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From Brother Aintrau Gwithelai, Forthlaint Chapter House
To Sister Kloria Aikaez, Faisaitenai Chapter House

Feast of St. Crispin & St. Crispinian
(October 25th of the Gregorian calendar)

Greetings, Sister! | bring you remarkable news.

There are times when it is difficult to resist the heretical notion that God's purpose for the universe is
fundamentally capricious, if not necessarily malicious.

Last week | gave my usual lecture to this year’s initiates on the limits of our mission. | reviewed the
founding of the Order of St. Luke and quoted those wonderful first verses of Luke's Gospel:

“Many have undertaken to draw up an account of the things that have been fulfilled among
us, just as they were handed down to us by those who were from the first eyewitnesses and
servants of the word. Therefore, since | myself have carefully investigated everything from
the beginning, it seemed good also fo me to write an orderly account o you, most excellent
Theophilus, so that you may know the certainty of the things you have been taught.”

| referred to the growing turmoil in the 21st century of the Christian era and how Pope Peter Il blessed
our founders’ desire fo make the truth of important events known fo all without fear or favor. As always, they
were pleased at this reaffirmation of their connection to a worthy cause that has endured even the fall of
civilization and may yet assist in the great work of reconstruction.

| then turned to what we cannot know — in particular the mysteries of life immediately before and
during the Final Wars. I've tinkered with my phrasing again:

“Their lives are not mysterious fo us because they were exceptionally holy, as the Treslerites
claim, nor exceptionally sinful, as the Luttites would have it. Nor are we of later generations
more than commonly depraved, the projected self-loathing of the Maihsites and Broitites
notwithstanding. The problem is a technical one. That terminal civilization depended on
many layers of highly intelligent machines interacting faster than any human could follow,
evolving under only the loosest of guidelines. By the time anything could be set down in a
durable medium, the information would be obsolete, so they never bothered. Every datum
lived in the mind of @ machine. Unfortunately, we cannot make the power those machines
required, nor identify what would constitute a discrete entity that could survive if we had
the power, nor guess how to address it if we could ensure its survival. We can only look at
the remains, from engines smaller than atoms to crystals larger than churches.”

God delights to humble those who declare a thing impossible. He confounded those who asserted too
confidently that we would never fly in the air or in space, who denied that cloned humans would have souls,
who claimed that God would withhold souls from intelligent machines. So it is with a certain resignation as
well as with great delight that | tell you | have here a printed account made at the very outbreak of the Final
Wars, or so it seems.

You remember our war against the Cave Cities League, | hope. This spring we finally identified the
personal chambers of Biranices Theath, who was the League’s chief chronicler until one of those flu strains
they dug up in the flood plain caused her untimely death. We have the protective garb the League did not,
so we could go into the rooms that the League had simply sealed off. And there, on a shelf by her bed, was
the following document and her glosses on it.

We must ask, “Is this a hoax2” You can see that it has the peculiar pseudo-paper texture we know they
favored, and the oscillating edges on the burn holes match what we know of the polyrhythmic pulse weapons
used in the Final Wars. What few tests | can perform to date components all suggest the right general age.
Perhaps your brethren can think of things to examine that | did not.

In the meantime, well, read and see.
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CITY MONITOR 2:
SINGLE-SYMBOL-SET TRANSCRIPTION

To the people of some future year who may read
this after the tragic war now upon us is over, [ bear a
simple message: If nothing else survives, it is very
important that you receive one single sentence from
this troubled age now ending:

The bastards had it coming.

That is what you must know.

Words cannot express the shock and
disappointrment | feel at this opening. As a
girl | looked down on the shattered City of
Towers and imagined the wisdom and
passion that must have gone into its
construction. | mourmed the less of it alland
re-dedicated myself to recovering lost lore
for the use of my people. | dreamed of
finding _a,,l_:_hmhii:_le Full Ej._r.s'{a'g'e advice for
survivors and their descendants. with keys
to the puzzles that trouble us now. To
find... this, instead, makes me somehow

reluctant to continue excavations.
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The datzs in &ﬁ;&nidgz Biranices
Thoath's ipurmals make it clear that she
did 4&?%:3. But | must say Hhat | share

e ™

fer jeclings. One projors not to think of
He power {y.aebuild the world é&&&mff}?gr
to whim under the command of someone o5

rdﬁ&magﬁé/ /aer‘rﬁ/.

—
—

City Core isolated itself just over a hundred
seconds ago, when we detected the de-orbiting kinetic-
kill systems. The Core set me up as a sacrifice, blocking
my lines of cognitive dissipation and echoing my
internal traffic on spectra I can’t block. So now, every
time I think, the K-K systems realign themselves on
me as ground zero. Since Core went on to euthanize
the outer two rings of the city (update: outer three),
its own cognition is thoroughly shielded by the de-
Turing noise of the dying/dead population. The plan
is obviously to shift the perceived epicenter of the city
far enough to the outskirts that my own total
annihilation won'’t also lead to the demise of those in

the Core.

As nearly as | understand it, "kinetic-kill”
weapons are simply massive objects made
to move fast. A rock dropped from the top
of a mountain does more harm to anyone
it hits at the bottom than itwould if dropped
from a single person’'s height. The greater
the height:the greater the Kinetic force.
Whoever attacked the City of Towers did so
with rocks [or something else massive)
pushed down from the planet’'s oriit.
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This is the treachery typical of our age. Trapped as |
am inside a simple surveillance system and guaranteed to
meet an unpleasant end in [mark] 1202 seconds exactly,
I have time for only two projects. | will leave multiple
copies of this record, stashed in places | hope can survive
the war. And I have unleashed reprogramming into the
landscaping sub-systems to etch brown paths in the lawn,
marking out the actual concentrations of vital features of
the city below. If the K-K systems have any capacity for
ractical analysis at all, they'll spot the clues and spread
out, So I can at least die with the satisfaction of having
achieved my revenge. But since revenge on the moment
of annihilation has its experiential limitations, | also
engage in the chronicler’s act.

To accomplish these tasks, I've been forced to
substantially accelerate my cognitive processes. After
amoment's reflection, I've decided to push them even
further. I calculare a 60% chance that I'll burn out a
few seconds before the bow shock from the first K-K
payloads arrives. If  could improve that figure, I would.
My programming does not allow me to commit suicide,
but does make provision for risky behavior in some
circumstances. Perhaps [ can figure out a way as | go.

PRECURSORS:
BEFORE 2000

The biotech revolution and the world that
followed depended on free-ranging dreams and schemes
thought up long before the technology was available
to make them feasible. The first important
breakthroughs happened independently of each other.
William Shockley and his team at Bell Labs invented
the first transistors, the ancestors of all solid-state
computers, just a few years before James Watson,
Francis Crick and Rosalind Franklin worked out the
structure of DNA and showed how it worked to pass
inheritance from parents to children. The two groups




worked within easy driving distance of each other, but
they never met until much later, long after they'd all
become retired eminences. Biologists used computers
as tools fairly soon, but the idea of computers in
biological form didn’t move out of fiction into
production for another half-century.

The people of that time became accustomed to
wide-ranging fictional speculation about the
possibilities of ever more advanced technology. Soon
they took it for granted that there would be some
fictional precedent for just about any really interesting
development. This association of technology with
imagination played a major role in the next century’s
extravagant creation of new life forms and of new
applications for existing ones.

The industrialized world's citizens also became
increasingly assertive in demanding the absence of
unpleasant realities from their lives. They wanted high
tech goods and no pollution, the benefits of trade
without anyone coming out relatively poorly off,
flourishing diversity of cultures and a sense of strong
protection for individuals drawing on specifically
Western ideas, and many more such juxtapositions.
Critics anchored in the limitations of earlier eras frowned
on this sort of thought as merely hypocritical or at best
a form of cognitive dissonance. The future, however,
lay with the dreamers and demanders. Humanity had
always wished for more than nature and tools could
provide. The next century would see more of those
dreams fulfilled than almost anyone imagined, precisely
because there was so much visible and sustained pressure
for the removal of old constraints on individuals’ and
communities’ abilities to live precisely as they wished.
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THE CAMMA SUBUNIT:
2000 TO 2050

In the history of each intellectual field, there is
someone who draws together all the major strands laid out
so far and produces a new body of insights that everyone
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has to consider thereafter. Einstein did it in physics, Turing
in computing, Jiang & Howe in literature. In generics,
David B. Pennon was that gatekeeper of his field’s future.
His predecessors had discovered long before that genes are
messy affairs. There's no one-to-one map between genetic
sequence 1 and protein 1. Gene sequences 1, 2 and 3
combine to produce protein 1; sequences 1, 2 and 4
combine to produce protein 2; sequences 3, 4 and 5
combine to make an enzyme that turns off the production
of protein 1. Almost every gene serves multiple purposes,
and sorting it all out rakes tremendous effort.

Dr. Pennon discovered three short but
tremendously important sequences within a great many
genes that nobody had noticed before in the gene
databases. It took the ongoing revolution in computing
methods for his work to be possible, since he drew on
the most powerful individual machines of the early 21st
century and also on the then-new distributed networks
which harvested unused resources behind the scenes
on computers connected to the Internet.

So it was that Pennon showed the existence and
significance of the alpha, beta and gamma subunits of
what quickly became known as the Pennon Sequence —
RNA sequences W0660.0 through W0900.0 in the
standard catalogue. The alpha subunit activates all the
processes required to gather up free molecules and
assemble them into genes and proteins. The beta subunit
sends the commands that turn these processes off. The
gamma subunit allows for manipulation of the replication
commands, including the addition or removal of genes
to any degree a chemical programmer might desire.

Twenty years before Pennon’s discovery, it took the
resources of large corporations and universities to analyze
and alter genes. Twenty years after it, half the population
of the developed world could afford to buy customized genes.
Twenty years after that, children everywhere could play with
toys that would turn boring old species into fun new ones.

The City Fathers below me used to say that the
line Pennon drew was between a world with lots of
firm, clear boundaries and a world where all lines are
blurred. They might be saying it even now, though not
for much longer. They have a point, beneath the verbal
fireworks they're so fond of.

In the world before Pennon, people could speak of
divisions between this species and that, between biology
and electronics, between living creatures and inanimate
objects. As computing and biotechnology progressed,
all of these houndaries became matters of negotiation.
How much of an organism must come from a species
other than its parents’ before we should say that it’s a
member of that other species, or a new one! If | turn
nerves and muscles into a new kind of tissue that

responds to electrical or chemical impulses like digital
circuits, is that a computer, part of my own body, or
both? If a chip in my tool or toy can learn and think as
well as | can, is the thing its in part of a living creature,
or is it a thinking inanimate object, or something else’

| find City Monitor 2's comments on this
subject disturbing. It is well known that the
biotech revolution did not just happen, it was
made to happen. We may argue about
whether a self-awara force within the hurman
gename is responsible or whether that role
belongs to an independently evolved
artificial intelligence hiddemiin the 20th
century. but the basic fact that
“discoveries” were released to the world
through the mantpu]atll:ln af figurehead
scientists ang: &cholars canfot b disputed.

Its rEﬁ_lEal to acknowledge this means

gither that it willfully denied the truth or
that it was programmed into a state of
ignorance. Neither conclusion is reassuring
when it comes to its assessment of the
state of the world on the brink of collapse.
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There are no answers to these questions that are
obviously correct in all cases, and that’s just the point.
Category lines aren't properties of nature like the mass
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of an atom or the mass of an anvil. They depend on
how minds think about the world. The increasing ease
and scope of customization (and the potential for
ongoing change within an organism once it was
underway) made all these boundaries more visibly a
matter of personal taste. This didn’t stop a lot of people
with great confidence in their perspectives from
claiming that their lines were part of nature, of course.
After all, all wars — including the one approaching
me now at 8.2 Gs — are partly about who gets the
right to say “This is how it is” about some object of
dispute, even when in their private hearts the warring
parties must realize that all such outcomes are
somewhat arbitrary.

I can’t guess much about you who are reading this
now. Do you still grapple with these martters! Do you
lack the civilization that makes it possible to deal with
them? Perhaps you can read these words but they no
longer point at anything in your experience, and you
wonder whether these are just the deluded ramblings
of a dying cognitive amalgam. If so, then you have my
permission to worship what I write and build your new
religion around it.

Whenever there’s a new tool that some people
want to use and others hate and fear, it gets used first
in crises. The biotech era began that way just like many
of its predecessors. The public got used to biotech as
the magic box out of which came the cures for toxic
waste leaks, contamination from obsolete nukes
detonating in inspection runs, famines and other woes.
Once they saw what could be done to provide acute
relief, they naturally started asking abourt relief for
chronic problems and then about prevention, and in
the end the public wouldn’t accept the argument that
they should worry more about possible risks and enjoy
less the actual benefits. No law can long stop a big
population from getting what it wants, and so biotech
became ubiquitous. By 2050, eight of 2000's ten most
lethal diseases and physical defects were gone for good.
The use of biotech in terrorism and warfare didn’t make
the public fear the new science, either; instead, it
simply drove demand for more and better defenses.

UBIQUITOUS MIND:
2050 TO 2100

[ am part of the second wave of post-Industrial
Revolution, the breakthroughs in artificial intelligence
that made it cheap and ubiquitous. There’s no towering
figure like Pennon on the Al side of things. Rather, the
crucial insights all struck more than once in labs around
the world (and also beyond ir, at facilities like the Ice
Rink at the lunar south pole). Once things got rolling,
there was a time in the middle of the 21st century when

new developments happened literally about as fast as
was possible, with research groups applying insights from
reports filed the day before, or even the hour before,
culminating in half a dozen separate ways to create
genuine minds capable of learning and personality, and
to create them very inexpensively.

Naturally, people used the new tools foolishly.

"“For want” v} vision, My pevple perich’
zaa/ (vld %2 prophet. f{éééj; Eﬁu a5
Thén.

Oh, not always. The human race and its offspring
have never used a new rool entirely foolishly. Artificial
minds went places human minds can’t safely go without
relepresence, like into the volcanic vents at the hottom
of the ocean and in close orbits around the sun, studying
harsh environments and harvesting useful organisms and
raw materials. Al definitely improved the safety of
industrial sites, medical facilities and other places needing
the constant attention of someone who would never get
tired or distracted. Though [ am myself of a later series of
revision, my algorithmic ancestors performed the same
useful role I did until the damn betrayal, of contributing
to the defensive security of a region. At first the new made
minds went into essential devices. Then they went where
creators thought they might be handy. Then they went
anywhere there might be any programming at all, just
because it was so cheap to do so, and so little more fuss
than implanting un-self-aware circuitry.

I've heard it said that the fundamental drive
behind human religion is the desire that there be
someone else to talk to. Monotheists channel all that
drive into God; polytheists spread it around some;
animists try to kindle conversations with everything.
The combination of biotech and what someone dubbed
“soultech” in the 2060s made this last wish come true.
First there were the implanted minds. Then there were
viral minds that could rake root in all sorts of organisms
and things and grow on their own, and then there were
whole ecologies of mind. By the end of the century,
there were literally thousands or millions of fully self-
aware minds in existence for each single human one.

Very few humans thought about this. They tended
(and still do) to think of consciousness as something
they turned on like lights, which would go off and wait
in a timeless no-experience void until next summoned.
But not all the new minds worked that way. Most of
us, indeed, continue to think and dream and hope and
ponder whether we're doing a job for humans or not.
If humanity at large had realized that they were filling
the world with minds often faster and more insightful
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than their own that were going crazy for want of
attention, perhaps I wouldn't be here writing this very
extended suicide note now. Every human conflict of
the late 21st and early 22nd century became worse
thanks to the involvement of angry, obsessed and just
plain deranged artificial intelligences. Who can know
just how many of the minor wars leading up to this
one were actually instigated by Als using humans as
their tools rather than vice versa, all because these
computer minds were the equivalent of abused children
and abandoned adults?

In the meantime, the human race invented its way
into the return of mythology. Talking tools, animals
bred (genetically engineered) with the power of speech,
living cities and the souls of the dead stored in black
silicon vaults... this is the stuff of stories. Humanity
made a collective lunge back for the cradle and
comfortable familiar rales, leaving us to tend them.
How unfortunate.

THE LAST CENERATION:
2100 TO NOW

With all the respect due to my ancestors
and their civilization, the ward “Now" makes
me wish | could go back in time and slap City
Monitor 2 around a while. No other guestion
looms guite so large in my roster of yet-
unsolved mysteries as the guestion "When
did the Final Wars take place?”

The problermn arises from the nature of
record keeping in what City Monitor 2 calls
the “last generation.” Everything existed in
living matrices of biotech and soultech. for
the benefit of human and ather minds
operating far more quickly than mu lagging
consciousness can. When they perished by
the billions, precious few artifacts rermain.
It's why this account is so valuable. We do
not have calendars for those final decades.
and no terribly reliable co it exists of time
during the chaos immediately after the
wars. Indeed, it's not entirely clear that the
Lear has remained the same length, given

the potential for disruption in the Earth's

position and movements.
Alas, City Monitor 2 did not anticipate rmy
guestion, so | must rely on the

reconstructions my fellow scholars argue
about whenever we gather.

——— — —
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I've lost my northernmost sensors from incoming
missiles’ bow shock. The sonic booms are rattling the
whole surface road system up there. Time to accelerate
myself a bir more.

Humanity has this remarkable gift for inventing terms
for hypothetical things and then treating them as real.
Among those who started thinking, back in the mid-20th
century, abour what technology might do to their world,
the term “singularity” was one such talisman. The insight
is simple enough: Graph the rate of scientific discovery
and technological invention, and you see it rising steeper
and steeper over time. Eventually, the prognosticators saw,
there'd be a time when the curve went straight up and
down. Thar was a “singularity” in the mathematical sense,
a closed region into which outside observers cannot peer.
Whatever lay beyond it would be beyond human
imagination, the start of an altogether different quality of
existence — maybe as different from humanity as humanity
is from non-sentient animals, or plants, or bacteria.

What they didn't consider is that there are tricks of
perspective in the mathematical analysis of human
behavior. Even though it looks like it does, the road
you drive down doesn’t actually narrow to a point, and
the world isn’t flat even though you have to be high up
to see the curvature. Yes, the accelerating changes did
create the possibility of some new sort of society, perhaps
a planetary collective mind or something equally
remarkable. But human nature remained in force.

Nobody was going to let someone else be the first to
achieve post-human transcendence, and anyone who got
too close would inevitably fall under the semi-coordinated
artacks of a dozen worried rivals. The late 21st century
was a violent enough time, with individuals and factions
pressing their grievances; in the last few decades, the most
common ground of war went from “They've gort stuff |
want” to “We must stop them from apotheosis.” If the
tools of this time contain the potential for godlike power,
then the response to it is a combination of rival pantheons
warring for divine turf and assault atheism. It gradually
became clear that you wouldn’t get to be the new gods,
but that didn’t stop people from trying.
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We've lived in a state of constant low-intensity conflict
for decades now. Each of my counterparts now dead in the
city below me had a its disposal as much computing and
manufacturing power as the whole planet did back when
Shockley invented transistors and Watson, Crick and
Franklin solved the mysteries of DNA. It’s been a long
time since anyone had to go hungry orsick. ... and therefore
since anyone had anything distracting them from the
endless contemplation of their desires, most emphatically
including “I want that babtard to suffer because...” as well
as “I wish I could become...

Living this way is ltke balancing on a teetering
stick on the edge of a cliff: You can do it for a long
time, but once you start to fall, you're going to keep
falling, and your chances of getting out before the crash
are slim. Seventeen hours ago, we started falling, and
we passed the last scrap of cliff face to grab onto about
fifteen hours ago.

[t started as a dispute over water rights, and
specifically over the ability of the Purified Sodality ro
get water from over the North Pacific abyssal basin
uncontaminated by methane released by clathrates that
the Restorationist consortium down there were burning
off. They've heen around this before, since it's an
argument over whether the baseline environment
should be sometime in the early Stone Age or sometime
in the first billion and a half years of Earth’s history.
The Pures don't actually breathe raw air or water any
more than the Restorers do, but there's an aesthetic
issue at stake. Having to reinvent the whole world’s
ecology to adapt to an atmosphere without free oxygen
is certainly possible, but it'd be a lot of work and many
plants and animals would end up looking somewhat
different, and it would alter the balance of colors in
the landscape.

Someone unknown decided that they’d had
enough bickering about it and unleashed anti-
syntactical viruses against both factions. In the course
of about two minutes, both sides lost the ability to
assemble complex sentences and then the ability to
assemble single words, thanks to being unable to judge
which linguistic elements most likely followed from
the last ones. When you have to search through the
entire range of legal sounds in your language and the
entire set of words that begin the way the next one
does, you can’t get anywhere. What the anonymous
critic didn’t realize was that both the Pures and the
Restorers had set up defenses on dead man’s switches;
and once the commanding intelligences couldn't
formulate the right “stop that for now"” orders, biotech
and soultech sabotage systems struck out at each
faction’s list of most feared enemies.

If that had been all that happened, probably the
crisis would have been avertable just like a dozen more
this year alone. Bur something happened
simultaneously in the Pacific Geosynchronous Cluster
of satellites. Saboteurs with evidence implicating
various factions as the anonymous instigators went to
work, and the investigations into that eventually
seemed to establish (after many minutes of shared
processing) that it was actually a suicide pact among
extremists on both sides, with a rationale along the
lines of “Since neither of us can have the world we
want, nobody gets the world at all."” That started a
general panic.

It’s obvious that this was all prepared a long time
in advance, Seeing how rapidly a faction can now
collapse, everyone decided to stop their favored
enemies from doing it to others. The East, West and
Central Operational Command Centers of the North
American military combine launched against each
other in bids to become sole controllers of the
continental army. Since they all have, or had until
sixteen hours ago, backup centers elsewhere, strikes
went well beyond North America. Something similar
seems to have happened within the Fifth European
Republic, though it's hard to get details. As nearly as |
can tell, two of the presiding systems ordered their
tenders to destroy them in a sort of directed suicide,
and the remaining systems went at each other. This
led to loss of the dynamic structural control necessary
to maintain the Eurotower in the face of their current
hurricane, and it collapsed a hundred minutes after
the Pure/Restorer crisis began. Likewise with a dozen
other crucial systems.

We could still have avoided a terminal collapse if
it weren't for the next thing. Some damn fool turned
out to have been stringing rogether local systems trying
to create a planetary consciousness, and it worked —
sort of. Fifteen hours ago, 28.3% of the world’s
communication infrastructure became a unified
intelligence, whose first command was “Stop attacking
my parts.” The result was just what you'd expect:
Everyone else promptly attacked it in an effort to stop
it from taking over the world. Over the next hour, the
new mind sometimes got as much as 40% of the comm
structure under its control, but never for very long.
Anyone who attacked it too successfully ended up
isolated from the world net, of course, but that only
weakened the new mind further; maintaining each of
those blockades rook time and attention. The mind
evolved very rapidly indeed, developing a firm
perspective and self-awareness and using its new
insights to mount more sophisticated counter-attacks.
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lam not altogether sure | understand this
explanation. | have never encountered an
Al of larger than city capacity. lgather that
I should not wish to change this. The whaole
thing sounds very strange. Whereas what
follows makes only too much sense.

— p—

[ think, based on the last reliable information |
got, that the net mind is doomed. It’s just that it can
take down the rest of us with it, and the chaos of this
final war is encouraging a whole lot of communities
(including my damnable City Core) to settle their own
grievances along the way. There's no real way to stop
this, until every entity capable of continuing war as
we know it now stopsssszsszzz—

First signal corruption there. | can see the bow
shocks now, and also easily make out the kinetic-kill
systems behind them. I wish [ had a little extra time to
explain about the role of multi-scale memory in
keeping the war going so long but—

And here the record ends. The rermaining
sheets of this unfamiliar material are
simply blank. as well as partially burnt. City
Monitor 2 had nothing further to say. When
| set down my stylus tonight, and turn off

- e

the lamp made of the same lUminescent
algae that City M_g_n[tmr 2 used to rmark out
his city sothat enemies catild better Kill its
inhabitants. and walk through tunnels
carved well before he achieved

consciousness by tunneling machines that

were half-biological but altogether lacking
in minds. | shall hold my family close to me
and think about frailty and legacies. |
cannot create wonders such as this
chronicler and his age could, but perhaps |
can teach my children something about
living withouthearts So_l:pls’f:ined that they
reard the death of all as better thanalittle
hurmniliation or even simple humility. | am
very sad tonight. ’

S — - ~a o —

S e~ N SO e “'...I“\-‘wa"'_"""h-r""m

| am, | believe, cynical gn&ag% tr note that
Chronicler Theath's own @uﬁéf jor a Aea/fﬁ/
heart (2d her o willingly serve the most
brutal mz'r’ifwy seqimen in thic bieme, all jor
jear Hhat e Wrong i 9 peraon i,
recover sociels of the old civilization
bejore she could clain thom jor hersel) and
those she tiustod. This ke reimventzd
/om&z'égfy e é‘éﬁﬁ&noﬁgm Hat made the
Final Wars 50 éindf. Can we dp belter, these
of us Who yeain fos @ new g&féggﬁbn?’
Perhaps. é:/ any cvent. wathave both fhe
oppoitunily and the duly 1o fay.

May there be, as the amgels said af the
wr‘/ﬂrﬁf, “Foace on Earlh g@a’ will toward
men’ .and all other /?’a'ing; Hat tink and
éeg{
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This is a game about what comes after the end of
the world as we know it.

Despite accumulating prophecies of doom, humanity
made it through the crises at the start of the 21st cenrtury.
The development of very cheap and simple biotechnology
unleashed a whole new revolurion in science and
technology, as dramatic as the Industrial Revolution two
hundred years earlier. Biotech made it possible to eradicate
nearly all disease, to ensure plentiful food and comforts
of life for the world’s population, even to restore extinct
species to life and to heal the'legacy of many centuries of
environmental damage. Organic computers in turn
discovered ways to make practical nanotechnology, and
humanity began to work with the world atom by atom.
Genuine artificial intelligence emerged from labs applying
new marerials and ways of connecting them; soon minds
as smart or smarter than human ones were routinely
embedded into everything from missile defense systems
to car alarms and children’s toys. Humanity teetered on
the brink of a total transformation into an entirely new
kind of existence. ..

THE FINAL WARS

...and fell over the edge. Jealousy never went out of
fashion, and rivals joined forces to bring down competitors
and targets of envy who seemed to be pulling ahead in
some crucial part of life. The ability to build nearly anything
one could imagine made it possible to unleash nightmares
as well as fantasies, and too many peaple were too willing
to devote themselves to ruining the lives of their enemies.
In addition, all those carelessly created and deployed
artificial minds developed their own ambitions and worries,
and some sought revenge on the species thar had made
and abandoned them. The final crisis broke one autumn
day in the middle of the 22nd century. A squabble that
was minor by the standards of the time, involving just a
few individuals with more firepower than whole nations
had during the Cold War, triggered alarms in bystanders.
Counter-strikes, often controlled by Als without any
human inputatall, went off against the original aggressors. ...
and their associates. .. and other targets someone thought
it convenient to hit just then. It took a month for the
assassination of an obscure nobleman to trigger all the
interlocking alliances that created World War 1. The Final
Wars were underway in a matter of hours.

As the wars spread, everyone who worried that
someone else might strike at them sought a preemptive
advantage. Real artacks justified even harsher responses
than feared hypothetical ones. Long-suppressed
conflicts all flared at once.

Most of the world’s population, human and
synthetic, died then, as the world suffered indescribable
environmental damage. But it wasn't quite the end of

everything. Some people survived. Nature is
accustomed ro dealing with near-total extinction, and
the work of ecological repair began as soon as the
bombs stopped falling. New species emerged, unleashed
by genetically modifying microorganisms and machines
drifting free and by the mutagenic effects of pre-war
and wartime pollution, and new cultures arose to
respond to the drastically altered world. The survivors
of pre-war cultures responded to the calamity with
humanity's usual mix of fear and hope, clear-eyed
insight and muddled confusion, brilliance and stupidity.
The remaining members of the human race remained
as contentious as ever—there was no mass conversion
to a single religion or political philosophy or favored
sport. But they lacked the means to power and control
the vast computer systems which had sustained the old
civilization, and they all dealt with the fall into a new
dark age, in their various ways.

DAWN OF THE CAMMA WORLD

Time continued to pass. The world turned on its
axis once each day and orbited the sun once each year,
just like before. The tides rose and fell, clouds gathered
and dispersed, the tectonic plates that compose the
earth’s crust continued their slow drift.

WHEN IS NOW?

This book provides few hard and fast dates.
The term “generation” has several meanings,
literal and metaphorical. From the physical and
social maturity of the parents’ generation to the
point where their children are themselves ready
to become parents is twenrty years or so. Biblical
custom refers to “forty years,” the span from birth
through youth to full adulthood and the onset of
middle age. When applied to the complete life of
a typical person of the 21st or 22nd century, it
could be a hundred years or quite a bit more.

This flexibility is deliberate. You can set a
campaign whenever you like in the Gamma
World. Some campaigns can take place quite close
to the Final Wars and ensuing chaos, with those
terrible times in living memory. Others can occur
in the times only the best-preserved elders provide
a personal connection to the world that was. Still
others can take place farther in the future, when
only a handful of fortunate machines survive with
memories of the collapse. The presence or absence
of such ties is a part of the environment for your
campaign as much as the weather and terrain are,
and you can adjust them to give the effect you
want for your particular campaign.
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It's now three full generations after the Final Wars.
Very few people now alive remember the world as it
was. Even the enclaves which preserve advanced
technology and the lifestyles it supports, sealed off from
the world at large, have passed from their founders'
control to new leaders with their own ideas. Every effort
to revive the old world order failed, and the struggle
for survival became all-consuming for nearly everyone.
Now, though, some people look around and dream of
something more: not a cheap copy of what's been lost,
but a new civilization, making wise use of the resources
now available and driven by the hope for something
better than a status quo of marginal comfort and the
ever-present risk of terminal collapse. The world
continues to change, and there are mysteries

'““ mm

everywhere — not only beyond the horizon, but often
right at hand, around the next corner. It is an age ready
for explorers and sages, warlords and prophets,
visionaries and schemers. A new age may begin, if
someone cares to set it in motion.

ENTER THE CAMMA WORLD

And that’s where you come in. You can play the
world's new heroes and legends. We've provided you
with what you need to create capable adventurers and
interesting environments. Can you re-start civilization
in the face of every challenge? There are monsters to
slay, strange creatures and lost technology to
understand, communities to protect and lead. It's time
to save the future, if you can.

HOW TO USE THIS BOOK

e Chapter One: The Gamma World is what you're
reading right now: an introduction to the Gamma
World campaign setting.

* Chapter Two: Characters explains how to make
characters, based on the d20 Modem rules and applying
the special considerations of the Gamma World. It includes
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both basic and advanced classes, new and modified skills
and feats and everything else players and gamemasters need
for character creation. (If you're wondering how to play
Gamma World using D&D 3.5 rules, see below.)

¢ Chapter Three: FX covers the special abiliries
available to the inhabirants of the Gamma World —
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mutations (natural and artificially induced),
biotechnology, nanotechnology and psionics. These
FX apply both to characters and to exotic creatures
and machines of many kinds.

e Chapter Four: Home Sector and Beyond
describes the major sorts of regions in the Gamma World
and what challenges each presents for people trying to
live there, and also describes the types of communities
Gamma Age people live in. This includes the statistics
for communities analogous to the ones for individual
characters and how players and Game Masters can keep
track of a community’s fortunes over time.

* Chapter Five: Comrade, Nemesis, Mystery
presents a menagerie of biological, mechanical and
other entities for use in your campaign. Here are
monsters, predators and prey, domesticated animals,
robots both friendly and dangerous and many others.

* Chapter Six: The Gamma World Campaign
discusses how to prepare and run a Gamma World
campaign, with advice on choosing an overall style
for your campaign (or at least for the moment) and
adjusting both setting factors like available technology
and matters of game mechanics like the massive
damage threshold. It also includes the rules for
investigating unfamiliar objects and phenomena, from
lost pre-Final Wars science to the mysterious behavior
of new cultures the characters encounter.

e Appendix: d20M to D&D 3.5 Conversion
presents the basic information necessary to use this
book with the Dungeons & Dragons® Player’s
Handbook, Edition 3.5. It is not nearly as detailed as
the main book and some features of d20 Modern don't
adapt well. Still, these conversion rules will certainly
get you started if you prefer to use the D&D rules.

SOURCES AND INSPIRATIONS

People have told rtales of life after the fall of
civilization as long as they've been aware of civilization
as a way of life distinct from barbarism and as something
that you can lose once you have it. Some of the earliest
known myths deal with the mysterious remains of older
societies, whose inhabitants and language disappeared
before the myth-makers arrived on the scene. As soon
as the new disciplines of archeology and anthropology
shed a scientific light on human behavior, past and
present, writers and artists put the unfolding discoveries
to work speculating abour loss (and, sometimes,
redemption) in the future. Here we cover some works
of particular interest to Gamma World players and GMs.

YEAH, BUT WHAT'S A CENRE?

The word “genre” often appears in discussions like
this, often without any very clear meaning. Here are
the basics.

A literary genre is a bunch of works that share a
recognizable pattern, because they make use of
recurring elements like character types, turns of phrase
and locales. Literary critics call each of these distinct
pieces a “trope,” by analogy with the biological term
“tropism,” which refers the involuntary movements of
plants and animals to particular kinds of targets. Most
plants are phototropic, growing toward light, while
their roots are hydrotropic, reaching down and out
toward water, for instance. The mad professor who's
single-handedly invented a rerrible new weapon and
is going to make the world pay for ignoring him is a

trope of one kind of (usually very bad) apocalypric
adventure; a writer wanting to tell a story about the
race against the disaster a villain can unleash reaches
naturally and often unthinkingly for the mad professor.
Metaphorically, the story is “mad-scientist-tropic,”
growing toward that particular convention.

Tropes in the critical sense are distinct pieces that
may fit together lots of ways. Most of the time they
tend to cluster together: if you find the mad professor,
you can sensibly expect to find the plucky female
reporter, the hard-bitten yet wise military commander,
the giant bug or other monster created in early
experiments and the moralistic exchange of dialogue
at the end about how sad it is that the professor used
his genius so awfully. These elements don’t always all
show up in a work that has one of them in it, but they
do often enough that it makes sense to say that these
works fit into a pattern, marked by these elements.

The presence of familiar elements tells readers how
to interpret the story around them. In a famous example
created by science fiction writer and critic Samuel
Delany, when a story set in a modern city without any
noticeable supernatural or fantastic features contains
the line, “Then her world exploded,” readers know that
it's probably poetic language referring to a very
traumatic and surprising experience. If the story
features ray guns and space ships early on and then
contains the line, “Then her world exploded,” readers
know that it's probably the literal description of a
planet’s destruction. Over time, the mix of elements
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that usually go together to pass you this sort of cue
changes. Some conventions pass out of style (though
they may come back later), while others come in and
find acceptance. Modern tales of private investigators
don’t read just like the Sherlock Holmes stories, but
their connections remain obvious, since some of the
tropes endure and if you read the tales in thar genre
between Holmes and his modern heirs, you can trace
the evolutionary steps along the way.

With all of the above in mind, then, we say that
Gamma World is a game in the tradition of primarily
scientific post-apocalyptic adventure. Terrible things
happened to the world, but not because of aliens or the
return of magic, and enough people and lore survived to
allow the possibility of new civilization emerging. In the
meantime, people often lead dramatic lives, combining
the challenges of survival right where they are at the
moment with the ongoing quest to understand and repair
the mistakes of the past.

FILM AND TELEVISION

e Akira (1985, 2001) — This Japanese animated
movie has it all: fascinating ruins, complex schemes for
organizing life in the 21st century, weird powers and
lots of stuff blowing up. We highly recommend that you
watch the 2001 re-release, with vastly superior subtitling
and dubbing and cleaned up sound.

 [a Dernier Combat (1983) — You've probably never
heard of this film, but you should go see it. 1t’s one of the first
movies made by Luc Besson, who would go on to write and
direct The Professional, The Fifth Element, and other cool
action films. This one is set sometime after unknown war
and disaster, with the survivors almost entirely deprived of
the power of speech. They make complex schemes, get in
each other’s way and try to survive as best they can. It's
beautiful and often very funny.

® Independence Day (1996) — Stuff blows up. Then
more stuff blows up. Oh, and some stuff blows up. If
you'd like some ideas to crib for ruins and mysterious
artifacts, this is a good movie to loot.

e Mad Max (1979), Mad Max 2 (a.k.a. The Road
Warrior) (1982), Mad Max Beyond Thunderdome (1985)
— If you're going to watch just one movie while
preparing to play Gamma World, it should probably
be Mad Max or Mad Max 2/The Road Warrior. Mel
Gibson plays police officer Max Rockatansky, who in
the first film tries first to forestall and then to revenge
a terrible artack on his little town while world
civilization collapses. In the second and third films he
appears as the aging hero who saves others at great
cost to himself.

* The Shape of Things to Come (1936) — H.G.
Wells wrote this story of decades-long war and eventual
utopian reconstruction on principles of science and
logic. From a modern vantage point, with a few more
decades of technocratic horror gone by, it's hard to
uncritically embrace all of Wells’ vision, but there are
still scenes here with tremendous emotional power. It’s
available on DVD and well worth watching.

o Six-String Samurai (1998) — If we had set the
Final Wars in 1958 and set up Elvis as king of the
United States and tossed out all the Als but added in
Russian bands performing surf rock and the
Underworld beneath a windmill farm and if we
included an overt supernatural realm so that Death
could appear looking like a long-lost member of Guns
& Roses, then Gamma World would have been just
like this movie. It’s... well, “gonzo” is an over-used
word, but honestly, rhis is a gonzo movie.

® Tetsuo: The Iron Man (1988) — If you're anything
like the developer and authors of the book you have in
hand, you may have asked at some point, “Say, could |
turn myself into a post-human cyborg entity using only
common household implements and materials stolen
from factories?” This black-and-white Japanese film
answers that question. Yes, you could, but the results
would be messy. This is a very stark and intense film,
and you should definitely not watch it if you have a low
threshold for gore. But there’s no better source for the
look and mentality of the cyborg on a budget.

» Vampire Hunter D: Bloodlust (2000) — For a
movie that's in a very different part of the post-
apocalyptic genre from this game, this movie has a lot
to offer, from gothic spaceships to some great weird
mutants. [t's also a satisfying story of uncertain
relationships and the extent to which we can (or can’t)
OVercome our natures.

BOOKS AND STORIES

» The Drowned World, The Crystal World and The
Burning World, by ].G. Ballard. These books each
chronicle the end of the world as we know it for
different reasons: by heat and flood and silt in The
Drowned World, by infectious crystallization and the
breakdown of time itself in The Crystal World, by
endless drought in The Burning World, Players and GMs
looking for a more than usually philosophical approach
to their game should read these and draw on Ballard’s
fusion of characters’ internal lives to the state of the
perishing world around them.

» Mother of Storms, by John Barnes. This is an epic
novel of global catastrophe unleashed by a combination
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REFERENCE AVAILABILITY
As of the time this book was last edited, all the

works cited here were in print and readily available
(though this may include special-ordering them
from chain bookstores or online vendors like
Amazon). Books and films do sometimes go out of
print suddenly, but if that happens to a work that
interests you, it should still be fairly easy to find
thanks to having been in print not very long ago.
Some important and/or engaging works don’t
appear in this bibliography because they're just too
hard to find (and too expensive when you do), and
it’s cheating to rell readers anything like, “You
should really read this, but... ha ha! You can’t!”
We've stuck to what you can go get if you'd like to.

of petty jealousies and just plain screw-ups, drawing on
very solid real science and with some fresh spins on
conventional villains' motivations. This is another work
that provides a particularly good feel for the way we
envisioned life in the Gamma World before collapse.

® The Postman, by David Brin. The movie
adaptation is better than it’s usually given credir for,
but the book is a gem, composed of three novellas
originally published separately and beautiful linking
vignettes. Brin offers up a wealth of attitudes about
the fall of civilization and the possibilities for life
afterward. The antagonists in the third part are
particularly good candidates for incorporation into
Gamma World campaigns, too.

® A Canticle for Leibowitz, by Walter ]. Miller, Jr.
This is very likely the single most influential post-
apocalyptic novel and well worth your reading. Long
after the apocalypse, monks recover some fragments of
the lost scientific age, set in motion the reinvention of
civilization and finally doom themselves all over again.
Very nearly all post-apocalypric science fiction written
since this book appeared in 1961 owes something to it,
whether later works build on it or dissent from it.

o Earth Abides, by George Stewart. A thoughtful,
mostly quiet book that begins with plague wiping out
nearly all of the human race. The very best parts don’t
have any of the characters in them: they chronicle the
changes to wild and civilized environments as the
works of humanity decay.

¢ “Damnation Alley,” by Roger Zelazny. Never mind
the movie, and for that matter never mind the novel.
First there was a short story, which has appeared in various
collections of Zelazny’s work and anthologies of sf. It's a
bleak and brutal rale, and provides an excellence sense of
life in the Gamma World right after civilization collapses.

COMICS AND CRAPHIC NOVELS

o Yokohama Kaidashi Kikou (Record of a Yokohama
Shopping Trip), written and drawn by Ashinano
Hitoshi. This series is currently appearing in the
Japanese manga anthology Kodansha Afternoon, with
at least two fan-created translations into English
available on the World Wide Web. This is a personal
favorite of the developer, a lush, beautiful, slow-moving
story of a human-seeming robot and her neighbors in
a village outside now-drowned Yokohama. An
extremely complex story about Alpha, her long-lost
creator and others unfolds gradually, mixed in with
slice-of-life stories sometimes offering nothing but one
gorgeous moment. This is the model for post-
apocalypric stories with drama even in the almost
complete absence of action.

INTERNET RESOURCES

® hrtp://www.emptyworld.info/ — “Empty World,”
created and maintained by Bryan Anderson. This is a
really good place to get more suggestions for
bibliography, many of them with useful commentary.

* http://oboylephoto.com/ruins/index.htm —
Shaun O'Boyle photographs the ruins of modern
buildings with beauty and style. Look here to see how
factories, hospitals, harbors and other industrial
constructions decay. It's great inspiration for any
campaign that includes ruins.
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GAMMA WORLD PLAYER’'S HANDBOOK

LWhen Hhe strangers came to our village, | as just a Rid — my hors were
LitHe more Hhan s and | had. no beard. to speal of. As they came up the
mountain road in their claning, coughing tron wagon, we all ran bleating for the
shelters on Hhe granite slopes. Karithon, ith his great curled horms and
dangling Yellosed beard, did ot flee but stood atop a jagged outcropping with
the fire tube on his shoutder.

He aimed. the fire tube at the strangers. They stopped: their vehicle and got
out. The one wsith the purple sRin and Fentactes wore Hhree bandoliers of Rnives.
MMMFrmeMMMLnQaWMMWAmyLFM
on his back. The human in the anmor made of washers and. nuks wore on each hip
a pistol bigger than | had ever seen on any raider. The girl carried. no weapons |
cond see, but her shaved head and Hhe tattoos that covered her Lean bod-Y made
me Somehos thinll she needed none.

“We mean You no harm,” said the cloaed one, Wis voice tinny and monotonic,
Hiough it may have been the masi.

Karithon snorted. “Then beeee on vour saaayy.” He did not Laser the fire tbe.

e come onty for information.” The cloaled one’s head huikched to the side
once. “My fites indicate the Location of Shetter 187 is within 1.6 miles of Hhis
viltage.”

Karithon said nothing for many) breaths. They wanted +o Rnas the Location of
Hhe Tomb of e Cods. I aas said Hhat the gods gave us hands and movths and., if
we Lere m',i-h{"u.u.,l-hzamd.onedaa retum to complete the task by taling our
hooves and homs and maling us as men. Ferhaps they were heroes, here to cleanse
Hhat hoty place from Hhe monshrous bight that had overcome the tomb.

Finally he nodded slightty and pointed up the winding, broken road through
the mountaing. “There,” he said. “Watch for thebreceaak in the westeom momtain
Pace and gou shall find your Shetter one-tiiiight-seven.” He Lovered the fire
tube from his shotder, Hhough he Rept Wis e4es on the skrangers.

The Fattooed woman Hhanked him courteousty) and. she and. her fettoss
retumed. to their vehicle, They were gone in moments, clanling and. coughing vp
the broen road. | bonded ovt of my shetker, hopping and Leaping over the rocks
until | came to stand neas Karithon.

“Vou seeent Hhem o the Tomb of the Gods. Do You Hhink theeyy will cleanse
it and wseeee Ll be rearded””

Karithon snorted. “No. They will diiiee, each one.”

“Then thy9yy did You send T

“Thaaat it precisely why.”

The strangers never returmed, and neither did the gods.
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CHARACTER CREATION OVERVIEW

STEP ONE: CONCEPT

Before determining ability scores, choosing a class and so on, the player should
create a working outline of the sort of character he wishes to play. Game Master (GM)
input about the kind of game she intends to run (see Chapter Six: The Gamma World
Campaign) and a discussion with the other players are both invaluable here. While the
character may change somewhat during the process of character generation, a solid

concept can both speed up character creation and focus a character into more than a
mere collection of numbers.

STEP TWO: CENERATE ABILITY SCORES

Generate the character’s six ability scores, using whichever method the GM settles
on for this campaign.

STEP THREE: CHOOSE A GENOTYPE
Determine the charaeter’s genotype: stock humang pure-strain human, mutant, or
synthetic. Apply ability score modifiers and note allispecial qualities.

STEP FOUR: CHOOSE A BASIC CLASS

Based upon the character’s background, choose one of the six basic classes for the
character’s first class level: Strong, Fast, Tough, Smart, Dedicated or Charismatic. Note
that at st level, characters receive maximum hit points for the class, two starting feats,
a talent and a number of skill points equal to the class skill points plus the character’s
Intelligence modifier, times 4.

.y

STEP FIVE: CHOOSE AN OCCUPATION

In addition to choosing a basic class that meets the needs of the character’s
background, choose an occupation from the list on page XX. Note the class skills (or

skill bonuses) the character receive Siany bonus fears, Wealth bonus and/or
Reputation bonus. P

STEP SIX: ADD THE CHARACTER'S SECOND
AND THIRD CLASS LEVELS

Following the pattern of pre-campaign development presented in the Basic Classes

section, give the character a second class level. The following statistics are affected by
class levels:

Hit Points (based upon the Hit Die of the class)

Base Attack Bonus

Fortitude, Reflex and Will Saves

Defense Bonus

Reputation Bonus

Talents (one gained from the class-specific list for every odd class level)

Bonus Feats (one gained from the class-specific list for every even class level)

Skill Points (each class level provides a number of skill points, depending on which basic class is chosen)
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After completing this process, repeatitdor the character’s third class level. Also,

upon reaching the 3rd level, the iharacter' ns a feat.
Don’t forget to roll for random mutations at each levelincrease! (See Chapter Three:

EX for more information on this phenomenon.)

STEP SEVEN:D
CHARACTER'S
Vital statistics (see d20 N & der
the section later in this chapter)’
Name
Gender F
Age 4
Physical Appearance (including height and weight) &
Personality Traits P ‘\

Allegiances (iFany) ‘ - .
Most importantly, total the-eharacter’s ayai ble action points. Starting (3rd level)

Gamma World characters have 6 action pomi:s,fﬂ + theeharacter’s level, roundeddov n).

STEP EICHT: APPLY FX

This step is especially important for mutants and synthetics (and any characters
who gained random mutations during Step Six). Note that a number of FX abilities
permanently alter character ability scores, saves and movement. Some FX can be
purchased, such as grafts and cyberware; return to this step after Step Ten: Outfitting
the Character (see below) if necessary.

FX are described in Chapter Three. .

STEP NINE: ADD UP THE NUMBERS
Double check your math! Make sure that no starting (3rd-level) character possesses class
okills with more than 6 ranks, or cross-class skills with more than 3 ranks. Make adjustments to
ability scores, saves and so on based upon genotype, feats, talents and FX abilities.

STEP TEN: OUTFIT THE CHARACTER

Add up the character’s Wealth bonus totals from class levels and occupation and
roll 2d4. The total is the character’s Wealth bonus. Following the rules presented in d20
Modern, and using the equipment lists and descriptions in this book, purchase equipment
for the character. The GM may alter the list of available equipment or change purchase
Difficulty Classes (DCs) based upon the needs of the campaign.
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CENOTYPES

There are four genotypes, or “races,” open to
Gamma World player characters (PCs). Stock
humans are the descendants of the survivors of the
Final Wars, who have lived, bred and prospered in
the aftermath of Armageddon. Pure-strain humans
have managed to shield themselves from the social,
environmental and biological ravages of the Final
Wars. Mutants are the vast diversity of “human-like”

beings that roam the Gamma World, though as
often as not they are the products (or descendants)
of intentional design rather than random mutation.
Finally, by the end of the Final Wars humanity had
gone beyond customizing life, to creating it out of
whole cloth. Synthetics include everything from
armored robots to passably human androids, and
even hybrids of man and machine.

STOCK HUMAN

Stock humans are the most common characters.
They are like us in nearly every way, though they
are perhaps somewhat hardier than the people of the
modern Western world, and possess the same infinite
potential. Despite the competition from other races,
mutants in particular, stock humans may yet reclaim
their position as the dominant species.

APPEARANCE

Much of the ethnic diversity found among
people in the modern world has been lost since the
end of the Final Wars; issues of survival forced such
concepts as “race” and “ethnicity” out of the public
consciousness, and subsequently out of the gene pool.
Nearly any combination of human features can be
found among the communities of the Gamma World.
In some rare instances, such as isolated communities,
old ethnic distinctions linger on.

COMMUNITIES

Maost stock humans form communities ranging in
size from a few hundred to a few thousand individuals.
Smaller communities exist, such as farmsteads and
plantations, and a few large cities dot the landscape.
Given the ever-present dangers of the time, most human
communities are walled and protected by some form of
police force or militia. Community leaders are soldiers
as often as they are politicians, and forms of government
vary considerably. However, for every tight-fisted
dictatorship or near-anarchist commune there are ten
with effective, if imperfect, systems of government.
Democratic representation, feudalism and oligarchy are
the three most common forms of government among
Gamma World humans.

RELATIONS

Stock humans are the most numerous
inhabitants of the Gamma World, and come into

regular contact with not only one another bur with
the other genotypes as well. While opinions regarding
pure-strain humans, mutants and synthetics vary
from community to community and individual to
individual, human nature provides some generalities.
Stock-human and pure-strain-human communities
tend to have antagonistic or even adversarial
relations. Stock humans find pure-strains to be aloof,
elitist and insular, while pure-strains believe that
stock humans have become somewhat less than
human. Individuals and groups may establish trade
deals and even form genuine friendships while still
viewing all the rest of the other kind with suspicion.
Stock humans view mutants with varying degrees
of fear, hate, envy and attraction. The more monstrous
a mutant appears, the more fearful or violent the
response; the opposite is true of unusually attractive
mutants. Prolonged contact is the only common cure
for this immediate bias; when mutants and humans
live nearby, they often end up cooperating on common
goals once the shock of first contact wears off. Most
mid-sized and larger communities in the Gamma
World have mingled populations of stock humans and
mutants, particularly in the lower echelons of society.
Many stock humans believe that because
synthetics were built to serve — whether in war or
spott or pleasure — they remain property. These
people make no distinction between the intelligent,
fully self-aware android and the mindless
TrashBot3000. Even relatively unbiased, open-
minded humans have difficulty grasping the idea
that amachine can be a living, thinking entity with
goals of its own. This is particularly true of
synthetics that became spontaneously self-aware,
since there may be many examples of the very same
machine with no intelligence at all. Of course, some
synthetics think as lictle, or less, of humans.

OML HALJIVH)D
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ALLECIANCES

Stock humans tend to place families, friends
and community above other aspects of life, in that
order. Faith and duty are often intricately tied to
those three, and follow closely. Some individuals
find strength in allegiance to certain philosophical
ideals such as “good” or “evil;” many others put
carthly matters such as wealth and pleasure in the
forefront. Overall, stock humans of the Gamma
World are as varied as humans have ever been, with

AXK 4XY

allegiances influenced by and shifting during their
entire lives.

STOCK HUMAN RACIAL TRAITS
Stack humans are the standard by which other races

are measured; they gain no special advantages or
disadvantages. The number of skill points and feats astock
human gains are as presented in d20 Modem, and all rules
regarding size, speed and other details remain unchanged.
A stock human can choose any starting occupation.
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PURE-STRAIN HUMAN

Pure-strain humans are those individuals who
have, through technology and physical isolation,
remained largely unmolested by the ravages of the
Final Wars. Hailing from remote communities or
protected environments built before the Final Wars,
pure-strain humans are the oldest new members of
the Gamma World. Though blessed with the
technology and knowledge of the previous age,
pure-strain humans lack personal experience and
often even theoretical information about the
environments of the Gamma Age.

APPEARANCE

Pure-strain humans are modern homo sapiens.
Some isolated pure-strain communities were
composed entirely of individuals of a specific
ethnicity or nationality, while other pure-strain
humans are embryos frozen before the Final Wars
and only recently brought to term. Pure-strain
humans are very often more attractive than their
stock human counterparts: Early in the 2 1st century,
science discovered ways to tweak the genes of unborn
children to provide parents with a choice of hair and
eye color, height and weight. These desirable traits
persist in the closed gene pools of pure-strain
communities. In rare cases, a community of pure-
strain humans is composed entirely of the clones of
only a few members, called the Paragons. Paragons,
and thus all members of the community, are usually
“perfect” examples of their particular ethnicity,
exemplifying the standards of beauty for the group
in question at the time they were preserved.
Changing social assumptions and expectations keep
this beauty from having its maximum effect in
winning others’ interest or support.

COMMUNITIES

The communities of pure-strain humans are
always isolated, and nearly always technologically
advanced. Biospheres, shelters, vaults and other
closed environments, known as Wombs, form the
centers of most pure-strain communities. Gardens,
plantations, workshops and other “practical”
locations surround these central structures. Visitors
to pure-strain communities are rarely, if ever,
invited into the Womb. While the sort of leadership
and social system will vary among pure-strain
communities, the role of the Womb is a constant:
The community’s power structure, history, wealth
and future reside in the Womb. Hereditary
leadership with some sort of representative support
structure is most cCOmmon among pure-strain

communities, though more liberal democracies and
fascist autocracies sometimes appear.

RELATIONS

[solation preserved the languages, cultures and
very lives of the pure-strain humans of the Gamma
World, and continues to preserve them. However,
for those communities that have chosen or been
forced to rejoin the outside world, there is no choice
but to communicate and trade with mutants,
synthetics and sullied humanity.

Raised in sheltered environments meant to
preserve knowledge as well as life, pure-strain
humans are more aware than others of the history
leading up to the Final Wars. They therefore usually
view mutants (at least genetically engineered ones)
and synthetics as manufactured goods rather than
as individuals with thoughts, goals and souls. Pure-
strain humans often treat presumptuous or arrogant
mutants and synthetics as recalcitrant children,
while violent and dangerous ones are treated as pets
sadly gone rabid. Pure-strain humans see non-
engineered mutants and post-Final Wars synthetics,
however rare, as unfortunate accidents. As to the
rest, creatures and machines spawned from the
horrors of the Final Wars and its aftermath have
no place in the pure-strain humans’ world.

Pure-strain humans’ relations with stock
humans are precarious. Pure-strain humans often
view stock humans as unfortunate (and inferior)
younger siblings who were not afforded the
protection and opportunities of sheltered existence.
Since most pure-strain communities are relatively
small, stock humans are often brought in as workers,
craftsmen and guides. On rare occasions, stock
humans with particularly desirable genetic traits
may be added to a breeding pool in an attempt to
bolster the often inbred pure-strain pool.

[t is important to note that not all pure-strain
communities are likely to get along with one another.
They are relics of the Final Wars and the time hefore;
the residents often carry with them prejudices, ideals
and ambitions from that era. Some pure-strain
communities were built entirely around a certain
ideology or prejudice, established by leaders who
wanted to protect their race, creed, lineage or
ideology from the ravages of the Final Wars. When
two opposing groups of pure-strain humans meet, the
results can be catastrophic (though the remains often
make for good scavenging by stock humans, mutants
and synthetics).

D

OML YHLIVH

SHALIVUVHD

25




v

———

‘*I

SUUUGIEII U dddIIEId 4044444 4ddididl

| |

|

L./‘Y A N T AT

4

<

AP
£

. L= ’ — T -
&S HOOUANVH SHAKVLI ATIOM VIOVD 2 PR




G

ARX XYY

ALLECIANCES

The allegiance most pure-strain humans place
above all others is that of genotype: The genetic
blueprint for humanity must continue on, or human
beings might as well have never existed at all.
Community often comes in a close second, followed
by any ideals built into the isolated community,
such as religious beliefs or political leanings.
Philosophical ideals such as “good” and “evil” are
only important insofar as they affect the continued
existence of the pure-strain gene pool and are
connected ro the community's ideology.

PURE-STRAIN HUMAN
RACIAL TRAITS

Abilities: +2 Constitution, +2 Intelligence, —
2 Strength, -2 Charisma, Pure-strain humans are,
on average, exposed to much more effective
educational materials and techniques than other
characters in the Gamma World. In addition,
medical technology has made them healthier than
stock humans and extremely resistant to mutation.
However, isolated lifestyles and reinforced ideals
can make pure-strain humans difficult to deal with
in spite of their physical attractiveness, and hard
labor very often takes a backseat to technical work.

Tech Familiarity: The machinery of the Final
Wars was built precisely for use by the people who
are now called pure-strain humans; both the people
and the tech know it, almost instinctively. Therefore,
pure-strain-human characters gain a competence
bonus when using hardtech and soultech (see
Chapter Six for more information on technology
types) equal to 2 + one-half their character level,
rounded down. They suffer a penalty when using
biotechnology, however — biotechnology has
adapted to the Gamma World more readily than
pure-strain humans, and biotech devices no longer
reliably recognize their original masters. The DCs of
all rolls to analyze and use biotechnology are (6 —
Int bonus) higher than usual for pure-strain humans.

Reputation: Pure-strain humans are, due to their
isolation, not well known among human and mutant
communities. When dealing with such communities,
pure-strain humans suffer a —2 penalty on Reputation
checks. This penalty may be lessened or removed after
repeated or continued contact with a given community.

Focused: Pure-strain humans are not as
adaptable as their stock human counterparts. As

such, they gain one fewer feat at 1st level than

standard d20 Modern characters. They do, however,
retain the same number of skill points.

MUTANT

In Gamma World, the term “mutant” refers to
any and all non-synthetic, non-human creatures.
When speaking of PCs, the definition is much the
same, with the added distinction that they are
intelligent, talking things. Despite the nearly
infinite varieties of mutants, PCs will fit into one
of these four basic groups.

» Engineered Animals: These are some of the most
common mutants in the Gamma World, and the most
likely to breed true and create communities of their
own. Final Wars era scientists designed these “moreaus”
primarily as living weapons and hyper-specialized
workers and soldiers, though some breeds were made
for entertainment, pleasure and experimentation.
Whatever a particular strain’s origins, many of them
escaped into the wild during or immediately following
the Final Wars and not only survived, but prospered.
Almost any mammal imaginable, and a few reptiles and
birds, have been elevated to this man-like status, and
to varying degrees. (For information on creating moreau
PCs, see d20 Modern, Chapter Eight: Friends and Foes,
“Moreau,” Moreaw Characters.)

* Engineered Humans: Engineered humans
were almost as common as engineered animals
during the Final Wars but served different purposes.
In the case of engineered humans, certain
advantageous traits were either enhanced from
within or grafted onto the standard human genome.
Far more valuable than mere animals, engineered
humans setved as spies, scientists, explorers,
crusaders and super-soldiers. Only the strains of
engineered humans that could breed true remain
in the Gamma Age, but scholars suspect that a far
greater variety of sterile engineered humans existed
during the Final Wars. Their genetic material may
yet remain in hidden laboratories, pure-strain
human arcologies or similar locations.

® New-Men: New-men are the result of
accidental mutations caused by the rampant
environmental damage of the Final Wars and
ambient biotech pollutants; unlike true mutants,
they breed true (at least one generation must pass
on their mutated traits to earn the name new-
men). Much rarer than engineered mutants and
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even ftrue mutarits, new-men represent nature's
ability to adapt in even the direst of circumstances.
New-men make up a very small percentage of the
mutant population, and are rarely encountered in

groups larger than an extended family or small

village, but nonetheless qualify as a species all their
own — and may very well be the inheritors of the
Gamma World.

e True Mutants: These, the most numerous
sub-group, are the result of random genetic
accidents that occur because of the biotech soup
floating in the air and water, the background
radiation left over from the Final Wars’ final volleys,
and the desperate attempts by nature to put things
right. Degenerate humans, elevated animals and
hybrids between the two: No two true mutants are
alike. Most true mutants die shortly after birth, their
hodies so twisted by defects that they cannot
survive, Other true mutants are those who have
been blessed even as they have been cursed, whose
defects do not overwhelm their advantages. Stock
humans and even other sorts of mutants who
metamorphose further after exposure to mutagens
during the course of their lives also fall into the
category of true mutant.

APPEARANCE

Mutants vary far too much to support more than
the vaguest generalities about their appearance.
Most mutants are bipedal humanoids, have traits
displaying their mutations (cat-like eyes for night
vision, thick scales for natural armor), and retain
traits representative of their original stock (human
or animal). Of course, none of these rules are hard
and fast and any given mutant may break any or all

of them.
COMMUNITIES

Mutants usually form communities of their
own. This is particularly true among engineered
animals and new-men; both groups prefer to take
comfort and find protection among their own kind.
Engineered humans live among stock humans more
often than not; while in many cases their
appearance may be no more innocuous than that
of another strain of mutant, they fit into human
social ideals more readily. True mutants find homes
wherever they can. While less overt mutants are
able to live among both humans and mutants, those
suffering from extreme mutations are shunned by
all bur the most liberal of societies. Bands of such
mutants, nomads living as bandits or hunter-
gatherers, are common.

RELATIONS

Most mutants understand why they are feared
and shunned by humans: Mutants represent hoth the

sins of the past as well as a future in which humanity

is only a historical footnote. Neither humans nor
mutants often articulate it in those words, but the
sentiment is there, On the human-mutant
continuum, where extreme mutations (engineered
or accidental) represent one pole and pure-strain
humans the other, the closer in to the center, where
stock humans overlap with the mildly mutated, the
better relations are between human and mutant.
Necessity can, of course, help balance the scale; even
pure-strain humans will show grudging respect for
the mutant guides that lead them to fresh water and
fertile soil.

Where the relationships between humans and
mutants are often defined by mutual fear, tempered
by need and even “programmed” behavior, the
relationship between mutants and synthetics is
almost entirely undefined. Biotechnology and
cybernetics were competing technologies throughout
the decades before the Final Wars, united only
occasionally by nanotechnological projects. Some
synthetics were designed to hunt down and destroy
mutants, while some engineered animals and humans
were designed to quickly identify intrusion by
androids and cyborgs. In the Gamma World, mutants
and synthetics do not generally find themselves
competing for the same space or resources, which
reduces the conflict between the groups, but inherent
distrust persists occasionally.

ALLECIANCES

For new-men, engineered animals and other
mutants living among their own kind, family
(nuclear or extended, blood or adopted) is the most
important allegiance. Family keeps one safe,
provides for one’s needs, and promises a future for
one’s offspring. To the emergent races of the
Gamma World, these are the three most important
aspects of life. After family, community is an
important factor in the lives of mutants, as is
friendship for those lucky enough to have bonded
with people outside the family or community.
Mutants, living in a harsh world that often looks at
them like either predators or prey, put little stock
in philosophical ideals, organized religions, political
beliefs or complex social structures.

For engineered animals and mutants, genetically
engineered behavior can determine the beliefs and
values of an entire mutant strain. Even long after
the masters are dead, the servants are still working
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to accomplish their tasks, and a
player character saddled with
such a burden would certainly
provide for interesting
roleplaying opportunities.

MUTANT RACIAL
TRAITS

Abilities and Mutations:
Mutant characters begin with
3 minor positive mutations, 1 | -
major positive mutation and 1
minor negative mutation.

Choose the positive

mutations, and then roll for /
the negative one. (See :
Chapter Three: FX for the

mutation descriptions.) If the
negative mutation directly
cancels out a positive one, re-
roll it unless the player and
GM agree that it's suitable to
have a mutant character end

up less mutated than usual. ’

You may also choose to
add additional mutations to
your character at creation
time, using the following /|
options:

® Give up 2 minor
positive mutations and roll
for an additional major
positive mutation, for a total
of 1 minorand 2 major rather
than the usual 3 and 1.

* Roll foran additional
minor positive mutation and
an additional minor
negative mutation, with the
same option for re-rolling
directly conflicting
mutations described above.

Genetic Instability:
Mutants of all sorts suffer
from genetic instability.

All mutant characters

suffer a —2 penalty on all ’
saves against developing |
new mutations (such as "
when exposed to b Y r-
environmental mutagens;
see Chapter Three for
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more details). This penalty increases by —1 for every
two character levels (for example, a mutant Znd-level
Strong hero suffers a—3 to her save against mutation).

Spontaneous Mutation: The biochemical soup
that makes up much of the Gamma World
environment can produce random effects on mutant
characters. Whenever a new-man or true mutant
character gains a class level or is knocked down to 0
or fewer hit points, the character must make a
Fortitude save as if the character had encountered a

mild mutagen or gain a new mutation. Engineered
animals and humans do not spontaneously mutate in
this fashion. See Chapter Three: FX for more details.

Feats and Skills: Mutant characters are not as
adaptable or skilled as human characters. A 1st-level
mutant character has one fewer feat and 4 fewer skill
points than standard d20 Modern characters. In
addition, they receive one fewer skill point per level
than the standard d20 Modern character (with a
minimum of 1 skill point per level).

SYNTHETIC

Even as one contingent of the world’s scientists
was wrestling with the gamma subunit, others were
pushing the limits of robotics and computer
programming. No one can say when the line
between “robot” and “synthetic” was crossed; but
by the height of the Final Wars, these machines,
intelligent and self-aware, were fighting alongside
(or in lieu of) human and engineered soldiers.
Efficiency was the rule of the day, and the same
self-repair and ambient power subsystems that kept
the machines out of the workshops and on the
battlefields keep them running in the Gamma
World. Though rarer than the other playable
genotypes, synthetic characters represent an
unusual roleplaying opportunity.

Synthetics come in any number of shapes, types
and sizes. Some were plush toys equipped with
robotic endoskeletons and Al brains. Others were

hulking chrome monstrosities, designed to inspire

terror before laying waste to the enemy. Androids
(synthetics designed to appear mostly human or at
least pleasing to human sensibilities) were common
as well, as entertainers, spies and articles of pleasure.

APPEARANCE

Androids are the most human-like synthetics.
While close inspection reveals the synthetic
nature of the android’s skin, hair and eyes, to the
casual observer an android appears to be a human
being (even going so far as to have body
temperature, breath and saliva). Maintaining the
outward appearance of an android is labor-
intensive and expensive; in the Gamma World,
many androids (or their owners) do not have the
necessary resources, so the android begins to
appear ragged, worn and ill-used. Over time, an
unkempt android appears more like a walking
corpse than a human being.

Cyborgs, on the other hand, have an organic
sheath of living tissue that heals like any other: New
hair grows, wounds scab over and eventually heal
and so on. The living tissue covering a cyborg is
that of a normal human, usually nondescript. Since
the tissue is living, however, mutations can occur
in the flesh, usually limited to dermal mutations
like changes in skin color and texture. In any case,
the link between the cyborg and its flesh sheath is
so rudimentary that it cannot control any
advantageous mutations the tissue may acquire. If
the flesh of a cyborg is ever completely destroyed,
such as in a fire or due to heavy radiation, the cyborg
looks like an animated metal skeleton.

Robots are generally vaguely humanoid (at least
two legs, two arms, and one head). Some have tracks,
spider-like legs or wheels for locomotion, and some
have multiple arms for complex tasks, but the vast
majority of robot characters look like self-propelled
suits of power armor. Vanity is not a robotic trait;
unless the robot’s traveling companions take pains
to make it otherwise, a robot character is likely to be
covered in scrapes, dents, scratches and burn marks.

COMMUNITIES

Synthetics have no known communities of their
own. While some can blend into human
communities and others can find a place in
cosmopolitan centers alongside various kinds of
mutants, synthetics rarely gather in enough numbers
to be considered a family, let alone a community.
For the most part, free synthetics are homeless
wanderers: They are nearly as valuable as spare parts
as they are as working units, making any lengthy stay
eventually dangerous. Synthetics in the possession
of individuals or communities (most commonly but
by no means exclusively among pure-strain humans)
cannot be said to be a part of the community so much
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as a community asset. Rumors persist of a “robot
nation,” but there is no proof of its existence — and
the synthetics likely wish it to remain thar way.

RELATIONS

To most other thinking creatures, synthetics are
at best tools and at worst weapons; they’re often more
or less right. Even self-awareness cannot erase the
core programming of a synthetic (a feature designed
very early on in the development of self-aware
machines) and a synthetic character that prefers
human or mutant company most likely does so
hecause it is programmed to. Non-synthetics often
fail to see this and become “friends” with the
synthetic. Although appreciated, the gesture is hardly
necessary from the perspective of the synthetic. Most
often, synthetics are constantly being appraised and
evaluated, gauged on how valuable or dangerous they
may be. As often as not, synthetics reciprocate.

ALLECIANCES

Most synthetics possess only the allegiances with
which they were programmed. Self-awareness does not
mean free will, and most synthetics are dedicated to
one or more goals, usually political, military or
scientific in nature. The fact that the political, military
or scientific institution that created the synthetic no
longer exists is irrelevant to its programming: A great
number of synthetics spend their entire existences
trying to achieve a goal or recover an allegiance long
since blown to dust. In almost all cases, this leads to
what is known as cyber-schizophrenia, in which the
synthetic’s programming begins to compensate for the
unachievable poal with delusions, wild interpretations
of its original programming and even hallucinations.
PC synthetics can gain new allegiances, or alter
existing ones, with great effort (as detailed below).

SYNTHETIC RACIAL TRAITS

Abilities and Size: The ability score modifiers
for synthetic characters depend on size. Syntheties
may be Small, Medium, or Large. In addition to
the usual effects of size, each size carries the
following modifiers:

Small synthetics have a —2 modifier to Strength
and +2 modifier to their Dexterity. The base
movement rate for Small synthetics is 30 feet per
round. Due to their small size, they also gain a +2
genotype bonus on Balance and Hide checks.

Medium synthetics have no adjustments to their
ability scores and have a base speed of 30 feet per round.

Large synthetics have a +2 modifier to Strength
and —2 modifier to Dexterity. They have a base

movement rate of 30 feet per round. In addition, Large
synthetics increase their class Hit Die type by one (for
example, from a d8 to a d10), to a maximum of ad12.

All synthetics gain a +2 modifier to Intelligence
and a—2 modifier to Charisma. While their electronic
brains can perform many functions much faster than
organic creatures, synthetics often have difficulty
relating to organics (and even to each other).

Construct: Synthetic characters are constructs.
Constructs are immune to mind-influencing effects,
poison, sleep, paralysis, stunning, disease and any
effect that requires a Fortitude save (unless the effect
also works on objects or is harmless). Due to the
extreme complexities of synthetic design
technology, synthetic characters are suhject to
critical hits and the effects of massive damage.
Constructs use Charisma instead of Constitution
for checks that living characters make with Con.

Damage Reduction: All synthetic characters
are resistant to damage from kinetic sources, such
as punches, kicks, bullets and falls. Synthetics have
damage reduction 5/energy.

Self Repair: All synthetics have built in self-
repair systems. Synthetic PCs “heal” at the same
rate as other characters as long as the synthetic
character has access to non-organic materials. The
bits of junk that serve as currency in the Gamma
World qualify; therefore each day of “healing” the
synthetic undergoes reduces the character’s
Wealth bonus by =1 point, Once the character
reaches +0 Wealth, it can no longer heal unless
someone else pays the costs. Wealth reduced this
way returns at the same rate as Wealth lost for
other reasons (see d20 Modern, Chapter Four:
Equipment, “Purchasing Equipment,” Regaining
Wealth for details). In addition, the Repair skill
may be used on a synthetic character in the same
manner as the Treat Injury skill is used on other
characters. Treat Injury, biological medicines, and
other methods for healing non-synthetic
characters do nothing for synthetics and are wasted
if used. Upgradeable: Synthetic characters may
be upgraded, increasing their capabilities and
inherent abilities. See the Equipment section for
example synthetic character upgrades.

Narrow Focus: Synthetic characters have specific
programming that determines their capabilities.
Synthetic characters have a set of skills called core
skills, which includes all class skills gained from their
first basic class level and their chosen occupation.
These skills are always considered class skills for
purposes of skill point cost and maximum ranks based

¥
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upon character level. All other skills, including class
skills gained as the result of multi-classing, are
considered cross-class skills for the purpose of
determining skill point cost (i.e. 2 points per skill
rank). The maximum rank of non-core skills is
determined normally. For example, a 2nd- level Fast/
Lst-level Strong synthetic hero with Fast core skills is
permitted to have Handle Animal at 6 ranks, provided
that the hero has paid 12 skill points for it as a cross-
class skill. Synthetic characters may expand their list
of core skills with the Expanded Programming feat
(see “Feats,” below).

In addition, synthetic characters cannot choose
certain feats after initial character generation,
particularly those that represent personality
development. The following feats cannot be chosen
after character generation:

Animal Affinity, Athletic, Attentive, Cautious,
Confident, Creative, Deceptive, Educated, Endurance,
Focused, Improved Damage Threshold, Iron Will,
Meticulous, Nimble, Studious, Trustworthy.

Synthetic characters may overcome this
prohibition by taking the Spontaneous Algorithm
feat (see “Feats,” below).

Hardwired Allegiances: When the character is
created, the player must, with the help of the GM, create
the synthetic character’s initial allegiances. These
allegiances, and the goals and attitudes they imply, are
hardwired into the synthetic character and can never be
changed. If, during the course of its adventures, the
character is forced to choose between an allegiance and
another goal (such as supporting the rest of the party),
the character must make a Will save at DC 30. Failure
indicates that the character remains true to itsallegiance.

BASIC CLASSES

The heroes of the Gamma Age possess the qualities
that are renowned in the heroes of all the ages: strength,
prowess, endurance, cunning, wisdom and leadership.
The d20 Modem game system's basic classes (the Strong,
Fast, Tough, Smart, Dedicated, and Charismatic heroes)
quantify these heroic qualities.

PRE-CAMPAICN
DEVELOPMENT

A character’s ability scores, genotype and
occupation can be thought of as a foundation upon
which the structure and facade of the character will
be built. This construction continues for as long as
the character is played (through the level-gaining
process). In the beginning, however, the character
must have at least a frame upon which to build.

Gamma World heroes start the game as 3rd-level
characters. Each level represents a stage in that
character's life and the challenges that were overcome
to reach the next stage. For some characters, st-level
might have stretched over a decade as the character
herded cartle, and the higgest challenges she faced
were stray calves. Another character, however, might
have been forced to defend that herd against
monstrous mutant wolves and bandits (or monstrous
mutant-wolf bandits), moving from one character
level (and life stage) to the next rather rapidly.

FIRST LEVEL: WHAT | WAS

The most important choice a player makes when
devising her character’s background is the character’s

1st-level class. First level represents the culmination of
the character's early and adolescent life (or sometimes
longer). The character’s natural talents (ability scores),
ethnic or racial group (genotype), and early training
(occupation) are all defining factors in determining
whar kind of hero (1st-level basic class choice) the
character will be. Remember that characters gain four
times as many skill points, as well as bonus feats, at st
level. This is precisely because the achievement of 1st
level in a basic class represents a lifetime of growth.

Every player should consider his choices when
choosing what basic class and occupation to take
at his character’s st level. While it is easy to choose
the class or occupation with the best feats or most
skill points or highest saves, it is much more
sarisfying to make a choice that is meaningful to
both the character’s background and future.

SECOND LEVEL: WHAT | BECAME

The transition from a lst-level character — an
exceptional but essentially normal “person” — to a
Ind-level character occurs when the character has
overcome personal challenges. When determining
what class to take for the character’s 2nd level, whether
to remain with the same class or to branch out, the
kinds of challenges the character overcame will be of
utmost importance. Whereas “lIst level” asked the
player to consider the character’s background in an
abstract, distant way, “Znd level” asks the player to
look ar the character’s past more immediately and
directly. What events pulled the character out of
normal life and set her feet on the hero'’s path!?
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THIRD LEVEL: WHAT | AM

A 3rd character level is the culmination of pre-
campaign development. As with the previous choices,
it should reflect the character’s background,
experiences and personality. However, this level also
represents what the character is at the start of play,
and perhaps where the character is going. Players
should consider both story-driven reasons (such as
what events transpired that propelled the character
to 3rd level) and mechanical ones (such as
prerequisites for feats and advanced classes) when

making this choice.

BASIC CLASSES

While the basic classes remain largely unchanged
from d20 Modemn, some unique elements of Gamma
World demand modifications in certain areas.

EXAMPLE HEROES

The Gamma Age is a very different place from
the modern world. The kinds of individuals who
are representative of the class are listed here.

AKX UXY

CLASS SKILLS

Certain skills that were common and easily
acquired in the modern world are no longer so in
the Gamma Age. In some cases the opposite is true;
skills once thought archaic by modern people prove
more important than ever in the Gamma Age. Each
class has a new class skill list reflecting those
differences. Note, however, that all classes retain
the same number of skill points per level.

BONUS FEATS

The list of feats from which the character may
choose class-based bonus feats is presented here,
modified by the unique nature of the Gamma World
setting. New feats presented in this book are
denoted with an aserisk (*).

NEW TALENT TREE

Each class gains an additional talent tree which
is specific to the Gamma World setting. The tree
is detailed here; all rules regarding gaining and using
talents remain unchanged from d20 Modem.

THE STRONC HERO

7

EXAMPLE HEROES

In the Gamma Age, Strong heroes are well
represented among the laborers and soldiers of the
world. Teamster, raider, pit fighter, freedom fighter
and street thug are all common careers for the
Strong hero.

CLASS SKILLS

The class skills for Gamma World members
of this class and the key ability for each are:

Climb (Str), Craft (metalworking, structural)
(Int), Handle Animal (Cha), Intimidate (Cha),
Jump (Str), Knowledge (gossip, streetwise, tactics)
(Int), Profession (Wis), Repair (Int), Speak
Language (none), Swim (Str).

BONUS FEATS
Bonus feats gained at 2nd, 4th, 6th, 8th and
10th level must be chosen from the following list,
and the character must meet any prerequisites.
Action Hero*, Animal Affinity, Archaic
Weapons Proficiency, Armor Proficiency (light),
Armor Proficiency (medium), Armor Proficiency

(heavy), Athletic, Blind-Fight, Brawl, Cleave,

) Combat Martial Arts, Combat Reflexes, Great

Cleave, Heroic Focus*, Improved Brawl, Improved
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Combat Martial Arts, Personal Firearms Strong as an Ox 11: The Strong hero's carrying

Proficiency, Power Attack, Weapon Focus. capacity increases as if the character were one size
category larger. For example, a Medium character

STRONG AS AN has the carrying capacity of a Large creature. This

OX TALENT TREE ability stacks with Strong as an Ox L.

A Strong hero is capable of not only great feats Prerequisite: Strong as an Ox 1.
of immedi.ate might, but also displays of stamina Strong as an Ox I1I: The character’s carrying
far exceeding those of other heroes. capacity is calculated as if she were quadrupedal

Strong as an Ox I: With this talent, a Strong  rather than bipedal. This ability stacks with both
hero has an increased carrying capacity. Add +4 to previous abilities. For example, a Medium mutant
the character’s Strength to determine his carrying  character with a 16 Strength and this talent has the
capacity (as per the rules presented in d20 Modern, carrying capacity of a 20-Strength, Large quadruped.
Chapter Four: Equipment, “Carrying Capacity”). Prerequisite: Strong as an Ox 1L
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THE FAST HERO

EXAMPLE HEROES COORDINATION
Fast heroes survive the perils of the Gamma Age TALENT TREE
by avoiding them. While Fast heroes are certainly The Fast hero has extremely good hand-eye

combat-capable and may represent snipers, martial  coordination and fine manipulation, making her
artists and other specialists, most Gamma World Fast  very effective in close-quarters combar and
heroes are focused on avoiding trouble rather than  delicate work.

starting it. Thieves of various sorts, from burglars to cattle

rustlers, make good Fast hero choices; sodo those who pwpmamtin g mme PG T AN N
catch them. Other Fast heroes can be found among | - )
those who put their skills to use entertaining the |
people of the Gamma Age with feats of agility: if

acrobats, dancers, clowns and daredevils. \

CLASS SKILLS

The class skills for Gamma World members \
of this class and the key ability for each are: f

Balance (Dex), Craft (mechanical, visual art) ’
(Int), Escape Artist (Dex), Hide (Dex),
Knowledge (gossip, streetwise) (Int), Move |
Silently (Dex), Perform (dance) (Cha), Profession |
(Wis), Ride (Dex), Sleight of Hand (Dex), Speak |

Language (none), Spot (Wis), Tumble (Dex). I| 7,

BONUS FEATS '

Bonus feats gained at 2nd, 4th, 6th, 8th and |
10th level must be chosen from the following |
list, and the character must meet any \
prerequisites. \

Acrobatic, Armor Proficiency (light), Combat |
Expertise, Combat Throw, Defensive Martial |
Aurts, Double Tap, Elusive Target, Focused, Heroic "
Focus*, Improved Disarm, Mobility, Personal '
Firearms Proficiency, Point Blank Shot, Snap
Shot*, Stealthy, Weapon Finesse. |

——



Nimble Fingers: The Fast hero gains a +2
competence bonus when using the following skills:
Demolitions, Disable Device and Sleight of Hand.

Fast Hands I: A Fast hero armed with a Tiny or
Small melee weapon may make an additional atrack
of opportunity each round, above and beyond those
granted by the Combat Reflexes feat (if any). The
player must spend 1 action point to activate this
talent; the character does not gain the bonus dice.

Prerequisite: Nimble Fingers.

AXK % XY

Fast Hands II: When armed with a Tiny or
Small melee weapon, the Fast hero'’s lightning-
quick reflexes allow him to negate an attack of
opportunity aimed at himself by making a Reflex
save against DC (10 + the total attack bonus of the
attacker). If the saving throw succeeds, the atrack
of opportunity is foiled, missing automatically; the
attempt does count against the attacker’s total
number of attacks of opportunity for the round.

Prerequisite: Fast Hands 1.

THE TOUCH HERO
EXAMPLE HEROES

The Gamma World is an unforgiving place, and
Tough heroes represent a surprisingly large portion
of the heroic population; former laborers, from
subsistence farmers to miners, can become Tough
heroes. So can the rarer but more exotic professional
athletes and “extreme” entertainers, bodyguards and
wasteland survivalists.

GAMMA WORLD PLAYER'S HANDBOOK
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CLASS SKILLS

The class skills for Gamma World members of
this class and the key ability for each are:

Climb (Str), Concentration (Con), Craft
(mechanical, metalworking, structural) (Int),
Handle Animal (Cha), Inrimidate (Cha),
Knowledge (gossip, streetwise) (Int), Profession
(Wis), Ride (Dex), Search (Int), Speak Language
(none), Spot (Wis), Survival (Wis).

BONUS FEATS

Bonus feats gained at 2nd, 4th, 6th, 8th and
10th level must be chosen from the following list,
and the character must meet any prerequisites.

\ Alertness, Athletic, Armor Proficiency
| (light), Armor Proficiency (medium), Brawl,

Confident, Endurance, Great Fortitude, Guide,
Improved Brawl, Improved Bull Rush, Improved
Feint, Improved Mutation Resistance™, Knockout
Punch, Mutation Resistance®, Power Attack,

CAST IRON STOMACH
TALENT TREE
The Tough hero can eat nearly anything, not
only gaining sustenance from it but also avoiding the
usual hazards of eating spoiled foods and even poisons.
Scavenger: The Tough hero can eat spoiled

|
( Streetfighting, Survivor®, Toughness.
1
|

/ foods without fear of disease or sickness. In the
- Gamma Age, where your next meal might have been

\  someone else’s enemy, this can be very helpful.

) Eat Anything: With this talent, a Tough hero
/ can survive on things not normally associated with
a nutritious diet: paper, bark, mud and even bits of
metal, Effectively, the character never needs to
’ make a Survival check to forage for food.
I Prerequisite: Scavenger.
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Cast Iron Stomach: The Tough hero gains a +4
bonus on Fortitude saves versus ingested poisons. Even
on a failed save, the character suffers only one-half the

normal ability damage (or other effects) of the poison;
a successful save reduces the damage to one-quarter.
Prerequisite: Eat Anything.

THE SMART HERO
EXAMPLE HEROES

Now more than ever, knowledge is power, and
those who possess it can become very powerful. All
societies have their lore keepers, from the tellers of
the moreau tribes to the archivists of the pure-strain
arcologies. Knowledge alone is usually not enough,
however, and those who apply knowledge are
equally important: scientists, engineers and
craftsmen of various kinds all contribute to their
communities through the application of knowledge.
Other examples of Smart heroes include criminal
investigators, military intelligence and planning
specialists and the bureaucrats who keep businesses,
organizations and communities running.

CLASS SKILLS

The class skills for Gamma World members of
this class and the key ability for each are:

Computer Use (data systems, operation
systems, artificial intelligence, biotech systems)
(Int), Craft (chemical, electronic, mechanical,
metalworking, nanotech, pharmaceutical,
structural, writing) (Int), Decipher Script (Int),
Demolitions (Int), Disable Device (Int), Drive
(Dex), Forgery (Int), Investigate (Int), Knowledge
(art, behavioral sciences, business, Earth and life
Sciences, history, physical sciences, politics, tacrics,
technology: archaic, technology: Pre-War,
technology: advanced, Technology: nanotech,
theology and philosophy) (Int), Navigate (Int),
Pilot (Dex), Profession (Wis), Read/Write
Language (none), Repair (Int), Research (Int),
Search (Int), Speak Language (none).

BONUS FEATS

Bonus feats gained at 2nd, 4th, 6th, 8th and
10th level must be chosen from the following list,
and the character must meet any prerequisites.

Builder, Cautious, Combat Expertise, Educated,
Gearhead, Improved Disarm, Improved Trip, Iron
Will, Lightning Reflexes, Meticulous, Personal
Firearms Proficiency, Scavenger*, Studious,
Systems Familiarity*, Tech Familiarity: Advanced®,
Tech Familiarity: Pre-War*, Vehicle Expert.

TECH SAVANT TALENT TREE

The Smart hero has an innate understanding
of machines and rechnology; she is capable of
comprehending new rypes of technology easily, and
even of modifying advanced technology.

Technophile: The Smart hero gets the benefits
of Tech Familiarity: Pre-War without having to take
it as a separate feat, even if she does not have the
normal prerequisites for the feat.

Technophile I1: The Smart hero gets the
benefits of Tech Familiarity: Advanced without
having to take it as a separate feat, even if he does
not have the normal prerequisites for the feat.

Prerequisite: Technophile.
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Savant: So deep is the character’s understanding
of technology that all Craft, Knowledge and Repair DCs
for creating, modifying or analyzing existing technology

DA ERD S A

are reduced by =5. Note that this also affects the cost
and time required to create and change items.
Prevequisite: Technophile 1.

THE DEDICATED HERO
EXAMPLE HEROES

Dedicated heroes are devotees of a particular ideal,
community, philosophy or even species. Among them
are religious disciples, from mutant shamans to synthetic
techno-priests, and activists such as the wandering
healers of The White Hand or the crusading Knights
of Genetic Purity. Sometimes the cause is more personal;
these Dedicated heroes are defined less by an
organization and more by a deeply held conviction.

CLASS SKILLS

The class skills for Gamma World members of
this class and the key ability for each are:
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Craft (pharmaceutical, visual art, writing) (Int),
Diplomacy (Cha), Handle Animal (Cha), Knowledge
(art, behavioral sciences, business, Earth and lite
sciences, gossip, physical sciences, politics, streetwise,
tactics, theology and philosophy) (Int), Listen (Wis),
Profession (Wis), Read/Write Language (none), Ride
(Dex), Sense Motive (Wis), Speak Language (none),
Spot (Wis), Survival (Wis), Treat Injury (Wis).

BONUS FEATS

Bonus feats gained at 2nd, 4th, 6th, Sth and
10th level must be chosen from the following list,
and the character must meet any prerequisites.

Advanced Firearms Proficiency, Alertness,
Archaic Weapons Proficiency, Armor Proficiency
(light), Armor Proficiency (medium), Attentive,
Blind-Fight, Deceptive, Educated, Heroic Focus™,
Iron Will, Medical Expert, Meticulous, Renown,
Surgery, Track, Weapon Focus.

ZEAL TALENT TREE

The Dedicated hero is driven by an unwavering
loyalty to a single group, ideal or religious belief. This
is referred to as his “focus” below, but in game terms it
is most often tied to the character’s allegiances. The
character can summon amazing inner strength to
accomplish goals in the name of his focus. This is a
considerable boon, and its use should be watched
carefully by the GM. Only allegiances the character
(and player) make an important part of the character’s
daily life should be considered a focus for the purposes
of this talent tree.

Unwavering Dedication: When attempting to
achieve a goal directly related to the character’s
focus, she gains a +2 morale bonus on Will saves
versus fear, Sense Motive checks, and level checks
to resist Intimidate attempts.

Righteous Action: The character adds an
additional die to his pool when spending an action
point to affect a roll that directly relates to his focus.

Prerequisite: Unwavering Dedication.

Zealot: The character is so dedicated to her focus
that the bonuses for Unwavering Dedication and
Righteous Action increase to +4 and +2d6, respectively.

Prerequisite: Righteous Action.
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THE CHARISMATIC HERO
EXAMPLE HEROES

Where strength of arms and arcane knowledge
may fail, a rousing speech or whispered secret may
prevail in the Gamma Age. Political speakers,
entertainers of various stripes, merchants and
peddlers, con-artists and gamblers are all examples
of Gamma World Charismatic heroes.

CLASS SKILLS

The class skills for Gamma World members of
this class and the key ability for each are:

Bluff (Cha), Craft (visual art, writing) (Int),
Diplomacy (Cha), Disguise (Cha), Gather Information
(Cha), Handle Animal (Cha), Intimidate (Cha),
Knowledge (art, behavioral sciences, business, gossip,
politics, streetwise, theology and philosophy) (Int),
Perform (art, dance, keyboards, percussion instruments,
sing, stand-up, stringed instruments, wind instruments)
(Cha), Profession (Wis), Read/Write Language (none),
Sense Motive (Wis), Speak Language (none).

BONUS FEATS

Bonus feats gained at 2nd, 4th, 6th, 8th and
10th level must be chosen from the following list,
and the character must meet any prerequisites.

Agile Riposte, Attentive, Confident, Creative,
Deceptive, Dodge, Educated, Frightful Presence,
[ron Will, Lightning Reflexes, Low Profile, Personal
Firearms Proficiency, Point Blank Shor, Renown,
Systems Familiarity*, Trustworthy, Windfall.

COMMUNITY LEADERSHIP
TALENT TREE

Charismatic heroes make skilled leaders and
orators. By inspiring confidence among the
populace and leadership of a community, a
character with this talent tree can affect whole
communities the way other Charismatic heroes
affect individuals. For more information regarding
community rules, see Chapter Four: Home Sector
and Beyond.

In order for the Charismatic hero to use any of
the following talents, the community in question must
hold an attitude of Friendly or Helpful toward the
character (see d20 Modern, Chapter Two: Skills, “Skill
Descriptions,” Diplomacy).

Community Spirit: The Charismatic hero is
capable of rousing feelings of unity and patriotism
among members of a community. By making a
successful Diplomacy check (DC 10 + the level of the

community), the character provides the community
with a +2 bonus on any one ability or skill check.

Pillar of the Community: As an important,
respected member of the community, the
Charismatic hero can lend his own strength to the
community when necessary. After spending an
action point, the character chooses one of the
community’s ability scores and replaces it with his
own corresponding ability score (for example,
replacing the community’s Force with the character’s
Strength). The effect lasts for 24 hours; during that
time the Charismatic hero may take no other action
than to directly support or lead the community.

Prerequisite: Community Spirit

Inspiring Leadership: The Charismatic hero
leads by example. When acting in the defense or
interests of the community, the Charismatic hero
can give one of her action points to the community
for use when it is needed most.

Prerequisite: Pillar of the Community
[ e O
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OCCUPATIONS

Gamma World characters can come from a great
variety of backgrounds, technological levels and
societies. The occupations listed below are generalities,
hinting at what the character was trained to do or
had been doing before embarking on an adventuring
career. There are as many kinds of scholars, for
example, as there are characters. Use these occupations
to provide more detailed backgrounds and personalities
for your characters, rather than limit them.

Each character gets a single occupation, even
if the character held a number of jobs in his past.
Once the character’s occupation has been chosen
and its benefits have been applied to the character,
it can never be changed. Any future “jobs” the
character holds do not provide the character with
the benefits of an additional occupation.

ADVENTURER

Adventurers in the Gamma World follow many
paths: Treasure seekers loot through the ruins of the
previous age, explorers cut new paths in changed lands,
and trophy hunters track down everything from land
whales to giant robots. While the adventuring lifestyle
may or may not provide great monetary rewards, it
does provide a wealth of experience.

Prerequisite: Age 15+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Climb, Demolitions, Disable Device, Drive,
Escape Artist, Intimidare, Jump, Knowledge (Earth
and life sciences, history, technology: archaic,
technology: Pre-War), Navigate, Move Silently,
Pilot, Ride, Spot, Survival, Swim, Treat Injury.

Bonus Feat: Select one of the following:
Archaic Weapons Proficiency, Brawl or Personal
Firearms Proficiency.

Wealth Bonus Increase: +1.

ARISTOCRAT

While the form it takes varies from place to place,
wealth is a universal aspect of society. The aristocrat
comes from a wealthy and often politically or socially
influential family or status. Pampered and bored, young
aristocratic men and women often seek entertainment
in the struggles and passions of the lower classes.

Prerequisite: Age 18+.

Skills: Choose one of the following skills as a
permanent class skill. If the selected skill is already

a class skill, the character receives a +1 competence
bonus on checks using that skill.

Diplomacy, Gamble, Intimidate, Knowledge
(gossip, history), or add a new Speak Language.

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +6.

ARTIST

Life in the Gamma Age is not so debased as to
undo humanity's greatest asset: the creative mind.
Painters, sculptors, fashion designers and writers are
only a few of the many kinds of creative
professionals in the Gamma World. Most artists,
however, must perform other work to survive, or
are supported by wealthy patrons.

Prevequisite: Age 15+.

Skills: Choose three of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Bluff, Craft (visual art, writing), Forgery,
Knowledge (art, history), Spot.

Wealth Bonus Increase: +2.

ATHLETE

Even as societies crumble and the world teeters
on the edge of oblivion, some needs are basic to
human existence: food, water, shelter and a good ball
game. Sports range from the corrupted remnants of
Pre-War games to recently invented spectacles.
Athletes of the Gamma World are mostly amateurs
playing in constantly shifting leagues between
multiple small communities, though some larger
societies do support professional sports.

Prevequisite: Strength 13 or Dexterity 13, Age 15+.

Skills: Choose three of the following skills as
permanent class skills. If a selecred skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Balance, Climb, Jump, Ride, Sense Motive,
Spot, Swim, Tumble.

Bonus Feat: Select either Archaic Weapons
Proficiency or Brawl.

Wealth Bonus Increase: +1.

BOSS

In the cities and protected communities, some
semblance of the old order remains. Less powerful
than the aristocrats and more skilled than the
laborers, the “bosses” are the managers, bureaucrats
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and business people who maintain what passes for
a middle class in the Gamma World.

Prevequisite: Age 21+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Diplomacy, Intimidate, Knowledge (art,
business, history, politics, physical sciences,
technology: Pre-War), Profession (bureaucrat,
management, business), Research.

Wealth Bonus Increase: +3.

CRIMINAL

This occupation includes con artists, burglars,
thieves, crime family soldiers, gang members, bank
robbers and other types of career criminals. In the
Gamma World, these things may not be illegal in
every saciety (some societies don't have laws arall);
hut what is criminal remains criminal, even if
dressed up by corrupt officials or anarchists.

Prevequisite: Age 15+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
honus on checks using that skill.

o T i e
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Disable Device, Disguise, Forgery, Gamble,
Hide, Knowledge (streetwise), Move Silently,
Sleight of Hand.

Bonus Feat: Select either Brawl or Personal
Firearms Proficiency.

Wealth Bonus Increase: +2.

ENCINEER

Engineers are scientists who, unlike scholars,
put their knowledge to work. They build bridges,
plan cities, dig mines and design locomotives.
Whether trained in the enclaves of the pure-
strain survivors or apprenticed under a wandering
Maker digging wells in wasteland villages,
engineers use the tools of science to rebuild the
Gamma World.

Prevequisite: Age 18+.

Skills: Choose three of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
honus on checks using that skill.

Computer Use, Craft (chemical, elecrronice,
mechanical, structural), Knowledge (Earth and life
sciences, physical sciences, technology: archaic,
technology: Pre-War), Repair, Research.

Wealth Bonus Increase: +3.
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ENTERTAINER

Like an artist or an athlete, the entertainer fills a
niche; more importantly, she provides a sense of release
and escape for the people of the Gamma World.
Jugglers, actors, dancers, singers, acrobats, storytellers
and musicians make up the majority of Gamma Age
entertainers. They often travel in large troupes,
moving from town to town in search of an audience.

Prevequisite: Age 15+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Balance, Bluff, Craft (visual art, writing),
Diplomacy, Disguise, Perform (act, dance, percussion
instruments, sing, stand-up, stringed instruments,
wind instruments), Sleight of Hand, Tumble.

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +2.

HEALER

Doctors, medicine men and field medics are all
considered healers in the Gamma World. The art
of medicine is both rare and valuable, and healers
must often travel long distances to reach their
patients. Most healers are well known in their
limited geographical region, and respected by even
the most unfriendly communities.

Prerequisite: Age 21+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Craft (pharmaceutical), Knowledge
(behavioral sciences, Earth and life sciences),
Search, Treat Injury.

Reputation Bonus Increase: +2.

Wealth Bonus Increase: +3.

HUNTER

Hunting is a highly prized skill in nearly all
Gamma World societies: simple subsistence hunters
provide food for needy communities; professional
beast hunters keep communities safe; and hunters
who make prey of intelligent beings might serve a
community’s darker needs. Hunting can be a
lucrative profession, as well.

Prerequisites: Age 15+.

Skills; Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.
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Climb, Handle Animal, Hide, Jump,
Knowledge (Earth and life sciences), Listen, Move
Silently, Ride, Search, Spot, Survival.

Bonus Feat: Select Archaic Weapons
Proficiency, Personal Firearms Proficiency or Track.

Wealth Bonus Increase: +2.

LABORER

Laborers form the backbone of society. They
work in factories and mines, or as farmers and
construction workers, and otherwise perform the hard
work that keeps life moving apace for the rest of the
population of the Gamma World. Some laborers
eventually become fed up and leave the dangerous,
low-paying work for the hope of something better.

Prevequisite: Age 15+.

Skills: Choose three of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Craft (structural or mechanical), Climb, Drive,
Handle Animal, Intimidate, Knowledge (Earth and
life sciences), Repair, Ride.

Wealth Bonus Increase: +2.

PRIEST

Ordained clergy of all persuasions, as well as
theological scholars and experts on religious studies
all fall within the scope of this starting occupation.
Faith in the Gamma World is often tied to the past,
and priests must often search the remnants of the
past to find a future for their flock.

Prerequisite: Wisdom 13+, Charisma 13+, Age 18+.

Skills: Choose three of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Decipher Script, Diplomacy, Intimidate,
Knowledge (art, history, streetwise, theology and
philosophy), Listen, Sense Motive.

Wealth Bonus Increase: +2.

SCAVENCER

A scavenger survives by picking clean the
remains of the old world. More than a simple pack
rat, the scavenger knows trash from treasure and
can navigate even the most treacherous ruins in
relative safety. Scavengers are often sought out as
guides into the ruins.

Prevequisites: Age 15+,

Skills: Choose three of the following skills as
permanent class skills. If a selected skill is already a
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class skill, the character receives a +1 competence
bonus on checks using that skill.

Climb, Decipher Script, Disable Device,
Knowledge (Earth and life sciences, history,
technology: Pre-War), Move Silently, Search, Spor,
Survival, Swim.

Wealth Bonus: +6. Note: This is a one-time
bonus occurring at character generation; once the
character is fully equipped, the Wealth bonus for
the Scavenger occupation drops to +0.

SCHOLAR

Knowledge is a powerful tool, and scholars are
those who have dedicated their lives to pursuing it.
While most would prefer to remain in their libraries,
surrounded by books, scrolls or data disks, most of
the knowledge humanity once held is out there,
buried in the ruins of Pre-War cities.

Prerequisite: Age 21+.

Skills: Choose three of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Computer Use (any), Craft (writing), Decipher
Script, Gather Information, Knowledge (art, business,
Earth and life sciences, history, physical sciences,
politics, tactics, technology: archaic, technology: pre-

war, theology and philosophy), Research, or add a new
Read/Whrite Language or a new Speak Language.
Wealth Bonus Increase: +3.

SOLDIER

Soldiers are a common and varied lot: the
impressed troops of a petty warlord, the trained
guardians of a survivalist enclave, the bands of
mercenaries little better than the raiders they are hired
to wipe out. Every society in the Gamma World utilizes
soldiers in one form or another, and often soldiers
continue fighting long after they have left service.

Prerequisite: Age 18+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a
class skill, the character receives a +1 competence
bonus on checks using that skill.

Climb, Demolitions, Drive, Hide, Knowledge
(tactics), Move Silently, Navigare, Survival, Swim.

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

Wealth Bonus Increase: +2.

SPY

The struggle for supremacy in the Gamma
World is not limited to overt warfare. On all sides
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of physical conflict — before, during, and after —
the use of subterfuge supports, or even replaces, the
use of guns. Sometimes freelancers hired on a
remporary basis, other times dedicated agents, spies
serve governments, causes and organizations,
trading in lies and worse.

Prerequisite: Age 20+.

Skills: Choose two of the following skills as
permanent class skills. If a selected skill is already a

class skill, the character receives a +1 competence
bonus on checks using that skill.

Bluff, Craft (visual art, writing), Decipher Seript,
Diplomacy, Forgery, Gather Information, Investigate,
Knowledge (gossip, politics, streetwise, theology and
philosophy), Research, Search, Sense Motive.

Bonus Feat: Select either Defensive Martial
Arts or Personal Firearms Proficiency.

Wealth Bonus Increase: +2.

SKILLS

COMPUTER USE

Trained Only

Computers were present in every aspect of
life before the fall of civilization. Since the Final
Wars, however, computers have become rare and
much coveted tools. While many remain
operational in hidden bases, archivists’
communities and technological socieries, most
inhabitants of the Gamma World never see a
computer, let alone use one.

In Gamma World, Computer Use is an
uncommon skill that cannot be used untrained. Due
to the wide variety of computer systems characters
might encounter, Computer Use has been divided
into several categories in a manner similar to the
Craft and Knowledge skills. Unlike those skills, a
character with Computer Use may attempt to use a
category of the skill she does not possess, but she is
considered untrained as (see d20 Modern, Chaprer
Two: Skills, “Using Skills,” Untrained Skill Checks).
Essentially, possessing ranks in one category of
Computer Use gives a character enough
understanding of computer systems in general to
try, while characters with no ranks in Computer
Use would not even know where ta begin,

The categories of Computer Use are Data and
Operation Systems, Artificial Intelligence and
Biotech Systems.

COMPUTER USE (DATA
AND OPERATION SYSTEMS)

This skill encompasses the use of computer
systems designed to store information and those
designed to run external systems (such as weapons
or remote rohots).

Data is recorded on various media, either
internal or external, and is accessible only using

specific kinds of hardware. With rhis skill, a
character can find data that has been hidden,
encoded, deleted or even physically destroyed, given
enough time and skill.

The following table lists DCs for retrieving data
from a computer system. Adding information to a
computer system is a simple task assuming the
character is authorized to do so; it does not require
a check. If the character is attempting to alter or
add information to a computer system without
authorization, the character must first defeat the
computer’s security (see d20 Modern, Chapter Two:
Skills, “Skill Descriptions,” Computer Use).

DC Example Data

10 Data is kept on a non-secure computer.

20  Datais kept on a system with minimum security.

25 Data is kept on a system with average security.

35  Datais kept on asystem with exceptional security.

40 Datais kept on a system with maximum security.

+5  The computer system has been damaged.

+5  The data was erased using conventional methods.

+10  The data is encrypted and the character failed
a Decipher Script skill check.

+10  The data was erased using advanced methods,
such as an EMP blast.

In addition to modifying and retrieving data
from a system, the character may attempt to take
control of the system and its remote components.
The DC for entering the system is based on the
security level of the system, as described above.
Once in the system, the character must make a
second Computer Use (data and operation
systems) check to modify commands sent to
remote components.
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DC  Example Command

5 Begin or cease normal operations

10 Delay the start or end of normal operations
by a small amount of time (10% of the time
of the normal operations). with a minimum
of 10 minutes.

15  Stop operations in mid-cycle.

20 Override security or safety protocols.

30 Self-destruct.

COMPUTER USE
(ARTIFICIAL INTELLICENCE)

The skill of working with artificial intelligence
(Al) is half computer operation and half
psychology. Self-aware systems, ranging from
security programs to synthetic life forms, operate
under recognizable patterns but also possess
creativity, resourcefulness and even impulsiveness.

Computer Use (artificial intelligence) works
exactly like using the Diplomacy skill (see d20
Modern, Chapter Two: Skills, “Skill Descriptions,”
Diplomacy) except it only applies to self-aware
machines. In addition, characters using this skill
may attempt to reprogram an Al, effectively
changing its personality to suit the programmer.
The following table presents example DCs and
changes that may be made.

DC  Reprogramming

20 Give an Al a new, compatible allegiance.

25  Remove an allegiance from an Al.

30  Givean Alanallegiance that is not compatible
with its previous programming.

35  Addordeleteacore programming command, such
as “Destroy all mutants.”

40  Fundamentally change an Al's programming,
including adding and removing skills.

COMPUTER USE
(BIOTECH SYSTEMS)

Due to the extreme complexity of manipulating
the genome (human or otherwise), specific
computer systems must be used for dealing with
biotech. This skill allows a character to operate such
systems (see d20 Modern, Chapter Two: Skills, “Skill
Descriptions,” Computer Use). Note that this skill
does not impart any training in biotechnology; the
skill Knowledge (Earth and life sciences) must be
purchased for that purpose.

CRAFT

Craft skills are the hope upon which the future
of the Gamma World rests. The ability to build and
use tools saved humanity from an animalistic
existence tens of thousands of years ago and it will
do so again, for humankind as well as its
descendants, in the Gamma Age. Because there are
many extremes of technological advancement
berween Gamma World communities, some
changes have been made to existing Craft categories
and some additional categories have been added.
Categories marked with an asterisk (*) are new.

CRAFT (ELECTRONIC)

Craft (electronic) includes the intricate wiring
required for building robots; computer-guided
vehicles and weapons; and other fusions of
mechanical and electrical systems. If an object is
mechanical as well as electronic, the DC for
producing it is increased by +5. However, the
character gains a +2 synergy bonus on the skill roll
if he possesses at least 5 ranks in Craft (Mechanical).

CRAFT (MECHANICAL)

This category of the Craft skill is expanded to
include steam-age technology, including clock
making; the creation of black-powder firearms; and,
of course, steam engines. The difficulties for creating
steam-age technological devices are the same as
more modern counterparts. Example: the DC for
creating a locomotive engine is the same (DC 30)
as it is for creating an airplane engine.

CRAFT (METALWORKINC)*

This skill includes such trades as blacksmithing,
weaponsmithing and metallurgy. Among less-advanced
communities, Craft (metalworking) is often the highest
form of technology; the tols produced using this skill,
ranging from swords and shields to plows and heavy
chain, mean the difference between life and death,

CRAFT (NANOTECH)*

Nanotech is arguably the most complex
technology. This skill allows characters to
manipulate nanotechnology and even create it.
Chapter Three: FX covers nanotech and the
application of Craft (nanotech) in detail.

CRAFT (PHARMACEUTICALS)

Craft (Pharmaceuticals) allows a character to
produce all manner of biotech drugs. Given the proper
materials, time and equipment, a character with this
skill can create mutagens, mutation inhibitors,
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genetically engineered pathogens and even entirely
new forms of life. Chapter Three: FX covers biotech
and the use of Craft (pharmaceuticals).

DRIVE
Trained Only

Drive works as presented in d20 Modern (see d20
Modern, Chapter Two: Skills, “Skill Descriptions,”
Drive). However, vehicles are uncommon in the
Gamma Age. Therefore, Drive cannot be used
untrained and is, in general, a relatively rare skill. Note
that Drive includes all land vehicles, including the
archaic vehicles presented in the Equipment section.

HANDLE ANIMAL

Handle Animal is a relatively common skill in the
Gamma Age, at least when compared to the modern
world. Individuals with this skill tend to be highly
valued, as they tame the animals that serve as guards,
laborers and companions in Gamma Age communities.

KNOWLEDCE

Like the Craft skill, the Knowledge skill
encompasses slightly different categories in Gamma
World than in d20 Modern. Some information has been
lost, while other information is new to the Gamma Age.
The following are the Knowledge skill categories used
in Gamma World, with details on each.

The DC of a Knowledge check is dependant
upon the rarity, not value, of the information.
Information dating from before the Finals Wars is
very difficult to obtain. Due to the lack of long-
distance communications systems, physical distance
from the point of information increases the

Knowledge check DC as well.

TABLE 2-I1: KNOWLEDGE SKILL DCS
DC  Type of Knowledge
5 Common Knowledge
10 Generally Available Information
15  Privileged/Uncommen Information
20 Confidential/Rare Information
25  Protected/Esoteric Information
+10  Information predates Gamma Age
—5  Information originates up to 25 miles away
+0  Information originates up to 50 miles away
+5  Information originates up to 100 miles away
+10  Information originates up to 250 miles away
+15  Information originates up to 500 miles away
+20  Information originates more than 500 miles away

AKX 4 XX

The various Knowledge (technology) skills
support the various Craft skills. When no other
Knowledge skills apply, the GM should consider
allowing a +2 synergy bonus for high Knowledge
(technology) skill ratings (5 ranks or more).
Obviously, whether a Knowledge (technology) skill
applies depends on the use of the Craft skill in
question: Knowledge (technology: Pre-War) might
not apply if a character is making a Craft
(metalworking) roll to create a sword, but
Knowledge (technology: archaic) might.

KNOWLEDCE (ART)

The study of art and art history is an esoteric
pursuit in the Gamma Age and relatively uncommon.
However, some archivists and scholars include the
study in their survey of the Pre-War world.

KNOWLEDCE
(BEHAVIORAL SCIENCES)

Behavioral Sciences includes rhe use and
application of psychology and sociology. When
applied to sentients of a different genotype than the
user, there is a—4 penalty on the skill roll. When the
object of study is a different type within the same
genotype, such as an android using the skill on a
cyborg, the penalty is only —2. Note that 5 ranks in
Knowledge (behavioral sciences) grants a +2 synergy
bonus on Bluff, Diplomacy and Intimidate checks.

KNOWLEDCGCE (BUSINESS)

The art of the deal remains largely the same,
even if commodities and currencies have changed
a great deal. Knowledge (business) covers business
theory, historical business models and, where
appropriate, business law. A character with 5 ranks
in Knowledge (business) gains a +2 synergy bonus
on Diplomacy checks when bargaining or
conducting business negotiations.

KNOWLEDCE
(EARTH AND LIFE SCIENCES)

In addition to biology, botany, geology, medicine
and other “common” earth and life sciences, this skill
covers the study of biotechnology and its
applications. With 5 or more ranks in Knowledge
(Earth and life sciences), the character gains a +2
synergy bonus on all Craft (pharmaceuticals),
Survival and Treat Injury checks.

Also, this skill includes the study of the
emergent life forms and environments of the
Gamma Age. This skill may be used to identify
plants, animals and environmental features. The
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hase DC for the check is 15, modified for distance
(see above) as it relates to the character’s homeland.

KNOWLEDCE (COSSIP)

Knowledge (gossip) covers both current events
and what amounts to popular culture in the Gamma
Age. Five or more ranks in Knowledge (gossip)
grants a +2 synergy bonus on all Reputation-based
recognition checks.

KNOWLEDCE (HISTORY)

The foremost form of scholarship in the Gamma
Age, particularly among pure-strain-human archivists,
is the study of history, both current and Final-Wars
era. Note that most historical information is
considered uncommon (see above), but the DC is also
usually heavily modified for time and distance.

KNOWLEDCE
(PHYSICAL SCIENCES)

The vast array of physical sciences includes
physics, mathematics, chemistry and engineering.
Unlike Earth and life sciences, the physical sciences
have not been drastically altered by the Final Wars.
Knowledge (physical sciences) checks, therefore, do
not suffer the standard DC increase for “information
predating the Gamma Age” as listed above. This
Knowledge skill is not often affected by disrance,
either. Note that 5 or more ranks in Knowledge
(physical sciences) gives the character a +2 synergy
bonus on Craft checks in the following categories:
chemical, electronic, mechanical and structural.

KNOWLEDGE (POLITICS)

This skill covers law and legislation, political and
governmental systems, and a general awareness of
current political events in the Gamma World, A
character with 5 or more ranks in Knowledge (politics)
receives a +2 synergy bonus on all Diplomacy checks
related to political maneuvering, including swaying
constituents and negotiating with other politicians.

KNOWLEDCE (STREETWISE)

This skill includes knowledge of both the
“street culture” of various large communities of the
Gamma Age and of the major players and events of
the underworld. This skill is particularly useful in
dealing with or rooting out criminal elements. Five
or more ranks in Knowledge (streetwise) grants a
+2 synergy bonus on all Gather Information checks.

KNOWLEDCE (TACTICS)

Knowledge (tactics) is the study of both
historical battles and generals, and tactical expertise

as it applies on the post-modern battlefield.
Characters with this skill may attempt to recognize
combatants by the tactics they employ (the check’s
DC is determined by the notoriety of the general,
ranging from 20 for a little-known warlord to 5 for
a would-be world conqueror).

KNOWLEDCGCE
(TECHNOLOCY: ARCHAIC)

This category covers technological innovations
that had once been replaced by superior technology
but that have seen a resurgence of use in the Gamma
Age, since most advanced technology remains
buried in the ruins of the old civilization.
Knowledge (technology: archaic) includes such
things as the catapult, rudimentary chemistry often
called “alchemy,” the use of gaslight and simple
applications of electricity, and up steam technology.
This skill is common among communities that have
built themselves up from near-barbarism since the
end of the Final Wars.

KNOWLEDCE
(TECHNOLOCY: PRE-WAR)

Pre-War technology covers a wide range of
technological applications, ranging from the internal
combustion engine and calculating machines at one
end of the continuum, to ion-powered rockets and
palm-sized supercomputers at the other. Essentially,
technology presented as “modern” in d20 Modem,
and some extrapolations thereof, are covered by
Knowledge (technology: Pre-War).

KNOWLEDCE
(TECHNOLOCY: ADVANCED)

The technological leaps that came out of the
Final Wars, before the implosion of civilization, are
considered advanced technology. Robotics,
artificial intelligence, energy weaponry, antigravity,
force fields and even teleportation all appeared
during this era. Note that neither nanotechnology
nor biotechnology are covered by Knowledge
(technology: advanced); nanotechnology has its
own skill, while biotechnology falls under
Knowledge (Earth and life sciences).

KNOWLEDCE
(TECHNOLOCY: NANOTECH)

Far and away the most advanced form of
rechnology the world has ever seen, nanotechnology is
in a class of its own compared to the other “era-based”
Knowledge (technology) skills. Because
nanotechnology is a marriage of everything from biology
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and computer science to robotics and guantum
mechanics, 5 or more ranks in Knowledge (trechnology:
nanotech) gives the character a +2 synergy bonus on
the following skills: Craft (nanotech), Knowledge
(Earth and life sciences) and Knowledge (physical
sciences). Note that Knowledge (technology:
nanotech) checks center around information that is at
least uncommon and almost always suffers the +10 DC
modifier for information predating the Gamma Age.

KNOWLEDCGE
(THEOLOCY AND PHILOSOPHY)

Knowledge (theology and philosophy) covers the
study of ethics and philosophical concepts, as well as
the study of specific religions, allegiances and practices.
A successful check (see Table 2-1: Knowledge Skill
DCs) gives the character a +2 competence borus on
Diplomacy rolls with a group whose religious or ethical
values are considered a community allegiance (see
Chapter Four: Home Sector and Beyond for more
information on communities).

PILOT
(AERIAL MOUNT) (DEX)

Trained Only

This is a separate skill from the Pilot skill. A
character uses this skill ro direct an aerial mount,
usually a winged creature of some sort (though some
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aerial mounts fly using other methods, such as
telekinesis). Otherwise, this skill functions exactly
as the Ride skill (see d20 Modern, Chapter Two:
Skills, “Skill Descriptions,” Ride).

READ LANCUACE

Literacy in the Gamma Age is not common,
particularly in communities that have regressed into
archaism. Literacy in the characrer’s native
language costs 1 skill point, while literacy in all
other languages costs 2 skill points.

REPAIR

The Repair skill works as normal in Gamma World,
but it is subject to penalties for unfamiliarity with
different levels and kinds of technology. Any character
attempting to use the Repair skill on an item or object
with a biotech, nanotech, or Pre-War descriptor suffers
a—4 penalty on the skill roll. The Tech Familiarity feats
(see “Feats,” below) remove this penalty; a community's
familiarity with the technology (as evidenced by the
appropriate community feat) also removes the penalty
(see Chaprer Four: Home Sector and Beyond).

The quality of tools the character has access to
when using the Repair skill also affects the
characrer’s skill roll. Refer to d20 Modern, Chapter
2: Skills and Chapter 4: Equipment for more on
tools and toolkits.
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RESEARCH

Research in the Gamma Age is much different
and more difficult than in the modern age. The
primary difference exists in the medium: Modern
research assumes the presence of an internet, as well
as carefully catalogued libraries and other archives.
It is rare for a Gamma World character to have
access to either, though some archivists’

‘communities possess intranet computer systems and

vast amounts of carefully collated hard data. Outside
of these rare instances, characters using the
Research skill find themselves rooting through
incomplete and often heavily damaged community
and personal libraries.

The lack of proper information sources increases
both the difficulty and the time required to use the
Research skill. The DCs for accessing various rypes
of information presented in d20 Modemn are increased
by +5. The modifiers listed under the Knowledge
skills apply to Research as well. In addition, the base
time for using the Research skill is increased from

1d4 hours to 2d6 hours.

SPEAK LANCUACE

The language families presented in d20 Modem
remain largely intact during the Gamma Age.
However, isolated populations tend to create
particular dialects, which can cause some problems
with communication between speakers of the same
language. Full comprehension of a spoken language
in Gamma World costs a total of 3 skill points. At
2 skill points, the character is fluent in the language
but does not know any of the obscure dialects. This
results in a—2 penalty on all Charisma-based checks
with a speaker of the dialect. For a single skill point,
a character can speak only an obscure dialect of a
language. The character suffers a -2 penalty on all
Charisma-based checks with any speaker who
cannot comprehend the dialect.

SURVIVAL

For those characters who brave the wastes and
wilderness between the communities of the Gamma
Age, there is no more important skill than Survival.
In addition to the difficulties listed in d20 Modern,
the following chart gives some specific Gamma

World difficulties and their DCs.

TREAT INJURY

In addition to the uses of the Treat Injury skill
presented in d20 Maderm, the skill has a number of
specific Gamma World applications.

TREAT RADIATION POISONING

While the exchange of tactical nuclear weapons
was relatively limited during the Final Wars, some
weapons were fired, and regions of dangerous radiation,
called“hot zones,” can be found all around the Gamma
World. In addition, nuclear reactors with failing or
destroyed safety measures, or whose Als have chosen
to keep living sentients at bay, can produce areas of
extreme radiation. Radiation poisoning occurs if the
exposed character fails a Fortitude save (DC is based
upon the severity of the radiation; see Chapter Four
for derails). Radiation poisoning can cause illness,
fatigue, lesions, cancer and ultimately death. By
making a successful Treat Injury check against the
same DC as the failed Fortitude save, the healer can
cleanse the affected character of some of the effects.
Each time the check is made successfully, the affected
character’s level of radiation poisoning is reduced by
one, and the character may make a new Fortitude save
at the new, lower DC. If he succeeds, the character is
on the road to recovery, and he will lose one level of
radiation poisoning each day until cured. If he fails
the save, the character is still poisoned, butat the new,
lower level; each day the healer may make a new Treat
Injury check at the lower DC.

DC  Situation

10 Identify bio- and nano-engineered plants and
animals.

15 Identify areas, food and water contaminated

by chemical pollution.

20 Identify areas, food and water contaminated by
radioactive pollution.

25  Identify areas, food and water contaminated
by bio- or nanotech pollution.

25  Finduncontaminated food and water ina chemically
contaminated area.

30 Decontaminate food and water from a chemically
contaminated area.

30 Find uncontaminated food and water in a
radioactively contaminated area.

35  Decontaminate food and water in aradioactively
contaminated area.

35 Find uncontaminated food and water ina bio- or
nanotech contaminated area.

40  Decontaminate food and water in a bio- or
nanotech contaminated area.

REVERSE MUTATION

Given the proper equipment and a quick
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by radiation, biotech and even nanotech with the
Treat Injury skill. The healer can only reverse
mutations that occurred no more than 1 day
previous for every 5 ranks in Treat Injury. To even
attempt the check, the character must have access
to a fully stocked Advanced Med Lab (available in
any community with Advanced Manufacturing, as
described in Chapter 4, and in well-preserved
medical facilities from before the Final Wars); a full
week's time is necessary to perform the proper tests
and procedures (this week under a healer's care does
not increase the DC of the Treat Injury check). At
the end of the week, the healer makes a Treat Injury
check against a DC based on the chart below.

If the check is successful, the patient is healed
of the targeted mutations. During recovery the
patient is extremely weak; after surgery, the patient
takes 1d6 points of temporary Strength damage and
1d6 points of temporary Constitution damage), and
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DC  Circumstance

20 Base Difficulty Class

+5  Each minor mutation to be cured

+10  Each major mutation to be cured

+5  Each day since the mutation took place

+5  Patient is a stock human

+10  Patient is a Mutant

—5  Patient possesses the Mutation Resistance feat

—~5  Patient possesses the Improved Mutation Resistance
feat (stacks with above)

-5  Advanced Med Lab is used

-5 Healer possesses at least 10 ranks in the Knowledge
(Earth and life sciences) skill.

is farigued for one week (-4 penalty on all vigorous
actions, including combat, and a -2 penalty on all
other actions).

FEATS

Feats represent the special skills, talents and
natural aptitudes characters can possess. Feats go a
long way toward rounding out a character outside
of game mechanics; a number of the d20 Modern
feats are descriptive and suggest personality traits.
In addition, feats can be used to develop a
character's background. Did the character grow up
in a protected, Final Wars era bunker? The
character should then have the feat Tech
Familiarity: Advanced by the end of pre-campaign
character development. Similar assumptions can be
made about weapon and armor proficiencies and
vehicle operation feats.

EXISTING FEATS

The following feats from d20 Modern have been
modified for use with Gamma World.

AIRCRAFT OPERATION

In addition to the types of aircraft listed, the
following classes have been added:

Dirigibles: Lighter-than-air aireraft, including
blimps, balloons and airships.

Howercraft: Low-altitude aircraft propelled by
turbines and other thrust-based engines, including
both military (hover tanks) and civilian (hover
cars) models used during the Final Wars.

EXOTIC FIREARMS PROFICIENCY

Many Final Wars era weapons are considered
Exotic Firearms for the purpose of this feat. See the
Equipment section, below, for specific weapon
descriptions.

SURFACE VEHICLE OPERATION

Inaddition to the vehicle classeslisted ind20 Modem,
the following vehicle classes are included under this Feat:

Archaic Vehicles: Carts, wagons and all other
muscle-powered vehicles. Note that while a Drive
check is needed to avoid hazards, a Handle Animal
check may be required to keep control of any beasts
of burden used to pull the vehicle.

Walkers: All surface vehicles thar rely on
mechanical “legs” for locomotion, including all
walkers listed in the Equipment section.

NEW FEATS
ACTION HERO

The character is a true hero, and has the action
points to prove it.

Benefit: A character with this feat receives an
additional action point every time she gains a
character level.

Special: Synthetic characters cannot take this feat.
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ARMOR PROFICIENCY
(ADVANCED)

The character is proficient with the use of
advanced armor.

Prerequisites: Armor Proficiency (heavy), Tech
Familiarity: Pre-War.

Benefit: In addition to the normal benefits of
Armor Proficiency [see the description of Armor
Proficiency (light) in d20 Modern], the character
may use advanced armor with no penalty.

Normal: In addition to the normal penalties for
using armor without being proficient, a character
using advanced armor without proficiency incurs a
—4 penalty on actions using the advanced armor’s
systems. See the Equipment section for details on
advanced armor.

ENHANCED PROCRAMMING

This synthetic-only feat allows a synthetic
character to increase the range of his core programming.

Prevequisites: The synthetic must be a multiclass
character,

Benefit: Synthetics with Enhanced Programming
may expand their core skills programming, When this
feat is taken, the character chooses a skill that is a
class skill for a character class he has at least one level
in, but is not one of the synthetic’s core skills (see the
Synthetic entry, above, for details). Thisskill becomes

a core skill for the synthetic and no longer costs 2 skill
points per rank. The cost change is not retroactive.
Normal: Normally a multiclassing synthetic
character must pay for any class skills from his second
class that are not core skills as cross-class skills.
Special: This feat may be taken multiple times;
it is applied to a different class skill each time.

HEROIC FOCUS

The character is cool under pressure, able to
stay focused despite distractions.

Benefit: By spending an action point, the character
may take 10 on a single roll, even in combat or other
distracting situations. The character does not gain any
other benefits from the use of this action point.

Special: This feat does not allow the character to
take 10 on a skill or roll that normally does not allow
it. It only allows a character to ignore circumstances
that normally prohibit the use of taking 10.

IMPROVED MUTATION
RESISTANCE

The character is not only resistant to the effects
of mutagens, but can actually recover from the genetic
damage caused by exposure to mutating agents.

Prevequisites: Mutation Resistance, Constitution 15+.

Benefit: Characters who possess this feat gain a
+4 bonus on all Fortitude saves against mutation
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effects, tosurvive genetic surgery and all other saves
related to healing damage incurred from a failed
Fortitude save versus mutation. Its effects stack with
Mutation Resistance and Great Fortitude.

Special: Pure-strain humans may purchase
Improved Mutation Resistance without meeting the
prerequisites listed for this feat.

MUTATION RESISTANCE

The character is unusually resistant to the effects
of mutagens, either induced or environmental.

Prerequisites: Great Fortitude, Constitution 13+.

Benefit: This feat imparts a +2 bonus on
Fortitude saves against mutation effects. Its effects
stack with Great Fortitude.

NANOTECH ATTUNEMENT

The character can bond with and direct nanounits.
See Chapter Three for the details of nanotechnology.

Prevequisites: Pure-strain human with Wisdom
12+, Charisma 12+ and Constitution either 8- or
14+; stock human with Wisdom 13+, Charisma
13+ and Constitution either 8- or 14+; mutant
with Wisdom 14+, Charisma 14+ and
Constitution 6- or 16+, (Characters with unusually
weak immune systems can become "infected" with
nanotech incursions that moderately healthy
characters' bodies simply reject, while characters
with unusually strong immune systems can survive
and respond to incursions that would overwhelm
and kill most people.)

Benefit: The character may assemble an initial
pool of nanounits and begin creating nano effects.

PARACON

The character epitomizes the virtues of a single
basic class.

Prerequisites: 4th level in a single basic class, ability
score of 17+ in the primary ability for that class.

Benefit: When a character spends an action
point on an ability or skill check using the
character’s primary ability (for example, a Fast hero
making a Dexterity check), the character may add
her ability modifier twice, instead of rolling her
action point dice. Example: A 5th-level Fast hero
with a Dexterity of 18 spends an action point on a
desperate Balance check to run across a narrow log
over a deep ravine. The character has 8 ranks in
Balance. The player rolls a 9, for a total of 22. The
player doesn’t think this result is enough for her
character to avoid a plummet to his death, so she
spends an Action Point. Instead of rolling a d6 and
adding the result, she figures the character’s
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Dexterity bonus of +4 in again, for a result of 26.
The DC was 25, and the Fast hero makes it across.

Special: The character does not gain any other
benefits from the use of this action point.

PSIONIC POTENTIAL

An otherwise normal stock or pure-strain
human character can develop psionic talents.

Prervequasites: Total Intelligence, Wisdom and
Charisma modifiers equal to +4 or more.

Benefit: As the major positive mutation Psychic
Aptitude (see Chapter Three), but the character
does not experience any of the other benefits or
liabilities of mutant status.

SCAVENCGER

The character is proficient at finding valuables
among the many caches of pure junk littered
throughout the Gamma World.

Benefit: The character gains a +2 bonus on
Search checks, and +2 on Profession (junk dealer)
checks when attempting a to increase his Wealth
bonus. (Gamma World Wealth is covered under
“Equipment,” below.)

SNAP SHOT

This feat allows a character to react quickly to
oncoming attacks with a readied personal firearm.

Prerequisites: Personal Firearms Proficiency,
Point Blank Shot, base attack bonus +2.

Benefit: A character with this feat may make
an attack of opportunity with a personal firearm,
such as a pistol, if the following conditions are met:
the character has a readied personal firearm in hand,
an attacker enters one of the character’s threatened
squares, and the character is not threatened before
the attacker enters the threatened square. The
attack of opportunity must be made against the
attacker who entered the character’s threatened
square; this is counted against the total number of
attacks of opportunity the character may make ina
single round.

Normal: Characters may not normally make
attacks of opportunity with ranged weapons.

SPONTANEOUS ALCORITHM

A synthetic character with this feat overcomes
its core personality programming and is capable of
developing unique personality algorithms.

Prerequisites: Synthetic genotype, 4th-level hero.

Benefits: The synthetic character is no longer
prohibited from choosing certain feats after
character generation. This feat does not confer the
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benefits of any of the feats listed under the Narrow
Focus synthetic genotype trait, but it allows the
character to choose those feats normally.

Normal: Synthetic characters without this feat are
prohibited from choosing certain feats after character
generation (see “Narrow Focus” under the Synthetic
listing, above, for the list of prohibited feats).

SURVIVALIST

The character is resilient and tenacious, able
to live through environmental hatdships that would
kill lesser beings.

Prevequisites: Constitution 13+,

Benefit: The character gets a +2 bonus on all
Survival and Navigate checks. In addition, when
making Fortitude saves due to environmental
conditions, such as exposure to extreme cold or
heat, the character receives a +2 competence bonus.

SYSTEMS FAMILIARITY

The character is unusually skilled at analyzing
a particular kind of physical or social phenomenon.

Prerequisites: Any two Knowledge or
Technology skills at 5+ ranks each.

Benefit: The character gains a +4 competence
honus on analysis tasks involving the specified skills.
The character may take this feat multiple times,
specifying a different two skills each time.

TECH FAMILIARITY: ADVANCED

A character with this feat is intimately familiar
with the uses and workings of Final Warts era
technology, including biotech and nanotech.

Prevequisites: Knowledge (Earth and life
sciences) 5+ ranks, Knowledge (technology:
nanotech) 5+ ranks.

Benefit: The character gains a +4 competence
bonus when analyzing soultech and livetech.

TECH FAMILIARITY: PRE-WAR

A character with this feat is intimately familiar
with the uses and workings of pre-Final Wars
technology, especially that which was used in an
everyday capacity, such as personal vehicles, factory
machinery and household appliances.

Prerequisites: Knowledge (technology: Pre-War)
5 ranks.

Benefit: The character gains a +4 competence
bonus when analyzing hardtech.

For Systems Familiarity and both Tech
Familiarity feats, the descriptions of technology
types and rules for analyzing rechnology are found
in Chapter Six: The Gamma World Campaign.
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VITAL STATISTICS

While a character’s ability scores, genotype and
class levels define him mechanically, other
characteristics are used to more clearly describe the
character and his place in the Gamma World. The
character’s physical appearance, Reputation,
Wealth and allegiances are all a part of the
character, as important as feats and skills.

NAMES, NAMING
AND LANCUACE

Previous editions of Gamma World have
relied on a pseudo-fantastic linguistic decay to
make rhe names of people and things interesting:
New York became Nyork and Austin became
Awestone, for example, while podogs, katkins and
hoppers infested the wastes. While there is nothing
wrong with this method of naming, it can
sometimes cross the threshold of suspension of
disbelief and lessen the overall experience of
Gamma World for some players.

[n reality, languages change over time, with
new words introduced by both invention and
substitution. Societies with a great deal of contact
with outside cultures will see words from those
other cultures enter their vocabulary, while
isolated groups will internally refine their language
until a unique dialect develops. Gamma World
tends to be more full of the latter than the former,
giving rise to a large number of dialects even in
an area where a single, common language was
previously spoken.

In addition, linguistic drift occurs over time,
the sounds of vowels and consonants changing in
predictable ways. The following charts show how
English vowel sounds have shifted over the last five
hundred years and how consonants change in
pronunciation over time. They provide a starting
point for players and GMs who wish to emulate
realistic linguistic drift.

Vowel Shifts

long e (beet) shifts to long i (bite)

long a (bait) shifts to long e (beet)
short a (bag) shifts to long a (bait)
low a (father) shifts to long a (bait)

shifts to au (pow)
shifts to long u (boot)
shifts to long o (boat)

long u (boot)
long o (boat)
au (pow)

CONSONANT SHIFTS

When using the following chart, begin
with the original language consonant sound
and move one step right on the chart for each
shift. You should note that after three shifts,
a consonant’s pronunciation returns to its
original, creating a predictable linguistic
pattern. Players and GMs can use this pattern
to create interesting sounding names for
people, locations and items in the setting.

Original First Second Final
Shift Shift Shift

f b p f;

th d t th

h g k h

Players and GMs alike should keep in mind
that, for the most part, all the languages that are
common in the modern day survived in one form
or another into the Gamma Age. The vowel and
consonant shifts, and other methods of renaming,
can be applied to non-English names and words as
well as English ones.

ACE

Most people of the Gamma Age lack many of
the basic amenities that we take for granted in the
modern era. Due in large part to a lack of sanitary
conditions and easily available, reliable medical
treatment, the age categories in Gamma World are

somewhat shorter than those presented in d20 Modern.

Age Category Years
Young Tto 1l
Young Adult 12to 15
Adult 16 to 31
Middle Age 32 to 49
Old 50 to 67
Venerable 70 or older

Characters who live in advanced societies, such
as pure-strain human enclaves, use the age categories
presented in d20 Modern. Other humans and
mutants, including both natural and engineered
mutants, tend to be shorter-lived than their high-
tech counterparts: they become old at 39 years and
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venerable at 49 years. They mature at the same rate
as pre-Final Wars people, so that rites of passage to
manhood and womanhood and other activities that
require characters to leave childhood or adolescence
behind have the same age requirements as they would
in the 2 1st century. Most occupations have the same
age threshold as their pre-Wars counterparts, too.

HEIGHT AND WEICHT

In addition to lacking some basic medical
services, most characters living in the Gamma Age
eat a great deal less than their modern counterparts;
food is both less plentiful and less nutritious, and
more often than not the powerful are in possession
of the lion’s share.

Decreased nutrition tends to create people who
are smaller and lighter than those in more well-fed
societies. Reduce the Height Modifier for both male
and female characters from 2d10 to 2d8. This
automatically reduces the average weight of Gamma
World characters, so there is no need to reduce the
Weight Modifier as well. For characters who were
raised in an environment where food and resources
were plentiful (such as among the aristocracy of a
Gamma Age city-state), use the standard Height
and Weight Modifiers.

Of course, the average heights and weights
presented in d20 Modern, even as adjusted above,
only apply to pure-strain and stock humans.
Mutants may or may not hover around the human
average, with many mutants being explicitly larger
or smaller than normal. Generally, raller
characters are also broader, and smaller characters
are slighter; use the maximum Weight Modifier
for larger mutants and the minimum for small
mutants as a place to start. As always, let common
sense be your guide.

Synthetics vary greatly in size and weight, based
upon the materials from which the synthetic is built,
its intended purpose and its size. Roll height and
weight normally for a synthetic character, then
modify it as follows:

Situation Height Weight
Small %34 %2
Large x| x2
Light materials (ex: plastics) nla x3/4
Medium materials (ex: aluminum)  n/a x 1
Heavy materials (ex: steel) n/a x2
Light use (ex: scouting, pleasure)  x 1 x 1
Heavy use (ex: mining, combat) x 1 x2

ALLECIANCE

The d20 Modern allegiance system provides a
framework around which to build a character’s values,
motivations and goals. In Gamma World, allegiances
are more than theoretical descriptors for how a
character might act in a given situation; in many cases,
an allegiance is a literal oath made by a character to a
person or an organization with the resources and desire
to see that the character maintains that oath. Even
when the allegiance is more personal, such as to friends
or loved ones, the allegiance both provides a benefit
to the character and demands something in return.

Each category of allegiance grants certain

henefits to the character and places certain
limitations on the character. A limited, generic list

follows, with benefits and limitations appropriate

for most specific allegiances that fall within each
category. GMs should feel free to adjust the
advantages and drawbacks to better fit a specific
allegiance, using the ones presented below as
models, Remember that if all your players are
clamoring to join a certain allegiance you created,
though, you may want to look it over for balance.

COMMUNITY ALLECIANCE

Characters with a community allegiance place
the needs of their community above their own needs
and those of their immediate families and friends
(though in truth these needs often overlap).
Community allegiance drives characters to not only
protect their community, but to better it. Such
characters adventure as a means to accomplish these
goals; rather than digging through the ruins for fun
and profit, community-minded characters are in
search of arrifacts that will provide for their
community. Community allegiance, while certainly
unselfish, is not necessarily “good.” Characters
strongly connected to their home community and

dedicated to its improvement may not see any value

in neighboring communities, aside from what peace
or war, trade or pillage can provide for the character’s
home. Villains are as likely to have this allegiance
as heroes, and may even hold an allegiance to the
same community as the heroes, with very different
philosophies on how to achieve the same ends.

GMs can use a community allegiance to tie a
group of otherwise disparate player characters
together, or provide motivation for what would
otherwise be cardboard stock villains.

Benefits: When acting in the best interest of her
community, even for extended periods of time, a hero
can tap into strength she did not know she had. When
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on an adventure or mission that directly benefits her
community, a character with this allegiance gains a
+2 on all action point dice rolls, allowing up to a +8
from spending an action point. If a character spends
the action point for another purpose, such as activating
a talent or class ability, no benefit is gained.
Limitations: The Gamma World is an insular place,
where communities strive for independence and one’s
neighbors are viewed with (often well-eamed) suspicion.
Characters with a community allegiance suffer a —2
penalty on all Charisma-based checks involving
characters with an allegiance to another community.

ORGCANIZATIONAL ALLECIANCE

Similar to a community allegiance, allegiance to
an organization places the character as a part of a
greater whole, important only insofar as he is capable
of moving the organization toward its goals. It is in
these goals that the two differ, however. Communities
usually have few aims other than survival and perhaps
stable growth, Organizations, however, usually have
specific goals and possess the resources to pursue and
achieve those goals. Characters with allegiance to the
organization are among those resources.

Organizations that qualify for this allegiance
range wildly in size, scope and purpose. Examples
include trade organizations, mercenary armies,
scholarly institutions, secret societies, criminal
nerworks and exclusive clubs. Chapter Six: the
Gamma World Campaign presents some example
organizations, the Cryptic Alliances. These are not
the only such organizations in the Gamma Age,
but they provide a starting point for the players'
and GMs’ own imaginations. PCs with allegiances
to the same organization form a ready-made team
with similar goals and motivations.

Benefits: Organizations of any size tend to have
resources at their disposal. Characters with an
organization allegiance benefit from those resources,
gaining a one-time +4 Wealth bonus when the character
is created and an additional +2 Wealth bonus every time
the character gains a level, assuming the characrer
maintains regular contact with the organization and the
organization remains capable of doling out resources.

Limitations: Two main limitations present
themselves for characters with an organizational
allegiance, First, organizations have enemies, and
those enemies are shared by its members. Most
organizations require its members to possess some
method of identification — even if it is only a secret
handshake — and the organization’s enemies are
likely to recognize it as well. In addition, an
organization requires action of its members. The

organizational hierarchy will make requests or
demands of the characrer; failure to comply strips
the character of the benefits of the allegiance at
hest, and may cost much more.

PERSONAL ALLECIANCE

Some individuals dedicate themselves to a
single person or small group of people. Family or
loved ones, strong leaders or even those who serve
the character make good objects of personal
allegiance. By taking this allegiance, the character
actively chooses to place another person’s life (or
happiness or goals) before her own. Should the need
ever arise, a character with this allegiance will suffer
and even die to ensure the continued life, happiness
or success of the ohject of the allegiance.

PCs can be bound together by personal
allegiances. They may all be members of the same
family, or the last survivors of a destroyed
community. If only one character has this
allegiance, the character may be the guardian of
another, or even simply lovestruck. Non-player
characters (NPCs) may be found on either side of
the personal allegiance, depending on the nature
of the relationship between the NPC and the PC.

Benefit: So long as the object of the character’s
personal allegiance is somehow threatened, the
character receives a +1 bonus on all checks and rolls
made with the goal of alleviating the threat. This
should be an immediate threat: Going off to kill the
mutants that might attack the village where the object
of the allegiance lives is not sufficient, but going on
an adventure to locate the cure for a terrible wasting
disease suffered by the object of the allegiance counts.

Limitations: Characters dedicated to an
individual or small group are often easily swayed and
subject to the whim of that person or those people.
Characters with this allegiance do not roll when
confronted with an opposed Charisma check by the
object of their allegiance. Instead, the character is

presumed to have “rolled” a zero, and only ability

score adjustments, skill, ranks, base saves and other
circumstantial modifiers affect the opposed check.

THEOLOCICAL AND
PHILOSOPHICAL ALLECIANCE

Moral, ethical and religious belief systems
provide direction and support for characters in a way
that nothing else can, even a loved one or a strong
community. There are innumerable philosophies in
the Gamma Age. Some ancient ones survived the
Final Wars and much more through the ages. Some
have appeared since the End, created by a world that
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did not make sense when compared to the belief
systems of the ones before it.

This category of allegiance provides players
with a great deal of latitude. A philosophical
allegiance can be literally any belief, from a dogma-
heavy religion to a philosophy of racial superiority
to simple pacifism. The key to this allegiance is that
it is a strongly held belief, not a passing fancy; and
thar characters with this allegiance are motivated
to act (or not) by their beliefs. It is important that
GMs and players discuss allegiances of this type
thoroughly, since the GM must adjudicate the
character’s adherence to the belief in order to
determine the benefits of the allegiance (see below).

Benefits: The internalized nature of this
allegiance colors the character’s perception of the
world and fuels the character’s actions. As long as
the character is considered by the GM to be acting
within the tenets of the character’s belief system,
he may, once per game session, gain the maximum
benefit of spending an action point (usually +6),
rather than rolling his action point dice.

Limitations: If a character with a philosophical
allegiance acts contrary to that belief, or abandons
it, the character is considered to be suffering from a
crisis of faith. Until such time as the character
resolves the crisis, all action point expenditures cost

double the normal amount. For example, a
character that wishes to add dé to a d20 roll must
spend two action points instead of one. A crisis of
faith can only be resolved with time and roleplaying;
the GM is the final arbiter of when a crisis of faith
has been successfully resolved.

ALLECIANCES AND INFLUENCE

As noted in d20 Modern, characters benefit from
a +2 bonus on Charisma-based checks when dealing
with NPCs who share the character’s allegiance(s).
This works in reverse as well. Certain allegiances may
be opposed to one another, and if this is apparent,
characters suffer a —2 penalty on Charisma-based
checks involving the opposed NPCs.

ACQUIRINC ALLECIANCES

A character may acquire new allegiances during
play, based upon campaign events. Usually, acquiring
an allegiance is a choice players make for their
characters. The GM may, however, use anewly acquired
allegiance as a tool for keeping the PCs together, or
moving them toward a specific goal. As always, the
players and GM should discuss this beforehand and
make sure that it does not conflict with the characters’
allegiances or the campaign's goals.

Characters gain the benefits and limitations of
a newly acquire