXOSKELETON     +2 Com +5 Dodge +2 Dodge D  65 73
ARMOUR SKID SUIT +3 Dodge in crash 5 73
ARMOUR STAB VEST     +1 Combat 5 73
ATTACKING ARMOURED SUITS 10
ATTACKING VEHICLES AND CREW 10
BARD UPGRADE AWESOME RIFF    3 AP, difficulty 10 -D10 Shock 12/10/8 52
BARD UPGRADE BARD  2 AP, difficulty 9 -1 Shock 15/8/5 52
BARD UPGRADE IT GOES TO ELEVEN Bard Upgrades +10cm. 8/5/3 52
BARD UPGRADE ROCK STAR    +1 Aptitude -2 Shock 25/20/15 52
BARD UPGRADE SOLO +1 to Bard Test per AP spent 8/5/3 52
BARD UPGRADE SHAKESPEAREAN SOLILOQUY +1 to Bard Test 8/5/3 52
BARD UPGRADE TAUNT  2 AP, difficulty 9 +1 Shock 20/15/10 52
BARD UPGRADES 52
BARDS FUMBLE 10
BEAST PACK 19
BEAST PACKS 23
BEAST SPECIAL RULES 24
BEAST UPGRADES ARMOURED +4 Dodge +1 Dodge Dice. 14/12/10 25
BEAST UPGRADES ARMOUR  PIERCING  TUSKS Truck Stopper 15/10/x 25
BEAST UPGRADES BIRD Fly 60/40/10 25
BEAST UPGRADES CHIMERA 3 mutations 10/8/5 25
BEAST UPGRADES CUNNING +1 Aptitude 8/6/4 25
BEAST UPGRADES CYBER ENHANCED +1 Dodge 15/10/5 25
BEAST UPGRADES EXTRA RIDING SPACE +1 Rider 5 25
BEAST UPGRADES FIERCE +5 Combat +2 Strike Dice. 10/8/6 25
BEAST UPGRADES GIGANTIC +4 Combat +4 Dodge 25/25/x 25
BEAST UPGRADES HOWDAH  Trailer 10 25
BEAST UPGRADES INDEPENDENT Needs no Handler 12/8/5 25
BEAST UPGRADES KILLER INSTINCTS +1 Aptitude +3 combat 20/15/10 25
BEAST UPGRADES MONKEY WITH A GUN     Goon Gun X/X/10 25
BEAST UPGRADES MOUNT May be ridden by 1 charcter 10/5/x 25
BEAST UPGRADES NIMBLE +2 Dodge, +5 Move tests 14/12/8 25
BEAST UPGRADES OPPOSED THUMBS May take equipment X/X/5 25
BEAST UPGRADES RAZOR SHARP CLAWS +3 Combat and Tin Opener  15/10/5 25
BEAST UPGRADES SWIFT Move 20 Charge 30 sprint 35 20/15/10 25
BEAST UPGRADES SPRY +2 Dodge +1 Dodge Dice 10/8/6 25
BEAST UPGRADES WELL TRAINED  +1 Action Point 10/8/5 25
BEAST UPGRADES WORM Tunneling 20/15/X 25
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BEASTS, BARDS AND MEDICS 24
BIKE GANGS 19
BIKER GANGS 28
BIKERS 28
BIKES, BOARDS AND BORING  28
BONEYARD GANG 19
BONEYARD GANGS 21
BORING MACHINES 28
BUYING A NEW PROFILE 18
CAMPAIGN GAME SEQUENCE 6
CAMPAIGN POINTS 7
CAMPAIGN POINTS Win  3 7
CAMPAIGN POINTS Draw 2 7
CAMPAIGN POINTS Lose 1 7
CAMPAIGN POINTS Each 100 Gang Points 1 7
COMBAT ABILITIES 54
COMBAT ABILITY FEMME FATALE Aptitude vs Opposite Sex 15/12/10 54
COMBAT ABILITY FIGHTER  +2 Combat +1 Strike Dice 10/8/6 54
COMBAT ABILITY FLORENTINE  x2 Strike Dice 16/13/10 54
COMBAT ABILITY HOON GOON  2 AP to throw enemies 10/8/5 54
COMBAT ABILITY IJUTZU  May swap weapons for 0AP 3/2/1 54
COMBAT ABILITY KERB STOMP Full AP to remove casualties 25/20/15 54
COMBAT ABILITY KENJUTZU  Both  x2 combat score 20/12/8 54
COMBAT ABILITY LIGHTNING REFLEXES  +2 Combat 8/6/4 54
COMBAT ABILITY MACHINIST 2D10 Truck Stopper 20/15/10 54
COMBAT ABILITY MAINE GAUCHE  Highest + Lowest 15/12/10 55
COMBAT ABILITY MARTIAL ARTIST   +1 Combat +1 Strike Dice +1 Dodge10/9/8 55
COMBAT ABILITY SHIELD ADEPT  +3 Combat using Shield 10/8/5 55
COMBAT ABILITY SILVER  Roll less Strike Dice 15/10/5 55
COMBAT ABILITY UNPREDICTABLE  -1 Strike Dice = +1 Combat 15/10/5 55
COMBAT ABILITY WADE IN  Characters may not flee 3/2/1 55
COMBAT ABILITY ZWEIHANDER HALF-HAND’  +2 Combat for 2 handed weps 8/6/4 55
COMBAT AND UNITS 32
COMMANDER 33
CONTENTS 2
COVER BONUS 10
COVER BONUS CHART 107
DEATH VALLEY 98
DESTROYED VEHICLE CHART 107
DESTRUCTION DERBY 98
DISADVANTAGEOUS MUTATION ANIMALISTIC No Tech, Beast Upgrade 46
DISADVANTAGEOUS MUTATION ATROPHIED -1 Action Point 46
DISADVANTAGEOUS MUTATION BLIND No move or guns 46
DISADVANTAGEOUS MUTATION CRIPPLING DEFORMITY Move 5 Charge 10 Sprint 10 46
DISADVANTAGEOUS MUTATION DISTENDED SWELLING +1 Capacity 46
DISADVANTAGEOUS MUTATION ELEPHANTIASIS -2 Combat -2 Dodge 46
DISADVANTAGEOUS MUTATION EXTRANEOUS LIMB -3 Combat 46
DISADVANTAGEOUS MUTATION GIMMEROID Aptitude test at 7 to Activate 46
DISADVANTAGEOUS MUTATION HORRIFIC GOITERS -2 Dodge -1 Dodge Dice 46
DISADVANTAGEOUS MUTATION IRRADIATED 5cm rad range 46
DISADVANTAGEOUS MUTATION JITTERS -5 Ranged 46
DISADVANTAGEOUS MUTATION MINDLESS -1 Aptitude 46
DISADVANTAGEOUS MUTATION NO HEADED  +1 Shock Token 46
DISADVANTAGEOUS MUTATION ROTTING SKIN -3 to Aptitude tests 46
DISADVANTAGEOUS MUTATIONS 46
DRIVING SKILL CRUISER  +5 Cruise Speed 10/8/5 57
DRIVING SKILL DRIVER  May Drive with no modifier 7/6/5 57
DRIVING SKILL GETAWAY DRIVER 2AP to set Getaway 10/8/5 57
DRIVING SKILL HAND BRAKE TURN  Difficulty 6, +2 Cover  10/8/5 57
DRIVING SKILL POWER SLIDE  Reroll Destroyed Vehicle once 15/12/10 57
DRIVING SKILL RACER  +5 Top End 10/8/5 57
DRIVING SKILL RAMMER  +1 Ram Dice 15/10/8 57
DRIVING SKILL SLAM ON THE ANCHORS  Stop at Top End 10/8/5 57
DRIVING SKILL SPEED FREAK Difficulty 7, 2 AP to go Top End 15/12/10 57
DRIVING SKILL SWERVE  +1 Swerve Dice 15/10/6 57
DRIVING SKILL CAREER +2 Swerve 12/10/8 57
DRIVING SKILL YOU’RE ON Y’R OWN May escape destroyed vehicle 8/4/2 57
DRIVING SKILL TRICK BOARDER 1AP Difficulty 9 +1 reroll 8/7/6 57
DRIVING SKILLS 57
DUNGER HUNT 94
EQUIPMENT 75
EQUIPMENT ASSLESS CHAPS  Aptitude to charge 10 75
EQUIPMENT BAG OF ANGRY CRITTERS  D10 Shock  20 75
EQUIPMENT BULLHORN +10 range to audio skills 6 75
EQUIPMENT GRAPPLING RAPEL  for climbing 5 75
EQUIPMENT MANACLES  2 AP to capture 10 75
EQUIPMENT MAGNA-CLAMPS  +2 to hit vehicles 2 75
EQUIPMENT PIMPING THREADS  Reroll 10 75
EQUIPMENT REMOTE CONTROLLER  2 AP to fit 3 75
EQUIPMENT TIMED DETONATOR  See entry for rules 3 75
EQUIPMENT RANGE FINDER  Never test to measure 8 75
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EVERYTHING IS WORSEWITH BEARS 100
EXPLOSION MARKER SMALLER  10
FIGHTING UNITS 32
FIRING INTO COMBAT 32
FLYING 11
FOOD ITEMS 76
FOOD ITEMS ARTERY HARDENING PIE  +1 Aptitude for the turn 2 76
FOOD ITEMS BOOZAHOL -1 Aptitude, +2 Combat and Dodge 1 76
FOOD ITEMS DELICIOUS  MILKSHAKE Brings Characters back 5 76
FOOD ITEMS ENERGY DRINK Jump into Activation que 1 76
FOOD ITEMS FILTHY KEBAB  Remove D10-3 Shock 3 76
FOOD ITEMS GREAS PASTY  Reroll 5 76
FOOD ITEMS HEALTHY SALAD +10 to Recovery  2 76
FOOD ITEMS HEARTY BREAKFAST  +1 Dominance 5 76
GANG ROSTER FOR CHARACTERS 103
GANG ROSTER FOR MILITARY 104
GANG ROSTER FOR VEHICLES 105
GANG WAR 92
GANGS TYPES 19
GIT OOT ME YARD! 100
GOON GUN 11
HANDICAP ALCOHOLIC See entry for rules 3/2/1 59
HANDICAP CAN’T DRIVE +D10 Dodge vs Ram 10/8/5 59
HANDICAP CHEMICAL ABUSER  Difficulty 6 +3 Combat +3 Dodge  10/8/3 59
HANDICAP CRIPPLED LIMB  Walk 5 Charge 7 Sprint 10 25/20/15 59
HANDICAP ENCUMBERED  No Sprint, Charge 10, +2 Cover 10/8/5 59
HANDICAP INEPT  -1 Aptitude. Targeting rules. 20/15/10 59
HANDICAP IMBECILE  -1 Aptitude +4 Combat +4 Dodge 5/4/3 59
HANDICAP MORBIDLY OBESE  Walk5 Charg 7 Sprint10 +2Dodge 8/5/3 59
HANDICAP MYOPIC  -3 Ranged, +1 Shot 15/10/8 59
HANDICAP NARCOLEPTIC  Difficulty 8. Asleep cant be target. 3/2/1 59
HANDICAP OVER SPECIALISED +2/-1 Combat, Ranged or Dodge  6/5/4 59
HANDICAP TART  -1 strike dice opposite sex 3/2/1 59
HANDICAP TOURETTE’S SYND’ 9 or 10 = noise and Shock 6/5/4 59
HANDICAP INTEGRAL TO VEHICLE +1 to vehicle systems 20/15/10 59
HANDICAP TINY -2 Combat -1 Dodge, no capacity 4/3/2 59
HANDICAPS 59
HANDLERS 24
HIT TABLES 12
HOVER BOARD 29
HOVER BOARDERS 19
HOVER BOARDERS 29
INCOME 7
INCOME Win  8 x D10 7
INCOME Draw 7 x D10 7
INCOME Lose 6 x D10 7
INDEX 109
IT CAME FROM THE CHEMICAL SPILL 101
LEGGY O’GEE’S WATERING HOLE 96
LEVEL UP NON STANDARD 18
LEVELLING UP 18
LEVELLING UP 75 for a Goon 18
LEVELLING UP 100 for a Soldier 18
LIMITED STARTING PROFILES  15
LIMITED STARTING PROFILES  50 for a Goon 15
LIMITED STARTING PROFILES  75 for a Soldier 15
LIMITED STARTING PROFILES  100 for a Hero 15
LIMITED STARTING PROFILES  150 for a Vehicle 15
LOOT 7
LOOT TOKENS 7
MAKING A CAMPAIGN GANG 6
MAX 20 15
MILITARY FORCE 19
MILITARY FORCE SPECIALISATIONS 38
MILITARY FORCES 35
MODELLING MUTANTS 45
MONSTER MASH-UP 98
MOUNTS 24
MOVEMENT 24
MOVEMENT ABILITIES 61
MOVEMENT ABILITY ACROBAT  +1 Dodge Dice 10/8/6 61
MOVEMENT ABILITY CAT FALL  Difficulty 9, no falling  6/3/2 61
MOVEMENT ABILITY DIP  +2 Cover unless no cover 10/8/6 61
MOVEMENT ABILITY DIVE +D10 in Rams 6/4/2 61
MOVEMENT ABILITY DODGE +1 Dodge +1 Dodge Dice 12/10/8 61
MOVEMENT ABILITY DUCK  +1 Dodge 10/8/6 61
MOVEMENT ABILITY FASHIONABLY LATE Sets up second turn 10/8/6 61
MOVEMENT ABILITY LEAP ASIDE   Difficulty 8 to avoid Ram  20/18/15 61
MOVEMENT ABILITY RUNNER  Walk +5 10/8/5 61
MOVEMENT ABILITY SNEAKY  Opposed Aptitude to spot  25/20/15 61
MOVEMENT ABILITY SPIDERLIKE  No test for difficult terrain 15/10/6 61
MOVEMENT ABILITY SPRING HEELED  5 jumping 6/5/4 61
MOVEMENT ABILITY SPRINTER  +10 Sprint 10/8/5 61
MOVEMENT ABILITY SURPRISE SETUP  Setup 10cm from enemy 25/20/15 61



112

MURDERDOME EXTRAVAGANZA 99
MUTANT SPECIAL RULES 45
MUTANTIE MEN AND WOMEN 45
MUTATIONS 45
MUTIE MEN 19
NAB THE SWAG 92
NEW RULES AND ERRATA 10
OPTIONAL CAMPAIGN RULES 15
PHYSICAL TRAIT BIONIC LIMB +1 Combat, extra arm 9/6/3 62
PHYSICAL TRAIT CYBERED WEAPON +1 Combat or +1 Ranged 8/6/4 62
PHYSICAL TRAIT CYBER PROSTHESIS Removes Injury Modifier 20/15/10 62
PHYSICAL TRAIT EXTRA LIFE  Takes Full Shock  20/15/10 62
PHYSICAL TRAIT GINGER Becomes sexual conquistador 0/0/0 62
PHYSICAL TRAIT GO NUCLEAR Explodes at D10+D10 12/10/08 62
PHYSICAL TRAIT HARD TO KILL  +10 to recovery 08/06/04 62
PHYSICAL TRAIT HAWK EYED   +5 cm range of gun +2 Ranged 20/15/10 62
PHYSICAL TRAIT I’LL BE BACK... 9 or 10 heals injury 25/20/15 62
PHYSICAL TRAIT MIGHTY MUSCLES Carries weapons easily 15/12/10 62
PHYSICAL TRAIT MORE MACHINE  Use Vehicle Damage chart 20/15/10 63
PHYSICAL TRAIT STRONG   +1 Combat, +1 to Mechanic 6/5/4 63
PHYSICAL TRAIT TOWERING LEVIATHAN  Difficulty of 8 25/20/15 63
PHYSICAL TRAIT ZOMBIE HERO Becomes Meat Shield 10/8/6 63
PHYSICAL TRAITS 62
PLAYING CAMPAIGNS  6
POLE ARMS 32
PROFESSION BARD  2 AP, difficulty 9 -1 Shock 15/8/5 64
PROFESSION DISK WORM  May reroll profession rolls 20/15/10 64
PROFESSION HANDLER Beats = Aptitude 5/4/3 64
PROFESSION INFORMATION BROKER  Difficulty 8, bonus to Dominance 10/8/5 64
PROFESSION MECHANIC  3 AP, difficulty 10  15/8/5 64
PROFESSION MEDIC  3 AP, difficulty 10  15/8/5 64
PROFESSION PROPHET  Difficulty 8, bonus to Dominance 8/6/4 64
PROFESSION SCOUT  Difficulty 9, pick starting point 15/12/10 64
PROFESSION SPIV  Alters cost of buying 10/8/6 64
PROFESSION SURGEON  May reroll recovery for characters 16/15/14 64
PROFESSION TECHNOMANCER  May reroll recovery for vehicles 16/15/14 64
PROFESSIONS ANTIQUARIAN  2 Loot Tokens per D10 10/10/10 64
PSYCHOLOGICAL TRAIT BATTLE DOMINATION  Remove Shock on Dominance 9/7/5 66
PSYCHOLOGICAL TRAIT BATTLE VETERAN  2 dice for Aptitude tests 25/20/15 66
PSYCHOLOGICAL TRAIT BERSERKER  Never take Shock 20/15/10 66
PSYCHOLOGICAL TRAIT BRAVE OR CRAZY?  Difficulty 8 No Shock 25/23/20 66
PSYCHOLOGICAL TRAIT COWARD  Can run away from Charge 15/12/10 66
PSYCHOLOGICAL TRAIT COMMISSAR  Activates Soldiers and Goons in 10 10/8/6 66
PSYCHOLOGICAL TRAIT DEMAGOGUE  Activates Goons in 20 10/8/5 66
PSYCHOLOGICAL TRAIT DOMINATOR  +1 Dominance 15/13/10 66
PSYCHOLOGICAL TRAIT FIELD EXECUTION   Steal Dominance, remove Shock 20/18/15 66
PSYCHOLOGICAL TRAIT GRIZZLED VETERAN  Only ever take -1 Aptitude 12/10/8 66
PSYCHOLOGICAL TRAIT GYPSY CURSE  Force enemy to Reroll 20/15/10 66
PSYCHOLOGICAL TRAIT HOMOSEXUAL  Swaps sex effects 3/2/1 66
PSYCHOLOGICAL TRAIT IMPETUOUS    +1 Aptitude -2 Combat  -2 Ranged 12/10/8 67
PSYCHOLOGICAL TRAIT INFLUENCE  Spend to increase Dominance 2 67
PSYCHOLOGICAL TRAIT LEADER OF MEN Activates all characters in 10 20/15/10 67
PSYCHOLOGICAL TRAIT LUCKY  +1 Dodge Dice +1 Swerve Dice 20/15/10 67
PSYCHOLOGICAL TRAIT RABBLE ROUSER  Bonus to Dominance 12/10/8 67
PSYCHOLOGICAL TRAIT SKILLED  +1 Aptitude 20/15/10 67
PSYCHOLOGICAL TRAIT SUPER SKILLED  +1 Aptitude 20/15/10 67
PSYCHOLOGICAL TRAIT TANK KILLER  +4 to hit a tank roll 10/8/6 67
PSYCHOLOGICAL TRAIT UNDERDOG  Last in Dominance give reroll 10/8/6 67
PSYCHOLOGICAL TRAITS ACTION MAN  +1 Action Point 15/12/10 66
RACE WARS 98
RAM ONCE 10
RAMMING A UNIT 32
RANGED WEAPON ADD-ON AUTO LOADER +1 Shot 20 78
RANGED WEAPON ADD-ON CUSTOM MOD AMMO  +1 Shot 10 78
RANGED WEAPON ADD-ON EXPERT CALIBRATED  No Shock  for Failure 15 78
RANGED WEAPON ADD-ON FREE-FLOAT BARREL  +2 Ranged Bonus 15 78
RANGED WEAPON ADD-ON LASER SIGHT  +1 Ranged upto 50cm  12 78
RANGED WEAPON ADD-ON RED-DOT SIGHT  +1 Ranged upto 20cm  8 78
RANGED WEAPON ADD-ON SAWN OFF SHOTGUN -10 Range, is Pistol 6 78
RANGED WEAPON ADD-ON SILENCER  Difficulty 6 to use while sneaking 10 78
RANGED WEAPON ADD-ON TARGETING DEVICE  Vehicle Mounted +2 Ranged 15 78
RANGED WEAPON ADD-ON TELESCOPIC SIGHT  +1 Ranged over 50cm  10 78
RANGED WEAPON ADD-ON THERMAL IMAGER  Can see heat sources 15 78
RANGED WEAPON ADD-ON WELL ENGINEERED  +20cm Range 15 78
RANGED WEAPON ADD-ONS 78
RECOVERY TABLE 107
REPAIRING DAMAGED VEHICLES 10
REROLLS 7
RESCUE THE McGUFFIN 93
ROBOT DEATH SQUAD 101
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ROBOT UPGRADES CUTTING EDGE COMPUTER See entry for rules 25 89
ROBOT UPGRADES EXTRA RAM +1 Aptitude 15 89
ROBOT UPGRADES FASTER PROCESSOR +1 Action Point 15 89
ROBOT UPGRADES HIGH CAPACITY HARD DRIVE More Abilites 10 89
ROBOT UPGRADES SOFTWARE UPDATE Bonus to function 10 89
ROBOTS 88
RUNNING A CAMPAIGN 6
SCENARIOS 6
SCENARIOS 92
SHAMBLING HALF DEAD UPGRADE 40
SHOOTING AT UNITS 32
SHOOTING INTO COMBAT 11
SHOOTING OUT OF COMBAT 11
SHOOTING SKILL DESPERADO  Fire gun and Walk for 1AP 15/10/5 70
SHOOTING SKILL FANNING THE HAMMER  +1 Shot for Pistols 20/15/10 70
SHOOTING SKILL GUNNER  Negates Cover at Top End 8/6/5 70
SHOOTING SKILL GUN SLINGER  -2 Ranged May Duel Wield 15/10/5 70
SHOOTING SKILL MARKSMAN  +1 Ranged 6/4/2 70
SHOOTING SKILL QUICK DRAW  Swap guns for no AP 3/2/1 70
SHOOTING SKILL SADISTIC CALLED SHOT -3 To Hit, gives Shock 10/8/5 70
SHOOTING SKILL SNIPER  +1 Ranged, -1 Cover 12/10/8 70
SHOOTING SKILL STONE COLD PSYCHO  +4 Ranged up to 20 +2  up to 40  15/12/10 70
SHOOTING SKILLS 70
SHOOTING THROUGH COMBAT 11
SPLIT UNITS 33
STANDARD OPEN CAMPAIGNS 6
STARTING A CAMPAIGN 6
SUPER BIKES 28
TECHNO TRIDLINS 82
THAN VEHICLE 10
TIN OPENER 10
TO HIT TABLES 106
TREMORS 100
TRICK BOARDER TRICK BOARDER 1AP Difficulty 9 +1 reroll 8/7/6 29
UNARMED COMBAT SKILL BRAWLER  +2 Combat 8/6/4 71
UNARMED COMBAT SKILL BUDDHA FINGER     2 AP Opposed Aptitude to injure 30/25/20 71
UNARMED COMBAT SKILL GRAPPLING  Disarm Opponent 10/5/3 71
UNARMED COMBAT SKILL HUNDRED HAND SLAP   Spend AP for shock 15/10/8 71
UNARMED COMBAT SKILL IRON FIST   +3 Combat 8/6/4 71
UNARMED COMBAT SKILL OPEN HAND MASTER  Opposed Aptitude to steal weapon 10/8/6 71
UNARMED COMBAT SKILL SUPER MONKEY P’CH Spend AP for +2 Combat, -1 Strike 15/12/10 71
UNARMED COMBAT SKILLS 71
UNIT RULES RECAP 33
UNIT SPECIAL RULES 32
UNITS AND SHOCK TOKENS 32
UNITS MAKING APTITUDE TESTS 33
UNITS OF MIXED PROFILES 33
UNITS TAKING MIXED ACTIONS 32
UNITS TAKING SHOOTING CASUALTIES  32

“Finally, it comes to us all, stalking through the mists of maya. Wreathed in sorrow, tragedy is the outcome we all share. Our

being is ended, the precious last breath that we draw riven from our corpse like a dog fart. 

I one time met a guy who thought he would live forever. He had converted himself mainly to machine, and was working on

getting the last bits rendered as software. 

I met him as just a signal. I roam the wastes in search of wealth, you see, and often have my radio on me. I know signals

don’t reach far, but sometimes you find transmitters if you are close enough. Thats what I found, a transmitter. The guy was

buried in an automated vault, deep under the sand. He has a load of sophisticated repair robots all running off nuclear cells.

Had enough power for a long,long time. The transmitter on the surface was a relic from an older time. He was gibbering, a

mad old coot. Had no one to talk to for ages upon an age, until I came along. 

Anyway, all I had to do was follow the wires down to his tomb. Had loads of auto defence systems, but I took my time and

dismantled them one by one. His vault door was virtually impenetrable, but the hinges were just straight bolted onto the

rock walls. I cut around them and took the door off. Then I was inside. I was well impressed! Loads of rich technology, got a

a fair old price for it when I sold it. 

I don’t think I would have been quite so brutal if he weren’t mad, but he was too far gone. Not a spark of sanity left, just the

will to cheat death. Didn’t do him much good in the end. And thats whats in store for us all. Madness, sorrow and death.

Like it or lump it, all things come to a final end. Treat life like a game, have fun while you got the chance. Kill all your

enemies, rob everything you can. Your life and death are decided by fate’s dice, so why waste what you’ve got?”



114

VEHICLE UPGRADE AMPHIBIOUS Drive on water at Cruise Speed 10 84
VEHICLE UPGRADE ARMOURED CREW SPACE Enclosed 5 per seat 84
VEHICLE UPGRADE ARMOUR  VARIABLE PRICE 84
VEHICLE UPGRADE ARMOUR, REINFORCED +1 DR 10  84
VEHICLE UPGRADE ARMOUR, EXTRA +2 DR, +1 WC, -5 TE 30  84
VEHICLE UPGRADE ARMOUR,  HEAVY DUTY +4 DR, +2 WC, -5 CS, -10TE 50  84
VEHICLE UPGRADE AWESOME LIGHTING RIG  +2 cover on first hit 8 84
VEHICLE UPGRADE BALLAST +2 Weight Class 10 84
VEHICLE UPGRADE BLAST SHIELDING  +1 Swerve Dice +1 Weight Class. 15 84
VEHICLE UPGRADE BOAT  Move on water not on land 0 84
VEHICLE UPGRADE BOOBY-TRAP  D10+10 Explosive 10 84
VEHICLE UPGRADE BULLBARS  +2 Ram +1 Ram Dice 20 84
VEHICLE UPGRADE DOOR LOCKS Can be locked 5 84
VEHICLE UPGRADE EXTRA SEATS  +1 Capacity 5 per seat 84
VEHICLE UPGRADE FLIER Has the Fly rules 60 84
VEHICLE UPGRADE FRIDGE Keeps Food Items fresh 5 84
VEHICLE UPGRADE FUEL INJECTOR  +5 Top End 15 84
VEHICLE UPGRADE GAFFA TAPE  Attaches Trailers 10 84
VEHICLE UPGRADE HARDENED CHASSIS  Vehicle has 2 lives 40 84
VEHICLE UPGRADE HIGH RATIO GEARBOX +5 Cruise Speed -5 Top End 10 85
VEHICLE UPGRADE HYDROLIC PUMP  +5 Cruise Speed with legs 15 85
VEHICLE UPGRADE IMMOBILISER  Vehicle cannot be moved 10 85
VEHICLE UPGRADE LEGS  Ignores Terrain. Top End = 0 5 85
VEHICLE UPGRADE LIGHT WEIGHT BUILD  -2 Weight Class +10 Cruise Speed 20 85
VEHICLE UPGRADE LOW RATIO GEARBOX +5 Swerve at Top End 20 85
VEHICLE UPGRADE MODDED ENGINE  +5 Cruise Speed +5 Top End 25 85
VEHICLE UPGRADE MOUNTED WEAPON  Mount weapon on a swivel  5 per 90 degrees 85
VEHICLE UPGRADE NITRO  +D10 Top End per use 2 Each 85
VEHICLE UPGRADE PHAT SUB WOOFER  Shock in Ram 15 85
VEHICLE UPGRADE PLOUGH +1 Ram Dice 15 85
VEHICLE UPGRADE POWER STEERING +2 Swerve 10 85
VEHICLE UPGRADE PUMP FILTER  +5 Cruise Speed 15 85
VEHICLE UPGRADE RAM BARS  +5 Ram 15 85
VEHICLE UPGRADE RACE TUNED  +5 Top End 15 85
VEHICLE UPGRADE ROLL CAGE  Difficulty 8 for exiting crash 10 85
VEHICLE UPGRADE RUNNING BOARDS  No Falling off 10 86
VEHICLE UPGRADE SAFETY FEATURES  +5 Dodge in crash 10 86
VEHICLE UPGRADE SELF SEALING FUEL TANKS Reroll Destroyed Vehicle Chart 20 86
VEHICLE UPGRADE SOLID STATE TIRES  +1 Swerve Dice 10 86
VEHICLE UPGRADE SOUND SYSTEM  +10cm audio range 10  86
VEHICLE UPGRADE SUPER CHARGER  +10 Cruise Speed 25 86
VEHICLE UPGRADE SUPER MUDWHUMPERS  +1 Swerve Dice 10 86
VEHICLE UPGRADE TANK  Difficulty 9 to hit 20 86
VEHICLE UPGRADE TOWING CRANE  +1 WC, 2AP to grab, difficulty 8 25 86
VEHICLE UPGRADE TRACKS  Reroll Terrain tests -5 TE, +1 WC 5 86
VEHICLE UPGRADE TRAILER Separate vehicle 10 86
VEHICLE UPGRADE TRANSFORMER 2 AP to change locomotion type 10 86
VEHICLE UPGRADE TURBO  +5 Cruise Speed 15 87
VEHICLE UPGRADE TWIN TURBO +8 Cruise Speed 20 87
VEHICLE UPGRADE UPGRADED SUSPENSION +2D10 Jump distance 5 87
VEHICLE UPGRADE WHEELS No Effect 0 87
VEHICLE UPGRADES  84
WEAKLING BONUS 7
WEAPONS 13
WEAPONS TABLE 108
WIERDING TABLE 48
WIPEOUT BONUS 7
ZOMBIE GANGS 19
ZOMBIE HERO ZOMBIE HERO Becomes Meat Shield 10/8/6 40
ZOMBIES 40

We hope yo enjoy playing Nuclear Renaissance and using the Tome of Tridlins.

If you have any comments about this game please contact Ramshackle Games

through our web site:

WWW.RAMSHACKLEGAMES.CO.UK

We are always interested in seeing photos of games or battle reports.

We are on Facebook as well so please add us!




