
 

 

 
Chems 
Chem Cost Avail Complexity Duration Addict Description 

Antivenom 50 C 1 1d6h - User gets +4 to Vigor rolls to resist poisons 
Buffout 100 U 2 1d4+1m -2 Increases Strength, Agility, and Vigor 
Cateye 75 C 1 1d4+1h +2 User can see in the dark like a cat 
Daytripper 225 U 2 1d4+1h -1 User gains +1 Charisma and draws a cap 
Fixer 250 R 2 3d6h - Temporarily suppresses addiction effects 
Jet 25 C 1 1d4+1m -2 User reacts more quickly, then long euphoria 
Med-X 50 C 1 2d6+2m 0 +1 Toughness and reduce wound penalties 
Mentats 75 U 1 1d4+1h 0 +2 to some Smarts-based rolls, -2 to Notice 
Psurge 200 VR 3 1d4+1m -1 Psykers increase in power, regain power points quickly 
Psycho 50 C 1 1d4+1m -2 Gain the Berserk edge while in use 
Rad-Away 50 U 1 - - Removes one level of radiation-based Fatigue 
Rad-X 30 C 1 1d4+1h - Radiation Resistance increases by 4 
Steady 150 R 2 1d4+1m -2 Steady hands reduce ranged attack penalties 
Stimpak 40 C 1 1m - User heals one wound, gets +1 to soak rolls 
Super Stimpak 350 VR 3 1d4+1m - Natural healing roll once per minute and +2 to soak 

rolls while chem is in effect 
Ultra-Jet 250 VR 3 2d4+2r -4 User can act on two action cards per round, then long 

euphoria 
X-Cell 300 VR 3 2d6+2m -4 All attributes increase by one step, +2 to Pace 

 
Reading a Chem 
 
Cost: This is the cost of a single dose of the drug, in standard wasteland caps. 
 
Availability: How hard it is to find a dose of this drug. Rarity goes Common -> Uncommon -> Rare -> 
Very Rare, in increasing difficulty to find. Larger and better-supplied shops are more likely to have doses 
of a rarer chem. 
 
Complexity: Complexity measures how hard a chem is to make, and is used in the Chemist edge to 
determine which they can make and how much of it. If you’re not a Chemist, don’t worry about this 
number. 
 
Duration: This measures how long a single dose of the chem will last. Most last a random amount of 
time, usually from a few rounds to several hours. Users of a chem can feel when they’re starting to 
come down from the stuff, so this duration isn’t kept secret. 
 
Addiction: While these chems have powerful effects, most of them are addictive, and cause side effects 
for those who use them too much. Most chems have an Addiction rating. Users must roll Vigor, modified 
by the chem’s Addiction rating. If they succeed, they avoid addiction. If they fail, they become addicted 
to the chem. Addicts suffer a penalty listed in each addictive chem when they’re not on the stuff, such 
as a Buffout addict gaining the Mean hindrance. Every 24 hours the addict doesn’t get their drug of 
choice, they must make a Vigor roll, modified by the drug’s Addiction rating, or suffer a level of Fatigue. 
A character must continue making these checks for 1d6 days, minus the drug’s Addiction modifier. After 
that, they’ve successfully kicked the habit. For example, Eight Ball the raider is a Jet addict, and decides 



 

 

to go clean. He must make Vigor rolls at a -2 penalty (because of the drug’s Addiction modifier) for 
1d6+2 days in order to get that monkey off his back. Each failure on these rolls causes a level of Fatigue 
that can’t be recovered until he either uses Jet or kicks the addiction. A Cateye addict, on the other 
hand, rolls Vigor at a +2 bonus, and only takes 1d6-2 days to kick the habit. 
If there’s just a single dash for the Addiction rating of a chem, that means it’s not addictive, and the 
addiction rules can be ignored for it. 
 
Comedown: Powerful chems have an adverse effect on the user’s body when they wear off. Most drugs 
listed have a comedown effect, which occurs as soon as its duration ends. Some of these can be avoided 
with a successful Vigor roll, but most must just be suffered through. 
 
 
Antivenom 
Complexity: 1 
Duration: 1d6 hours 
Comedown: None 
 
Antivenom works throughout the body to counteract poisons and toxins, whether ingested, injected, or 
inhaled. Users gain a +4 bonus on Vigor rolls to resist poison hazards. 
 
Buffout 
Complexity: 2 
Duration: 1d4+1 minutes 
Addiction: -2 
Comedown: Vigor roll (with normal Vigor) or suffer a level of Fatigue for an hour; a critical failure on this 
roll results in two levels of Fatigue. If a character is Incapacitated by this Fatigue they take 2d8 damage, 
ignoring armor, as their body tears itself apart. 
 
Buffout is a powerful combat stimulant pill developed by the US military before the Great War. It was 
used by field troops during the Resource Wars, and is still manufactured today by raiders and mercs who 
feel they need an edge in combat. When taken, the user's Strength, Agility, and Vigor are increased by 
one die type, and they gain a +1 bonus to all Athletics, Fighting, and Intimidation rolls. 
Buffout addiction causes impotence and behavioral changes. Addicts have a hard time controlling their 
anger, gaining the Mean hindrance. 
 
Cateye 
Complexity: 1 
Duration: 1d4+1 hours 
Addiction: +2 
Comedown: None 
 
While under the effects of this chem, characters can see in the dark like a cat, ignoring all penalties for 
Dim and Dark lighting. However, they're also sensitive to bright light - in an area that's fully illuminated 
they have to wear protective eyewear or suffer a -1 penalty to all rolls. 
Cateye addiction is rare; there's no rush or pleasant feelings associated with the chem, and so it's used 
only when needed. When it happens it's due to a rare reaction that causes the user's eyes to form a 
dependency on the drug. Cateye addicts suffer the drug's penalty to actions in bright light at all times. 
  



 

 

Daytripper 
Complexity: 2 
Duration: 1d4+1 hours 
Addiction: -1 
Comedown: Regular users of daytripper report that they have unusually bad luck after they come down 
from the stuff, though medical experts scoff at the implausibility of a chem having that kind of effect. 
Randomly discard one Bottlecap at the end of daytripper’s duration. 
 
Daytripper is used by those looking to escape from the drudgery of the everyday world. It infuses the 
user with pleasant feelings, making them happier and more likable to those around them. Curiously, it 
also seems to make them luckier; while this makes no medical sense, more than one casino has banned 
anyone they believe to be a regular daytripper user. Upon taking this chem, users gain +1 Charisma, and 
draw a single Bottlecap when they take the drug. 
Daytripper addicts are often suggestible and even gullible; they suffer a -2 penalty to resist Speech rolls, 
Tricks, and Tests of Will. 
 
Fixer 
Complexity: 2 
Duration: 3d6 hours 
Addiction: None 
Comedown: The user may make a Vigor roll to remove any addictions they have (see the addiction rules 
for details). 
  
Fixer is a rare chem developed to aid those addicted to other chems. While under its effects, the user 
doesn't suffer the effects of their addictions - the side effects are suppressed for the duration. However, 
the drug does cause occasional bouts of dizziness and vision problems, as the Bumps and Bruises hazard 
on any turn in which the character acts on a Club for their action card. 
  
Jet 
Complexity: 1 
Duration: 1d4+1 minutes 
Addiction: -2 
Comedown: Euphoria and fatigue (2d4 hours of euphoria and one level of Fatigue for 8 hours; if this 
Incapacitates they go into shock and must roll on the Incapacitation table). 
  
Jet is a highly addictive post-War recreational inhalant that has spread from the NCR region across the 
Wasteland. Users experience a brief time dilation in which everything seems to slow dramatically, 
followed by a long period of euphoria and fatigue. During the initial phase of the drug, users have 
dramatically increased reaction time, and can draw an extra card on their action and act on the best (as 
the Level Headed Edge; if the user already has that Edge they gain another card). 
Once the initial phase of the drug has passed, users become passive and euphoric, gaining the Slow 
hindrance. Most spend the next few hours in a pleasantly blissed out state. The duration of this state 
decreases over time as the user uses more and more Jet; eventually this will cause them to overdose 
and die if left untreated. Addicts reduce the 2d4 hours of euphoria for 1 hour per week addicted, until 
eventually this only lasts a few minutes. Most addicts die before this as they overdose on the drug, 
chasing the euphoria until it kills them or causes permanent neurological damage. 
  
Med-X 



 

 

Complexity: 1 
Duration: 2d6+2 minutes 
Addiction: 0 
Comedown: Shakes and difficulty concentrating; -1 to all Agility and Smarts-based rolls for 1d4+1 hours. 
  
Med-X is a powerful pain killer, used in medical procedures as an anesthetic. It can also be used in 
combat situations to prevent the user from suffering the pain of his injuries, allowing him to fight on 
when he otherwise would succumb. Doing so, however, can be dangerous and habit-forming. While 
under the effects of Med-X the user gains +1 Toughness and ignores all Wound penalties. 
Med-X addicts have trouble regulating their body's pain response; in effect they are always in pain when 
not on the drug, and suffer a -2 penalty to all Soak rolls. 
  
Mentats 
Complexity: 1 
Duration: 1d4+1 hours 
Addiction: 0 
Comedown: Headaches, fatigue, and dry mouth (one level of Fatigue for an hour) 
  
Used primarily by students and scientists in the pre-War era, Mentats are a boon to anyone who needs 
to concentrate on a specific task. They boost mental acuity and memory and increase focus, though this 
can be dangerous to those who need to pay attention to the world around them. Users gain a +2 bonus 
to Common Knowledge, Research, Knowledge, and Tech rolls, but suffer a -2 penalty to all Notice rolls. 
Mentats addicts who aren't on the drug suffer headaches and distraction, and suffer a -1 penalty to all 
Smarts rolls and Smarts-based skills. 
 
Psurge 
Complexity: 3 
Duration: 1d4+1 minutes 
Addiction: -1 
Comedown: Psykers lose 2d6 Power Points, Vigor roll or suffer a level of fatigue for an hour 
 
This rare drug is doled out by the Alphas of Vault 41 to the other psykers. They use it to boost their 
abilities, allowing them to accomplish feats of power that they wouldn’t normally be able to manage. 
While on psurge, a psyker gets a +2 bonus to all Psionics rolls, and regains one Power Point per round. 
This creates a pretty visible change in the psyker as their power grows beyond their normal control - 
their eyes may glow, their voice echoes in the minds of everyone around them, or they float a few 
inches off the ground. Whatever the description, it’s clearly unnatural. 
Psurge addiction causes the user to experience contempt for non-psykers and an overwhelming 
confidence in their own power. They gain the Overconfident major hindrance. 
 
Psycho 
Complexity: 1 
Duration: 1d4+1 minutes 
Addiction: -2 
Comedown: -2 to all Strength-based trait rolls for 1d4 hours 
  
Psycho is a military combat drug, now manufactured across the Wastes by raiders and anyone who feels 
like they need an edge in a fight. It causes aggression and a feeling of power in the user. They gain the 



 

 

Berserk edge while this chem is in effect. A character that already has the Berserk edge that takes 
Psycho immediately goes berserk without having to roll. 
Psycho addicts who aren’t on the drug suffer the negative side effects of the Berserk edge, but don’t 
gain any of the combat benefits.  
 
RadAway 
Complexity: 1 
Duration: None 
Addiction: None 
Comedown: User must consume double normal water for the day or suffer from dehydration (see Thirst 
in SWD). 
  
RadAway is a pill designed to flush radiation from the user's body. It's not the most pleasant process - 
RadAway is, among its other effects, a powerful diuretic, so dehydration is a real risk when consuming 
the drug, especially in the deserts of the Republic. However, those who have to travel the wastes find 
it's good to have some on hand. Taking a dose of RadAway removes one level of radiation-based fatigue. 
  
Rad-X 
Complexity: 1 
Duration: 1d4+1 hours 
Addiction: None 
Comedown: None 
  
This pill is designed to bolster the body's resistance to radiation of all types. The user's Radiation 
Resistance increases by +4 while this is in effect. The side effects of this chem are minor; users report 
blurred vision and occasional numbness in the extremities. 
  
Steady 
Complexity: 2 
Duration: 1d4+1 minutes 
Addiction: -2 
Comedown: Headaches and blurred vision cause one level of Fatigue that goes away after 1 hour 
 
Steady is a highly addictive inhaled drug, favored by gunners and marksmen because of its ability to slow 
a user’s perception of time and calm their nerves, letting them easily line up the perfect shot. While 
under the effects of Steady, users can ignore 3 points worth of penalties to Shooting and Throwing rolls, 
letting them easily line up a headshot from long distances or hit a number of targets with an autofire 
spray. 
 Steady addicts that aren’t on the chem tend to have poor reaction time; they gain the Slow hindrance, 
drawing an extra action card and acting on the lower one. 
 
Stimpak 
Complexity: 1 
Duration: 1 minute 
Addiction: None 
Comedown: User must consume double normal food for the day or suffer from starvation (see Hunger in 
SWD). This continues to increase if you use more than one stimpak in a day, so if you use four stimpaks 
and don't eat any extra food, you have to make three Vigor rolls against hunger. 



 

 

  
Stimpaks are a common medical tool in the Wastes. It's an injected chem that stimulates the body's 
healing, causes almost instant clotting, promotes cellular regeneration, kills most bacteria and viruses, 
and otherwise allows the injured to survive just about anything. The user of a stimpak immediately heals 
one Wound. Additionally, they gain a +1 bonus to soak rolls for one minute as the chems run through 
their body, clotting wounds and keeping them healthy. 
The only downside of a stimpak is related to the increased resources the body uses to heal; each 
stimpak used increases the body's need for food dramatically. 
  
Super Stimpak 
Complexity: 3 
Duration: 1d4+1 minutes 
Addiction: None 
Comedown: The user must roll Vigor. On a success, they gain one level of Fatigue (which is recovered in 
an hour). On a raise, they deal with the drug well, and suffer no ill effects. On a failure on the roll, they 
suffer 2d6 damage. 
  
Super stimpaks are a more advanced version of the standard stimpak, flooding the body with medicine 
designed to promote healing and limit the effects of wounds. They may make a natural healing roll 
immediately when injected, and once per minute while the chem lasts. In addition, they gain a +2 bonus 
to Soak rolls while the super stimpak is in effect. 
  
Ultra-Jet 
Complexity: 3 
Duration: 2d4+2 rounds 
Addiction: -4 
Comedown: Euphoria for 2d4 hours and extreme fatigue (User must make a Vigor roll; with a Raise they 
take no Fatigue, on a success they take one Fatigue, on a failure they take two levels of Fatigue. Just like 
with Jet, incapacitation from this Fatigue causes a roll on the Incapacitation table due to neurological 
damage, and can kill.) 
  
Ultra-Jet is a purified and concentrated version of the common street drug Jet. Most users claim the 
highs from Ultra-Jet are even more intense; the time dilation effect from the initial effects are very 
strong, causing the world to move in slow motion for a minute or two before the user is hit with a wave 
of euphoria and exhaustion. During the initial phase of the drug, their perception of time is so fast that 
they draw two Action Cards each round and can act on both of them, as the Quickness power from 
SWD. 
Jet and Ultra-Jet are the same addiction; Ultra-Jet is a more concentrated version of the same drug, and 
Ultra-Jet addiction functions the same way as Jet addiction. It's just more likely to kill you quickly as you 
suffer more fatigue from it. 
 
X-Cell 
Complexity: 3 
Duration: 2d6+2 minutes 
Addiction: -4 
Comedown: X-Cell users suffer exhaustion when they come down from the drug; they must make a 
Vigor roll at their original Vigor. On a success, they suffer one level of fatigue; on a failure they suffer 
two. This fatigue is removed after an hour’s rest. 



 

 

 
X-Cell is a performance enhancing drug, most often used in professional sports before the Great War, 
and there have even been some scandals with bloodball players in the Republic of Texas in recent years. 
Users get a boost across the board - all of their Attributes are increased by a die type while on X-Cell, 
modifying their derived statistics as appropriate. They also gain a +2 bonus to their pace. 
X-Cell addicts tend to be listless and depressed, and suffer a -2 to all Spirit rolls when not on the drug. 
 
 
 


