
 

 

Melee Weapons 
Weapon Damage Weight Cost Avail Notes 
Bang Stick 3d6 2 5 U Must be reloaded after every attack 

Bayonet Str+1d6 1 25 C Two Handed (knife if not attached) 

Blade Str+1d8 4 25 C  

Blade, Big Str+1d10 8 50 C Two Handed 

Club Str+1d6 3 10 C  

Deathclaw Gauntlet Str+1d6 5 50 R AP 4, Parry -1 

Greatclub Str+1d8 10 15 C AP 2, Two Handed 

Knife Str+1d4 1 10 C Concealed, Thrown 3/5/7 

Knuckles Str+1d4 1 20 C Concealed, Unarmed Attacker 

Power Fist Str+1d6 3 75 R Parry -1, Raise Die 1d10 

Ripper Str+1d8 6 40 U Raise Die 2d4 

Spear Str+1d6 5 8 C Reach 1, Two Handed 

Staff Str+1d6 3 5 C Parry +1, Two Handed 

Super Sledge Str+1d10 15 125 R AP 2, Heavy Weapon, Min Str d8, Raise Die 
1d10, Two Handed 

 
Bang Stick: Originally developed to defend against aquatic predators, a bang stick is a shotgun 
shell on the end of a metal baton. On a successful hit, a pressure trigger fires the shotgun 
shell into the target struck, dealing significant damage. It must be reloaded (as an action) 
after each successful attack. If unloaded, it’s a poor weapon, dealing Str+1 damage. 
 
Bayonet: A blade affixed to the barrel of a gun, designed to stab. If affixed to a long rifle, it 
may be sufficient to grant Reach 1. If it’s not attached to a weapon, it can be wielded as a 
knife, though it doesn’t get a bonus to concealment, and cannot be thrown. 
 
Blade: A one-handed slashing or piercing weapon, bigger than a knife. Could be a machete, a 
Chinese sword, fireaxe, or similar weapon. 
 
Blade, Big: Like a blade, but bigger. This is usually a crude sword or axe, designed to be used 
with two hands. Swing for the fences. 
 
Club: A one-handed bludgeoning weapon, such as a baseball bat, tire iron, or claw hammer. 
 
Deathclaw Gauntlet: This is a glove affixed with the claws of a deathclaw, extraordinarily sharp 
blades capable of tearing through just about any armor. Unfortunately, a deathclaw gauntlet isn’t 
a very good defensive weapon. 
 
Greatclub: This is a large, two-handed bludgeon. Could be a parking meter that a super mutant 
pulled out of the ground to bash your head in with, a length of rebar, or other similar large and 
heavy bludgeon. 
 
Knife: A small blade, designed for slashing and stabbing. It’s a versatile weapon, easily 
concealed and balanced for throwing. These stats would be appropriate for something like a combat 
knife, scalpel, or switchblade. 
 
Knuckles: A small, easily-concealed weapon designed to reinforce the power of a punch, these are 
a set of metal rings that slip over the fingers and a grip that’s held in the fist. They are no 
better at parrying than your fists, though, so you count as an unarmed attacker when using them. 
 
Power Fist: This is a high-tech pair of gloves or a gauntlet that slams forward with pneumatic 
pistons when the wearer’s fist impacts something, delivering a blow capable of staggering even a 



 

 

raging deathclaw with a solid hit. It deals +1d10 damage on a raise, rather than the standard 
+1d6. 
 
Ripper: This is chainsaw blade mounted on a sword hilt. It’s a loud, fearsome weapon designed to 
tear through armor and flesh alike. A solid strike with a ripper allows it to rend and tear its 
target, dealing horrific mauling wounds. 
 
Spear: One of humanity’s first weapons, the spear is still used in the wastes today. Some are 
simple tribal weapons consisting of a piece of sharpened metal or stone affixed to the end of a 
staff, while others are high-tech boar spears made of carbon fiber shafts tipped with hardened 
steel, designed to hunt dangerous prey such as yao guai. 
 
Staff: A staff is a long stick or pole, usually used as a defensive weapon. 
 
Super Sledge: This is a hammer designed for modern combat, originally developed as a breaching 
weapon, designed to allow power armor soldiers to crack open a tank’s hatch to get at the crew 
inside. It contains a kinetic charge that vastly increases the power of any strike, making it 
capable of punching into even the most heavily armored of targets. 
  



 

 

Ranged Weapons 
Weapon Rng Damage RoF Cost Avail Wgt Shots Ammo Type Notes 

Primitive 
Bow 15/30/60 2d6 1 20 C 3 1 Arrow  

Crossbow 15/30/60 2d6 1 40 C 5 1 Bolt AP 2 

Pistols 
Gamma Gun 10/20/30 2d6R 1 125 R 5 10 Gamma Pack  

Heavy Pistol 12/24/48 3d4 1 100 C 6 8 Hvy Bullet AP 1 

Laser Pistol 15/30/60 2d6 1 250 U 6 24 Fusion Cell AP 2, Overcharge +1d6 

Light Pistol 12/24/48 2d6 1 75 C 3 12 Lt Bullet  

Plasma Pistol 12/24/36 3d6+2 1 600 VR 7 8 Plasma Cell AP 4, Fiery 

Submachine Gun 12/24/48 2d6 3 350 U 8 32 Lt Bullet Auto, 3RB 

Rifles 
Assault Rifle 24/48/96 2d8 3 400 U 10 24 Hvy Bullet AP 2, Auto, 3RB 

Gauss Rifle 30/60/120 2d8+2 1 1750 VR 10 12 2mm EC AP 8, Heavy Weapon 

Grenade Launcher 12/24/36 By Grenade 1 250 R 6 6 Grenades Damage and effects by grenade 

Hunting Rifle 30/60/120 2d10 1 250 C 10 8 Hvy Bullet AP 2 

Laser Rifle 18/36/72 3d6 3 700 R 12 36 2x Fusion Cell AP 2, Auto, Overcharge +1d6 

Plasma Rifle 15/30/60 3d8+2 1 1500 VR 15 12 2x Plasma Cell AP 4, Fiery 

Radium Rifle 15/30/45 2d10R 1 300 VR 8 16 2x Gamma Pack  

Tesla Rifle 8/16/24 2d10 1 750 VR 15 8 Fusion Cell Arcing, Electrical 

Varmint Rifle 18/36/72 2d8 1 125 C 8 5 Lt Bullet  

Shotguns 
Combat Shotgun 6/12/18 3d8-1d8 1 400 U 12 12 Shells  

Double-Barrel Shotgun 6/12/18 3d6-1d6 2 150 C 8 2 Shells  

Pump-Action Shotgun 6/12/18 3d6-1d6 1 250 C 9 5 Shells  

Heavy Weapons 
Fat Man 20/40/80 2d12 + 2d12R 1/3 2500 VR 40 1 Mini-Nukes AP 10, Heavy Weapon, Large Blast 

Template, Min Str d10, Snapfire 

Flamer Lg Spray 2d10 1 1200 VR 50 12 Flamer Fuel Fiery, Heavy Weapon, Spray 

Gatling Laser 18/36/72 3d8 5 2000 VR 20 200 Fusion Core AP 2, Heavy Weapon, Min Str d8, 
Snapfire, Suppress 

Incinerator 8/16/24 2d10 1 1200 VR 50 12 Flamer Fuel Fiery, Heavy Weapon, Med Burst 

Minigun 18/36/72 2d8 4 1500 VR  100 Lt Bullet AP 2, Heavy Weapon, Min Str d10, 
Snapfire, Suppress 

Missile Launcher 24/48/96 4d8 1 1500 VR 35 3 Missile Heavy Weapon, Min Str d8, Snapfire 

Plasma Thrower Med Spray 4d6+2 1 2250 VR 30 24 Plasma Cell AP 4, Fiery, Heavy Weapon, Snapfire 

 
 
Assault Rifle: This is a military automatic rifle, such as an M-16, Chinese Type 93 rifle, or the 
Russian AK-47. It has a sizable magazine and is capable of single-shot, burst, or automatic fire 
at good range, making it an excellent all-around weapon. These are prized guns, most often found 
in the hands of well-equipped military forces such as the Army of the Republic, the lower 
echelons of the Brotherhood of Steel, or well-equipped raider gangs like the Road Hogs. 
 
Bow: This primitive weapon still sees some use among tribals and hunters. Some find it useful as 
a stealthy alternative to a loud firearm, but its low stopping power makes it rare as a weapon 
for anyone who can do better. 
 
Combat Shotgun: Unlike a standard hunting shotgun, this weapon is designed for combat purposes. 
Before the Great War it was mostly used by military or police in urban warfare. Now, it’s a 
favored weapon for raiders and security forces across the wastes. It’s a shotgun with a clip or 
drum of ammunition, powerful enough to contend with the deadliest of predators. 
 
Crossbow: A slightly higher-tech version of a bow, fired more like a rifle. Its quarrels can 
punch through lighter armor, but it’s slow to reload. A few crafty individuals have made 
specialized arrows or quarrels for different purposes, such as poisoned bolts, grapnel arrows, or 
explosive tips. 
 



 

 

Double-Barrel Shotgun: Shotguns like this have been common in Texas for nearly four hundred 
years. It’s a simple breach-loading firearm, capable of devastating blasts that can easily kill a 
raider or a charging feral ghoul. It only holds two shots, though, so make them count. 
 
Fat Man: The pinnacle of personal firepower, this is a missile catapult designed to fire a small 
nuclear warhead. It explodes over a massive area, obliterating just about anything, including 
armor, buildings, and even the deadliest of opponents. It is bulky, slow to load, and dangerous 
to use, but there’s nothing like making a statement. 
 
Flamer: This is a chemical weapon designed to throw burning fuel all over a wide area. It’s a 
horrific weapon, designed as much to spread terror as to actually kill the enemy. Flamethrowers 
ignore non-sealed armor. Any target hit with a flamer must roll to see if they catch fire, as a 
spot fire (catching fire and spreading on 4+ on a d6). If they were hit with a raise, they’re 
automatically set on fire. 
 
Gamma Gun: Favored by the Children of Atom, this is a pistol that fires bursts of concentrated 
radiation. It’s a bit shorter range than a conventional pistol, and won’t do anything to many of 
the irradiated creatures of the Wastes, but those blessed by Atom seem to like it as there’s 
little danger of collateral damage for them. 
 
Gatling Laser: In many ways, this is the pinnacle of man-portable laser weaponry. It’s a large, 
multi-barrel laser cannon designed to punch through Chinese armor or heavy vehicles. Its 
impressive rate of fire allows it to put down a number of enemies, with each shot hitting harder 
than a laser rifle blast. It can also lay down suppressive fire in a large burst template. 
 
Gauss Rifle: This is a man-portable railgun, designed to hurl tiny metal projectiles at a speed 
well beyond even the most powerful chemical slugthrower. The 2mm EC shells fired by the gauss 
rifle can punch through even the breastplate of an X01 suit of power armor. For those rare few 
who can find or afford one, this is the most powerful direct-fire rifle available in the wastes, 
and is treasured as a sniper rifle. 
 
Grenade Launcher: Capable of launching grenades significantly farther than they can be thrown, 
this support weapon mostly shows up in old military stockpiles or in the hands of elite raiders. 
It fires grenades, using the same stats as the grenades below. A few also show up as underslung 
attachments; these have the same stats, except they have to be reloaded after each shot, and 
attach to another rifle-type weapon, most often an assault rifle or laser rifle. 
 
Heavy Pistol: A large-caliber pistol, such as a .44 magnum or Desert Eagle. A common sight in the 
Republic. The favored sidearm of the Texas Rangers is a heavy revolver pistol known as the 
Ranger’s Special. 
 
Hunting Rifle: For when you’d prefer to deal out death from a distance. This is a high-powered 
rifle with a long range and significant stopping power. Smart wastelanders outfit it with a scope 
so they can take care of an enemy before they’re even spotted. 
 
Incinerator: This is a flamethrower modified to fire congealed bursts of accelerant, giving it a 
longer range than a standard flamethrower. Its shots hit in a medium burst template, dealing 
damage and setting targets on fire like a flamethrower. 
 
Laser Pistol: Before the Great War, laser pistols were being produced in massive quantities, as 
they were being made the standard sidearm of the modern US soldier. As a result, the laser pistol 
is by far the most common energy weapon available in the wastes. It fires a beam of energy 
capable of causing severe burns. At the user’s option they can increase the power of the beam, 



 

 

increasing damage by 1d6, but costing two shots from the energy cell that powers the weapon. This 
can be changed without an action. 
 
Laser Rifle: A larger version of the laser pistol, with a more powerful beam and a rifle grip. 
Like its smaller relative, it can be overcharged, dealing an additional die of damage with each 
shot. This weapon is most common among the soldiers of the Brotherhood of Steel, who outfit every 
combat soldier with a laser rifle if possible. 
 
Light Pistol: The standard firearm of the Republic of Texas, this is a smaller-caliber pistol 
such as a Glock 9mm or a homemade pipe pistol. It is by far the most common firearm in the 
wastes. 
 
Minigun: This heavy cannon is a rapid-fire, multi-barrel slugthrower designed to tear through 
crowds of enemies or into heavily-armored targets. It’s man-portable, though barely so, and is 
quite rare to see it used by anyone outside of power armor. It’s also excellent at laying down 
suppressive fire, and can do so in a large burst template. 
 
Missile Launcher: This is a shoulder-mounted direct-fire missile launcher designed to deal with 
heavy threats such as power armor, combat robots, and tanks. The standard missile is AP 10 
against its direct target, and also deals damage against all targets in a medium burst template. 
 
Plasma Pistol: Plasma weapons are rare, as they were at the cutting edge of energy weapon 
development when the bombs fell. Today they’re mostly found among the soldiers of technological 
organizations such as the Brotherhood of Steel or the Enclave. It fires a bolt of superheated 
green plasma, held together by a magnetic sheath. The heat of the weapon tears through most 
armor. Targets hit by a plasma pistol may catch fire (as a spot fire; the fire catches and 
spreads on a 4+ on a d6). 
 
Plasma Rifle: A larger version of the plasma pistol, this weapon is treasured by anyone lucky, 
rich, or powerful enough to own one. It’s an accurate, powerful rifle capable of dealing horrific 
damage to even heavily-armored targets, and like the plasma pistol, targets hit by it may catch 
fire. 
 
Plasma Thrower: The plasma thrower is a large weapon designed to spray deadly plasma over an 
area. It fires like a flamethrower, but is capable of burning through even hardened troops in 
power armor. Targets in a medium spray template that are hit take the listed damage. On 4+ on a 
d6, they also catch fire, as a spot fire. 
 
Radium Rifle: A larger version of the gamma gun, the radium rifle is capable of projecting a 
powerful blast of radiation, causing severe cellular damage. It’s most often used by elite agents 
of the Children of Atom or the guardians of their holy sites. 
 
Submachine Gun: This is a compact automatic weapon, smaller than an assault rifle and designed to 
fire pistol rounds. It’s used most often by gangs or close-quarter troops who want something that 
can put down humans or other smaller threats, but against the larger creatures of the wastes it 
often doesn’t have the stopping power necessary. It can, in theory, be fired one-handed, though 
at a -2 penalty to all shots.  
 
Tesla Rifle: This is a specialized weapon designed to combat robotic troops during the annexation 
of Canada. It fires a massive electrical blast, capable of shorting out most robots, as well as 
electrocuting living opponents. Against a robotic target, this deals +4 damage (due to their 
electrical vulnerability) and counts as a heavy weapon. If the attack hits with a raise, make 
another Shooting roll against the nearest target within 3”; on a hit they are also hit for the 
tesla rifle’s full damage. If this target is also hit with a raise, the arc continues jumping 



 

 

around, ignoring targets that have already been hit. If there are multiple targets that could be 
hit, determine the target of the arc randomly. 
 
Varmint Rifle: This is a light rifle or carbine, designed to deal with lightly-armored targets. 
It’s common among raiders, farm hands, or small-town guards that can’t afford a larger rifle. It 
has a small clip that can be reloaded as a single action. 
 
Explosives 

Weapon Range Damage Area Cost Avail Notes 
 Grenades 
Cryo Grenade 5/10/20 2d6 Med Burst 200 Rare Entangle 
Flashbang 5/10/20 -- Med Burst 50 Common Stun 
Frag Grenade 5/10/20 3d6 Med Burst 100 Uncommon Heavy Weapon 
Molotov Cocktail 4/8/12 1d10 Small Burst 25 Common Fiery 
Nuka Grenade 5/10/20 3d12R Large Burst 750 Very Rare Heavy Weapon 
Plasma Grenade 5/10/20 3d8+2 Med Burst 350 Rare Fiery, Heavy Weapon 
Pulse Grenade 5/10/20 2d8 Med Burst 250 Rare Electrical 
Smoke Grenade 5/10/20 -- Large Burst 35 Common Smoke 
 Mines 
Bottlecap Mine -- 4d6 Large Burst 300 Uncommon  

 
Bottlecap Mine: This is an improvised explosive, similar to a larger fragmentation mine or 
claymore. It’s housed within a small box (often a lunchbox) and contains a small sensor, 
explosives, and hundreds of shards of metal, often made from bottlecaps. When the mine is 
triggered (by default, it’s triggered by anyone entering an armed mine’s space or any space 
adjacent to it) it detonates, sending a shower of shrapnel everywhere, dealing significant damage 
to everything in a large burst template centered on the mine. 
 
Cryo Grenade: This grenade coats the area around it in a powerful endothermic compound which 
leaches heat from the area and coats everything in a rapidly-forming layer of ice. The attacker’s 
Throwing roll is resisted by an Agility roll from each target. In addition to damage, if the 
attacker succeeds, the target is partially restrained and suffers a –2 penalty to Pace and skills 
and trait rolls linked to Agility or Strength. A raise restrains the target fully; he cannot move 
or use any skills linked to Agility or Strength. Each round, a restrained target may attempt a 
Strength or Agility roll to break free; others may also attempt to free them by making a Strength 
roll at –2. 
 
Flashbang: This is a nonlethal explosive designed to overwhelm the target’s senses with a 
brilliant flash of light and sound. Targets in the area must make a Vigor roll (-2 if the grenade 
was thrown with a raise.) Anyone that fails the Vigor roll is shaken; on a critical failure 
they’re either blinded or deafened for several minutes (50% chance of each.) 
 
Frag Grenade: This is a conventional explosive grenade, packed with shards of metal. 
 
Molotov Cocktail: While its name’s origin is lost to history, knowledge of this simple weapon is 
common throughout the wastes. This is a bottle filled with a flammable chemical, often a simple 
gasoline or even spirits, stuffed with a rag. One end is lit and then the whole thing is thrown; 
when it hits it explodes into a fiery mess, coating everything in a Small Burst Template. 
Everything in the area takes the listed damage, and also may catch fire (roll of 3+ on a d6 to 
catch fire or spread the fire.) 
 
Nuka Grenade: This large grenade carries within it a nuclear explosive. When thrown, it detonates 
in a large burst template, dealing 3d12 radiation damage to all caught within. Armor only helps 



 

 

those within if it adds to their radiation resistance, though they can dive for cover just like 
they would with any other grenade. 
 
Plasma Grenade: This grenade explodes with a burst of plasma, dealing damage as a heavy weapon 
and setting those within on fire on a roll of 4+ on a d6. 
 
Pulse Grenade: Pulse grenades release a powerful electromagnetic pulse on detonation, and were 
designed to fight robotic opponents during the annexation of Canada. They’re useful weapons 
against any opponent, but are most deadly to robots. They deal +4 damage to robotic targets due 
to their electrical vulnerability, and are heavy weapons to them. They also damage sensitive 
electronic components in the area, as determined by the GM, though military equipment is often 
hardened against such exposure. 
 
Smoke Grenade: Used mostly to generate cover, this grenade releases a large burst template of 
thick, concealing smoke. This blocks all visibility beyond a yard or two, creating a -6 
obscurement penalty for one minute. Unusually high winds may cause this smoke to dissipate in as 
little as a few rounds. These can also be used as signal grenades, as the smoke can be colored a 
variety of different shades when the grenade is made. 
 
Weapon Properties 
Suppressive Fire: Make a Shooting roll and place a Medium Burst Template on the battlefield. If 
you get less than a 4, it deviates as a grenade; otherwise it stays where you want. Targets in 
the area must make a Spirit roll modified by their current cover bonus (at a -2 if you succeeded 
with a raise on your Shooting roll). If they get a 1 or less, they are hit by the attack and take 
damage normally. If they fail the roll, they are Shaken and take a -2 penalty on Shooting and 
Throwing rolls for one round. If they succeed, they suffer a -2 penalty on Shooting and Throwing 
rolls for one round. On a Raise, they can ignore the effects of the Suppressive Fire template. 
The Suppressive Fire template remains in play until this character’s next turn; anyone entering 
or moving within the Suppressive Fire template must make the same Spirit roll. Making a 
Suppressive Fire attack uses five times the weapon’s RoF in bullets (so a RoF 3 assault rifle 
uses 15 bullets). 

 
  



 

 

Armor 
Armor Type Armor Cost Avail Weight Body Slots Notes 
Bulletproof Vest +2 250 U 8 Torso +2 Armor vs bullets 
Combat Armor +4 550 R 20 All  
Guard Armor +2 125 C 20 Head, Torso  
Leather +1 25 C 10 Arms, Legs, 

Torso 
 

Metal Armor +3 300 U 35 All  
Power Armor +6 3000+ VR 150 All Details vary between suits; this is the base 
Radiation Suit +1 150 U 5 All +8 Radiation Resistance 
Riot Shield +2 150 U 15 -- +2 Parry, +2 Armor vs ranged attacks 
Security Armor +3 400 R 15 All +2 Armor vs bullets 
Armor Mods       
Asbestos Weave  +100 U +2  +4 armor vs fire, cannot be set on fire 
Ballistic Weave  +200 U +5  +2 Armor vs bullets 
DenseWeave  +200 U +10  +2 Armor vs cutting attacks 
Lead-Lined  +100 U +15  +2 Radiation Resistance 
NBC Seals  +250 R +10  +4 Radiation Resistance, +4 vs some hazards 
Pocketed  +100 C +5  Increases carrying capacity 
Prism Shielding  +500 R +5  +4 armor vs energy weapons 
Reinforced +1 +50% C +50%  Increases base Armor by +1 

 
Bulletproof Vest: A relic of the Old World, this was originally designed to protect police 
officers. It’s a thick vest that can be worn under clothing, designed to resist bullet impacts, 
though it can help against other attacks as well. 
 
Combat Armor: This is a thick armor made for military use, made from interlocking ceramic or 
plastic plating. It’s lighter and easier to wear than metal armor and even more protective, 
though it’s not nearly as tough as even the lightest suit of power armor. This is a favored armor 
of Republic military forces, Brotherhood of Steel scouts, and elite raiders. 
 
Guard Armor: This armor is favored by small-town guards or bloodball players. It’s usually made 
from old sporting equipment or just reinforced clothing. It includes heavy padding or plates, as 
well as a sturdy helmet with a faceguard. It doesn’t include any protection for the arms or legs, 
however, so it’s often worn with leather armor to cover those areas. 
 
Leather: Usually made from brahmin or gecko hide, this is a light suit of armor, considered by 
most to be minimal protection for anyone venturing out into the Wastes.  
 
Metal Armor: Used by those who want significant protection, but can’t get power armor, this is a 
suit of metal armor, usually made from scrap or reforged metal and attached to leather or cloth 
backing. The full effect is similar to ancient plate armor – it’s quite protective against most 
weapons and small-arms fire, but it’s heavy and bulky. 
 
Power Armor: The pinnacle of personal defense, power armor was developed by the United States 
military in the decades before the Great War. It’s built around a powered frame that is 
reinforced with metal and composite ceramic plating. The wearer climbs inside the frame, which 
closes around him, amplifying his movements and offering significant increases to his strength, 
endurance, and durability. The most common model, the T-45, includes the frame, a helmet (which 
includes a small computer with a holotape slot and an encrypted military radio), and the armor 
itself. The frame, when powered by a fusion core, negates the weight of the armor and boosts the 
wearer’s Strength by two die types. A single fusion core will last about a week of standard 
usage; after that it must be replaced. 
For more detail on Power Armor variations, different models, and custom modifications, see the 
Power Armor document. 
 



 

 

Radiation Suit: This is a full-body, sealed suit designed to protect the wearer against nuclear, 
biological, and chemical threats. It includes a filter mask and a small store of oxygen, good for 
about two hours of use. While the suit is in working order, the wearer is immune to biological 
and chemical threats, and gains a +8 bonus to radiation resistance. This effect is lost if the 
suit is breached (if the wearer is wounded by an attack that would penetrate the suit, or if 
someone grapples the wearer and deliberately removes their helmet or filter mask). It’s possible 
to wear clothes or light armor (leathers or a bulletproof vest) under the suit. 
 
Riot Shield: This is a large rigid plastic or metal shield, designed to protect the wielder 
against melee attacks and projectiles. While in use, it increases the wearer’s Parry by +2 and 
grants +2 Armor against ranged attacks. The wielder can’t use their shield hand effectively for 
anything else. 
 
Security Armor: This rare armor was mostly used by police SWAT teams or military anti-riot 
troopers. Like a bulletproof vest, it’s made from Kevlar, but it’s also reinforced at strategic 
points with ceramic or metal plating sewn into the armor, and includes a full-body suit and riot 
helmet. 
 
Armor Mods 
The mods listed here can apply to any of the listed types of armor, though generally only one at 
a time.  
 
Asbestos Weave: This suit of armor is lined with strongly fire-resistant materials, and is 
designed to shed excess heat away from vulnerable areas of the wearer. They gain a +4 armor bonus 
against fire attacks, and cannot be set on fire. This can be applied to any type of armor that 
covers the whole body. 
 
Ballistic Weave: This armor is lined with Kevlar, providing increased protection against bullets. 
This can’t be applied to bulletproof vests or security armor, as they’re already made mostly from 
Kevlar. 
 
DenseWeave: DenseWeave armor is lined with a fine metallic chainmail mesh, designed to resist 
cutting attacks. Before the War, it was mostly used by divers to protect against aquatic 
predators, but now it’s valuable as a protection against raider’s blades and the creatures of the 
wild. The wearer gains +2 additional armor against low-impact attacks that cut or slash through 
the armor. 
 
Lead-Lined: While not as protective as a radiation suit, lead-lined armor helps to fend off the 
worst effects of exposure. To be effective, the wearer’s whole body must be covered. 
 
NBC Seals: Found almost exclusively in military armor, NBC (Nuclear, Biological, and Chemical) 
seals protect the wearer against a wide variety of possible dangers. NBC armor is sealed, and can 
only be applied to armor that covers the whole body. Sealed armor takes twice as long to put on 
or take off. In return, it grants significant resistance to radiation, as well as immunity to 
most disease and chemical attacks such as wandering too close to a plague victim or exposure to 
tear gas. Like a radiation suit, this protection can be lost if the suit is breached or ripped 
away from the wearer. 
 
Pocketed: This armor is just covered in pockets, pouches, straps, and other accessories designed 
to carry things efficiently. As such, the wearer’s Strength is treated as one die type higher for 
the purposes of determining their carry weight. 
 



 

 

Prism Shielding: Developed by Canadian roboticists before the Great War, this shiny lacquer 
protects the wearer from energy weapons by deflecting and absorbing the worst of the attack. It 
works against plasma and laser weapons, granting the listed armor bonus against such attacks. 
 
Reinforced: This armor has been reinforced with tougher materials. Perhaps it’s leather armor 
made from deathclaw hide instead of brahmin, or reinforced with metal plates in a few strategic 
locations. Whatever the cause, it’s a bit bulkier than other armors of the same type, but also 
more protective. 
 
 
Gear 

Item Cost Avail Weight Notes 
 Ammo 
 2mm EC 100/12 VR 1/36 Standard clip of 12 shots 
 Arrow 2 C 1/5 Can typically be re-used 
 Bolt 2 C 1/5 Can typically be re-used 
 Flamer Fuel 12/50 R 10 Canister of 12 shots (reload as an action) 
 Fusion Cell 50 U 1 About the size of a C battery, fits in laser pistol grip 
 Fusion Core 200 R 10 Can also power other equipment, like armor or vehicles 
 Gamma Pack 35 R 1 Standard canister for gauss pistol and radium rifle 
 Heavy Bullets 2 C 8/50 Cost is per bullet; weight is per box of 50 
 Light Bullets 1 C 5/50 Cost is per bullet; weight is per box of 50 
 Mini-Nuke 1000 VR 10  
 Missile 750 VR 8  
 Plasma Cell 85 R 1 Standard cell for plasma weapons; larger than a fusion cell 
 Shells 2 C 5/24 Cost is per shell; weight is per box of 24 
Stealth Boy 150 R 3 Single-use, lasts for five minutes (50 rounds) 
Geiger Counter 85 U 3 Notifies user of presence of radiation and strength nearby 
PIP-Boy 1000+ VR 2 Wrist-mounted multifunction computer 
Holodisk (blank) 25 U  Computer storage, can be used in terminals and PIP-Boys 

 
Fusion Cell: This small battery powers most personal electronics, in addition to its use in laser 
weaponry. It’s quite an efficient energy storage device; for most devices a single cell will last 
months or even years. Most cells are destroyed when used, but they can also be built to be 
rechargeable. Rechargeable fusion cells have two-thirds the power capacity (so will power 16 
shots in a laser pistol rather than 24, for example) but can be recharged at a high-tech charging 
station over the course of about eight hours. These cost three times as much as a standard fusion 
cell. 
 
Fusion Core: A small nuclear reactor in man-portable form, the fusion core powers larger devices 
such as power armor, gatling lasers, and some robots. A single fusion core generates considerable 
power; one will power a suit of power armor in the field for about a week. They’re unstable and 
can explode dangerously if not handled with care (Toughness 6, if breached it explodes in 1d4 
turns as a plasma grenade). They cannot be recharged outside of a nuclear power station. 
 
Stealth Boy: This miracle of technology was derived from Chinese stealthsuits. When activated, it 
surrounds the user in a field that distorts light around them, making them all but invisible. 
This functions as the invisibility power for a period of five minutes. Others who have a reason 
to look for the character may make a Notice roll at a -4 penalty to spot them; even if they see 
the Stealth Boy user, attacks against them are at a -4 penalty while the device is in use. 
Effects like fog, dust, electromagnetic pulses, water, and snow have been known to cause problems 
for the light-distortion field, so the user should avoid such obstacles. Some Stealth Boys are 
wrist-mounted; others are designed to be worn clipped to a belt, but either way they must be kept 
with the user, and cannot be handed off once activated. They can be deactivated manually. A 
Stealth Boy can only be used once. Repeated or prolonged use of Stealth Boys is known to cause 
schizophrenia. 



 

 

 
Geiger Counter: The telltale clicks of a Geiger counter have saved the life of thousands since 
the Great War. This handy device detects radiation; the louder and more frequent its clicks and 
squeals, the stronger and closer the radiation source. Cheaper models are directional, and must 
be held in the hand. Nicer models are belt-mounted or worn on the wrist, and alert the wearer 
automatically if they’re approaching harmful radiation levels. They’re powered by a single fusion 
cell, which lasts several years. 
 
PIP-Boy: This treasured device was at the cutting edge of technology when the Great War drove 
everyone into the Vaults. It’s a wrist-mounted computer, automapper, radio, transcription device, 
flashlight, Geiger counter, and holotape player. It’s rumored that every Vault got at least one 
crate of these, and several Vaults were so full of them that every adult there got one. While 
many have no doubt been lost to the wastes, finding a PIP-Boy is a dream for just about every 
scavver out there. One problem is that they can’t be removed forcibly from a living person – they 
can take it off, and you can take one from a corpse, but generally it’s easier to take the arm 
off than to pry one off an unwilling person. 
 
Holotape: This is a standardized portable storage device, capable of storing programs, 
recordings, text, or any other kind of digital media you could think of. More expensive holotapes 
can hold more, or might already have useful programs or data on them. 
 


