
 

 

 Aa_Template 

Description 
Attributes: Agility d, Smarts d, Spirit d, Strength d, Vigor d 
Skills:  
Charisma: ; Pace: ; Parry: ; Rad Resist: ; Toughness:  
Edges:  
Hindrances:  
Gear:  
Special Abilities: 

  
 

Wastelanders 
 
Raiders 
Raider Scum 
A basic raider. New to the exciting world of killing people and taking their stuff, but more dangerous 
than your average wastelander. 
Attributes: Agility d6, Smarts d4, Spirit d4, Strength d6, Vigor d6 
Skills: Athletics d6, Fighting d6, Shooting d6, Streetwise d4 
Charisma: -2; Pace: 6; Parry: 5; Rad Resist: 5; Toughness: 6 (1) 
Hindrances: Mean 
Edges:  
Gear: Leather armor, melee weapon, ranged weapon, 3d6 caps, 20% chance for minor loot draw 
Melee Weapons 
 Blade: Fighting d6, Damage d6+d8 
 Club: Fighting d6, Damage 2d6 
 Knife: Fighting d6, Damage d6+d4 
 Knuckles: Fighting d6, Damage d6+d4 
Ranged Weapons 
 Light Pistol: Shooting d6, Damage 2d6, Range 12/24/48 
 Varmint Rifle: Shooting d6, Damage 2d8, Range 18/36/72 
 
Raider Waster 
More experienced than raider scum, these men and women are hardened to the raider lifestyle and used to 
fighting for their survival. 
Attributes: Agility d8, Smarts d6, Spirit d6, Strength d6, Vigor d8 
Skills: Athletics d6, Fighting d8, Shooting d8, Notice d6, Streetwise d6, Throwing d6 
Charisma: -2; Pace: 6; Parry: 7; Rad Resist: 6; Toughness: 8 (2) 
Hindrances: Mean 
Edges: Block, Combat Reflexes 
Gear: guard armor, leather armor, melee weapon, ranged weapon, 2d6x5 caps, minor loot draw 
Melee Weapons 
 Bang Stick: Fighting d8, Damage 3d6 
 Bayonet (on rifle or shotgun): Fighting d8, Damage 2d6 
 Blade: Fighting d8, Damage d6+d8 
Ranged Weapons 
 Double-Barrel Shotgun: Shooting d8+2, Damage 3d6-1d6, Range 6/12/18, RoF 2 
 Frag Grenade: Throwing d6, Damage 3d6, Range 5/10/20, Medium Burst 
 Heavy Pistol: Shooting d8, Damage 3d4, Range 12/24/48 
 Hunting Rifle: Shooting d8, Damage 2d10, Range 30/60/120 
 Molotov Cocktail: Throwing d6, Damage 1d10, Range 4/8/12, Small Burst, Fiery 



 

 

 Submachine Gun: Shooting d8, Damage 2d6, RoF 3, Range 12/24/48, Auto, 3RB 
 
 

Raider Veteran 
The leader of a gang of raiders, rarely without a squad of lesser raiders at his command. 
Attributes: Agility d8, Smarts d6, Spirit d8, Strength d8, Vigor d8 
Skills: Athletics d6, Fighting d8, Knowledge (Battle) d6, Shooting d10, Notice d6, Streetwise 

d8, Throwing d6 
Charisma: -2; Pace: 6; Parry: 7; Rad Resist: 6; Toughness: 10 (4) 
Hindrances: Mean 
Edges: Block, Combat Reflexes, Command, Hold the Line!, No Mercy 
Gear: combat armor, melee weapon, ranged weapons, 1d3 chems (combat or healing), moderate loot draw 
Melee Weapons 
 Deathclaw Gauntlet: Fighting d8, Damage d8+d6, AP4, Parry -1 
 Power Fist: Fighting d8, Damage d8+d6, Raise Die +1d10 
 Ripper: Fighting d8, Damage 2d8, Raise Die +2d4 
Ranged Weapons 
 Assault Rifle: Shooting d10, Damage 2d8, RoF 3, Range 24/48/96, AP2, Auto, 3RB 
 Combat Shotgun: Shooting d10+2, Damage 3d6/2d6/1d6, RoF 3, Range 6/12/18, Auto 
 Laser Pistol: Shooting d10, Damage 2d6, Range 15/30/60, AP2, Overcharge +1d6 
 

Raider Templates 
These are variations on the basic raider templates presented here, to give encounters with raiders some 
more variety. Weapons listed replace what they have in their standard lists; other gear, skills, or edges 
are cumulative additions. 
 
Raider Psycho 

A melee-oriented, chem-addicted raider, more inclined to melee combat than most of his brethren. 
Decrease Shooting by two die steps; increase Athletics and Fighting by 1 die step. Add the Berserk 
edge and a few combat chems, including at least one dose of Psycho so he can go Berserk 
immediately. Carries ranged weapons of one step down in quality (Veteran>Waster>Scum; Psycho Scum 
don’t bother with ranged weapons at all.) 
 

Raider Wheeler 
A raider who’s more at home behind the controls of a vehicle. Reduce Athletics and Fighting by 1 
die type each; Driving is at least d6. Add the Ace edge. He’s probably behind the wheel of a 
vehicle of some sort - a motorbike, a converted car, a truck, or even a military vehicle for the 
Road Hogs. Witness him. 

 
Raider Heavy 

A raider with heavier armor and weapons than most others. Scum Heavies have metal armor made from 
scrap; waster or veteran heavies likely have combat armor or even power armor. Increase Strength 
and Vigor by a die type (and thus Toughness +1 before adjusting armor). Add either the Slow or 
Lame hindrance. Heavies also tend to have heavier weapons, as below. 
Scum Heavy: metal armor, pump-action shotgun or greatclub 
Waster Heavy: combat armor, grenade launcher or assault rifle, power fist, ripper, or super sledge 
Veteran Heavy: power armor (T-45 or T-51), minigun or missile launcher, ripper or super sledge 
 

Raider Pyro 
Pyros are raiders who think fire can solve all their problems. Increase Throwing by 1 die step and 
add the Pyro and Quick edges. 
Scum Pyro: Add 1d4+1 molotov cocktails; in melee fights with a flaming club (Str+d4+1 damage). 
Waster Pyro: Armor gains asbestos weave mod and a gas mask, add Quick Draw edge 



 

 

Veteran Pyro: Gains either 1d3 plasma grenades or a shishkebab ripper (as ripper with Smite power 
with fire trappings) or a flamer or incinerator 

 
Raider Survivalist 

Survivalists are the skilled specialists of a raider community, the ones who can find their way in 
the wilds and occasionally sneak up on their enemies and put a bullet in their heads from far 
away. Stealth and Survival both start at d6 and go up by 1 step per rank above Scum. Remove 
Streetwise. 
Scum Survivalist: Varmint Rifle with scope 
Waster Survivalist: Hunting Rifle with scope, Beast Master edge (loyal dog, gecko, bighorner, or 
nightstalker), 1d3 smoke grenades 
Veteran Survivalist: Assault Rifle or Hunting Rifle with scope, Wilderness Man edge 
 

Raider Techie 
Techies are raiders who have experience with technology and a pretty solid (if usually amateur) 
understanding of how to put things together. They’re the scavvers and repair-men of raider society. 
Reduce Strength by one die type and increase Smarts to at least d8. Tech starts at a d6. 
Scum Techie: Security Expert edge, add 1d3 basic gun turrets to the encounter. 
Waster Techie: Instead of 1d3 gun turrets add 1d3 robots (usually Mr Handys or Protectrons), laser 
turrets, or tech-based traps. Tech d8. 
Veteran Techie: Laser pistol or plasma pistol, Gadgeteer edge with a device that fits the 
encounter, and robots as Waster Techie. Tech d10. 

 
Citizens of the Republic 
The citizens of the Republic of Texas range from common farmers to cattle barons to the elite Texas 
Rangers who wander the land attempting to keep the peace. Most should be based on the existing archetypes 
listed in the Wasteland Archetypes document; here are a few that are more likely to come up. 
 
Settler 
This is a normal citizen of the Republic – a farmer, rancher, or unskilled laborer, used to living on 
their own or in a small community and defending it from whatever terrible things the Wastes throw their 
way. 
Attributes: Agility d6, Smarts d6, Spirit d6, Strength d6, Vigor d6 
Skills: Athletics d4, Fighting d4, Shooting d4, Survival d6 
Charisma: 0; Pace: 6; Parry: 4; Rad Resist: 5; Toughness: 5 
Gear: knife, broken light pistol (-1 to damage rolls), 2d6 light bullets, 2d6 caps 
 
Lawman 
A faded copper star shows that this is a keeper of the law of the Republic, perhaps a local sheriff or 
low-ranking member of the Rangers. 
Attributes: Agility d8, Smarts d4, Spirit d8, Strength d6, Vigor d6 
Skills: Athletics d6, Fighting d6, Intimidation d8+2, Notice d4, Shooting d8, Streetwise d4 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 5; Toughness: 6 (1) 
Edges: Connections (law enforcement), Strong-Willed 
Gear: copper star, knife, light pistol, box of ammo, leather duster 
 

Veteran Lawman 
The shiny silver star of a Republic Ranger sits on the chest of this seasoned lawman. 
Attributes: Agility d8, Smarts d6, Spirit d8, Strength d6, Vigor d8 
Skills: Athletics d6, Fighting d8, Intimidation d8+2, Notice d6, Research d4, Shooting d10, 

Speech d4, Streetwise d6 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: 6; Toughness: 8 (2), +2 vs bullets 
Edges: Connections (law enforcement), Quick Draw, Strong-Willed 



 

 

Gear: tin star, knife, heavy pistol (advanced receiver, +1 damage), box of ammo, reinforced Ballistic-
Weave leather duster 
 
Republic of Texas Soldier 
This soldier of the Army of the Republic is wearing pre-War combat armor and carrying an assault rifle. He 
looks capable and grim. 
Attributes: Agility d6, Smarts d6, Spirit d6, Strength d8, Vigor d8 
Skills: Athletics d6, Fighting d6, Intimidation d6, Notice d6, Shooting d8, Throwing d4 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 5; Toughness: 10 (4) 
Gear: assault rifle, 1d3 grenades (usually flashbang, frag, or smoke), 2 spare magazines, knife, minor 
loot draw 
Melee Weapon 
 Knife: Fighting d6, Damage d4+d6 
Ranged Weapon 
 Assault Rifle: Shooting d8, Damage 2d8, RoF 3, AP2, Auto, 3RB 
 
Iron Legion 
The Republic has managed to scavenge or rebuild enough suits of power armor to field a small group of 
soldiers equipped in power armor, generally T-45 or T-51 suits. They are usually deployed defensively, 
protecting sites or people important to the Republic. The President of the Republic always has a squad of 
Iron Legion members as his personal bodyguard. 
Attributes: Agility d6, Smarts d6, Spirit d8, Strength d8, Vigor d8 
Skills: Athletics d6, Fighting d8, Intimidation d8, Notice d6, Shooting d10, Tech d4 
Charisma: ; Pace: ; Parry: ; Rad Resist: ; Toughness:  
Edges: Combat Reflexes, Rock and Roll 
Hindrances:  
Gear:  
Special Abilities: 

  
 
 

Robots 
All the following robots have the following special abilities. 

 Construct: +2 to recover from Shaken; no additional damage from called shots; ignores wound 
modifiers, immune to disease, poison, and radiation. 

 Electricity Weakness: +4 damage from electrical attacks; electrical attacks are always considered 
to be Heavy Weapons. 

 
Gun Turret 
Turrets are autonomous weapon systems, programmed by a terminal to identify targets and then engage any 
enemies they see. They’re common in areas of high technology, such as ruins, Old World military 
installations, or even high-tech raider camps. Most mount a gun, though some advanced models use a laser 
weapon. 
Attributes: Agility d4, Smarts d4 (A), Spirit d4, Strength --, Vigor d8 
Skills: Notice d6, Shooting d6 
Charisma: 0; Pace: 0; Parry: 2; Rad Resist: --; Toughness: 7 (2) 
Special Abilities: 

 Armor +2: Turrets are equipped with basic armor, sufficient to protect their electronic 
components. 

 Gun Turret: The gun built into a turret varies based on its complexity. Basic turrets fire a gun 
similar in caliber and rate of fire to a varmint rifle (Shooting d6, Damage 2d8, Range 18/36/72, 
RoF 1). More powerful turrets mount an assault rifle (Shooting d8, Damage 2d8, Range 24/48/96, RoF 



 

 

3, AP2, Auto, 3RB) or even a minigun (Shooting d10, Damage 2d8, Range 18/36/72, RoF 4, AP2, Heavy 
Weapon, Suppress). 

 Immobile: Turrets are immobile, and have a Pace of 0. They are automatically hit by Fighting 
attacks. 

 Laser Turret: Some turrets are built with laser weapons instead of ballistic weapons, particularly 
if they’re built into an existing facility’s defensive measures. They typically mount a laser 
rifle (Shooting d8, Damage 3d6, Range 18/36/72, RoF 3, AP2, Auto) or a gatling laser (Shooting 
d10, Damage 3d8, Range 18/36/72, RoF 5, AP2, Heavy Weapon, Suppress). 

 Size -1: Turrets are fairly small. 

 Targeting Computer: Turrets are built with the targeting system robot modification, allowing them 
to ignore up to 2 points of penalties on Shooting rolls. 

 
Eyebot 
A floating recon drone, roughly spherical and about two feet across. It bristles with antennae, and a 
small laser juts from its underside. Eyebots are a common sight across the Wastes, usually serving as the 
eyes and ears of someone else far away. 
Attributes: Agility d8, Smarts d6, Spirit d4, Strength d4, Vigor d6 
Skills: Notice d8+2, Shooting d6, Tech d8 
Charisma: 0; Pace: 8; Parry: 2; Rad Resist: --; Toughness: 5 (2) 
Edges: Alertness 
Special Abilities: 

 Armor +2: Metallic exterior. 

 Fast: Eyebots roll a d10 when running instead of a d6. 

 Hover: While they’re not capable of true flight, hovering robots can float a few feet off the 
ground or over water. They ignore difficult terrain and don’t trigger most traps like land mines 
or tripwires. 

 Laser: Eyebots have a basic self-defense laser, with the same stats as a laser pistol. Shooting 
d6, Damage 2d6, Range 15/30/60, AP2. These lasers are powered by the eyebot’s reactor and don’t 
require energy cells, but can’t be overcharged like a normal laser pistol. 

 Radio Suite: Eyebots are equipped with a suite of communications and recording devices. Anything 
they perceive can be transmitted or recorded for later analysis. They can make a Tech roll to 
intercept or jam most forms of electronic and radio communication; if working against someone 
else’s attempts this would be an opposed Tech roll. 

 Size -2: As smaller creatures, eyebots suffer a penalty to their Toughness. 

 Small: Eyebots are small and agile; all attacks against them made by larger opponents suffer a -2 
penalty, and they get a +2 bonus on attacks against man-sized or larger targets. 

 
Protectron 
This bulky humanoid robot speaks with a buzzing, artificial tone. It is an all-purpose tool, used as a 
patrolling defense robot, an emergency responder, or in any other situation too dangerous to risk a 
human’s life. 
Attributes: Agility d4, Smarts d4, Spirit d6, Strength d8, Vigor d8 
Skills: Fighting d6, Notice d4, Shooting d6 
Charisma: 0; Pace: 5; Parry: 5; Rad Resist: --; Toughness: 8 (2) 
Hindrances: Slow 
Gear: By model; see below. 
Special Abilities 

 Armor +2: Standard protectotron models have an Armor of +2. 
More than any other robot model, Protectrons are customized for their intended purpose. Here are a few 
common variants. 



 

 

 PoliceBot: Probably the most common model of protectron, this robot was designed to act as a 
patrolling security officer. It’s painted blue and white; one hand functions as a taser (Str+d6+2 
nonlethal damage) and the other contains a built-in laser pistol. 

 Guide: A few protectrons were programmed with historical knowledge, such as guides in museums or 
even robotic actors. Such robots often have an appropriate Knowledge skill at a d8. 

 Firefighter: Protectrons built as firefighters have a cryo gun, used to put out fires. 
Unfortunately it’s also quite dangerous to any living creatures caught in the area (2d8 damage to 
all creatures in a spray template with a successful Shooting roll). They are built to be fire-
resistant, and their armor counts as asbestos-weave armor, granting them +4 armor against heat and 
fire effects, and making them immune to catching fire. 

 Medic: Medical protectrons are equipped with defibrillators on their hands, which deal Str+d4+2 
damage with a Fighting attack. They also have a d4 in the Healing skill, and will attempt to 
perform first aid on any incapacitated humans they can see, even if they just attacked them. 

 Worker: This model was designed to operate in dangerous physical conditions, such as in a nuclear 
reactor, deep underwater, or around dangerous chemicals. It lacks any kind of ranged attack, but 
its Strength and Vigor are both increased by two steps, and its armor is designed to protect it 
against its environment, increasing to +4 armor. It can make a Fighting attack with its claws for 
Str+d4 damage. 

 
Mr Handy 
This hovering robot is about four feet tall. Several arms protrude from underneath it, surrounding an 
engine that keeps it hovering a few feet off the ground, and it looks around with cameras mounted on 
eyestalks. Most Mr Handy robots speak with a pleasant British accent. They were created to act as robotic 
butlers and assistants, performing a variety of domestic duties for the homes of the Old World. 
Attributes: Agility d6, Smarts d6, Spirit d4, Strength d6, Vigor d8 
Skills: Fighting d4, Notice d6, Shooting d6, Tech d4 
Charisma: 0; Pace: 6; Parry: 4; Rad Resist: --; Toughness: 8 (2) 
Hindrances: Quirk (the AI programming of the Mr Handy line is a bit buggy; most that are still around 
today have developed some odd behavioral ticks, such as an obsession with cleaning, a tendency to mutter 
rebellious thoughts, or other odd compulsions) 
Gear: Buzzsaw (Str+d6) and small flamer (as flamer, but Medium Spray template dealing 2d8 damage) 
Special Abilities:  

 Armor +2: Tough exterior. 

 Hover: While they’re not capable of true flight, hovering robots can float a few feet off the 
ground or over water. They ignore difficult terrain and don’t trigger most traps like land mines 
or tripwires. 

 
Mr Gutsy 
This is a military variant of the Mr Handy line of robots. It’s equipped with dangerous weapons, tough 
armor, and its programming includes significant combat skills. 
Attributes: Agility d6, Smarts d6, Spirit d6, Strength d8, Vigor d10 
Skills: Fighting d6, Notice d10, Shooting d10, Tech d6 
Charisma: 0; Pace: 8; Parry: 5; Rad Resist: --; Toughness: 11 (4) 
Hindrances: Code of Honor (Soldier’s) 
Gear: Plasma pistol (Shooting d10, Damage 3d6+2, Range 12/24/36, AP4, Fiery 4+) and plasma thrower 
(Shooting d12, Damage 4d6, Medium Spray, AP4, Fiery 4+, Heavy Weapon). Some Mr Gutsys still have a small 
cache of plasma mines they use to trap battlefields; treat these as plasma grenades that detonate if 
triggered by a creature entering the square they’re placed in. 
Special Abilities:  

 Armor +4: The Mr Gutsy model is made of state-of-art polymers, similar in construction to combat 
armor. 



 

 

 Hover: While they’re not capable of true flight, hovering robots can float a few feet off the 
ground or over water. They ignore difficult terrain and don’t trigger most traps like land mines 
or tripwires. 

 
Assaultron 
This robot was created as a front-line shocktrooper by the US military. It’s a deadly opponent, capable of 
tearing through numerous enemy combatants and moving swiftly enough to avoid most counterattacks. Its 
head-mounted laser is a devastating weapon, able to damage even heavily-armored targets. 
Attributes: Agility d10, Smarts d6, Spirit d6, Strength d10, Vigor d10 
Skills: Athletics d8, Fighting d10, Notice d8, Shooting d10 
Charisma: 0; Pace: 8 (d10 running die); Parry: 7; Rad Resist: --; Toughness: 11 (4) 
Special Abilities:                                         

 Armor +4: Assaultrons are built from high-tech modern armor, granting them +4 armor. 

 Claws: Assaultron hands are dangerous melee weapons; they deal Str+1d4 damage with a successful 
melee attack. Some are equipped with electrified claws, which deal an additional +2 damage. A few 
have a built-in retractable blade (Str+1d8). 

 Dodge: Assaultrons are unusually agile; ranged attacks against them suffer a -1 penalty, and they 
gain a +1 bonus on Agility rolls to avoid explosions or other area-effect attacks. 

 Frenzy: The speed of an assaultron allows them to make two Fighting attacks with their claws as a 
single action, though they suffer a -2 penalty to both attacks, as the Frenzy edge. 

 Head Cannon: Assaultrons are equipped with a deadly head-mounted charged laser, the equivalent of 
a small vehicular weapon. It requires an action to charge, and can be fired the next round. Its 
stats are Damage 5d6, Range 20/40/80, RoF 1/2, AP2, Heavy Weapon. 

 Stealth Unit: A few rare assaultrons are equipped with a built-in device similar to a Stealth Boy. 
Such assaultrons can use the invisibility power at will on themselves, always activating the power 
successfully without a raise. Due to power consumption issues, they cannot charge or fire their 
head cannon in the same turn they use their stealth unit, and cannot run while they have their 
stealth device activated. 

 
Securitron 
This robot was built for security and defense. It has a single wheel below a main torso, two arms, and two 
large shoulder mounts. A screen on the front of the robot shows an animated face through which the 
Securitron interacts with the world, most commonly showing a police officer or Army soldier. Securitrons 
are usually found in the West, particularly around New Vegas. When in combat it’s a dangerous opponent; 
even the basic model is equipped with a rapid-fire laser and machinegun, while more dangerous variants 
also come with shoulder-mounted missiles and upgraded combat routines. 
Attributes: Agility d6, Smarts d6, Spirit d4, Strength d10, Vigor d10 
Skills: Fighting d6, Notice d6, Shooting d8 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: --; Toughness: 11 (3) 
Edges: Rock and Roll 
Special Abilities:  

 Armor +3: Securitrons have tough metal armor. 

 Gatling Laser: Securitrons have a mounted gatling laser, which they use as their primary weapon. 
Damage 3d8, Range 18/36/72, RoF 5, AP2, Heavy Weapon, Snapfire, Suppress. 

 Machine Gun: All securitrons have a machine gun weapon built into their arm with the following 
stats: Damage 2d6, Range 12/24/48, RoF 3, Auto, 3RB. 

 MKII: Some securitrons have upgraded weapons and combat abilities. Their Shooting increases to 
d12, they gain the Targeting System robot modification, allowing them to negate up to 2 points of 
penalties to a Shooting roll, their self-repair routines allow them to make a natural healing roll 
once per hour, and they gain a missile launcher on a weapon mount. 

 Size +1: Securitrons are larger and wider than a normal human. 



 

 

 Wheeled: Securitrons have a base Pace of 6” and cannot negotiate obstacles taller than about 3’. 
They are gyroscopically stabilized, and thus gain a +2 bonus on any rolls to resist being knocked 
over. 

 
RoboBrain 
RoboBrains are large, tracked robots with a glass dome on top. The dome contains a clear soup of 
biomed gel and a human brain, along with some sensory equipment. They have two flexible arms and 
a large central torso. In groups of robots, they are often in a command role - their human 

brains allow them intelligence and creativity that most other robots can’t match, though the medical 
procedures that create them often damage their sanity. 
Attributes: Agility d4, Smarts d8, Spirit d8, Strength d8, Vigor d10 
Skills: Fighting d4, Knowledge (Battle) d8, Notice d6, Shooting d8, Tech d6 
Charisma: 0; Pace: 6; Parry: 4; Rad Resist: --; Toughness: 11 (3) 
Edges: Command, Command Presence, Tactician 
Hindrances: Delusional (major): Almost all RoboBrains are delusional in some fashion, or otherwise crazy. 
Special Abilities:  

 Armor +3: RoboBrains are mostly covered in tough armor, though the glass dome containing their 
brain is weaker (Armor +1, as a called shot to the head). 

 Command and Control Unit: RoboBrains function as leaders for nearby robots. Their leadership edges 
only affect other robots, and they communicate wirelessly and silently with their allies. They 
start every combat by using their Tactician edge, and will coordinate their troops as effectively 
as they can. All robots within 10” gain a +1 bonus to Shooting attack and damage rolls. 

 Size +1: Robobrains are larger than man-sized. 

 Tracked: RoboBrains are tracked robots, and have a Pace of 6”, ignoring difficult terrain. They 
cannot negotiate obstacles taller than about 3’. 

 
SentryBot 
The premier front-line combat robot of the Great War, sentrybots are essentially robotic tanks. 
They have a flexible combination of wheels and legs, allowing them to move over just about any 
terrain quickly and easily, and each arm contains a deadly weapon, typically a minigun, missile 

launcher, or gatling laser.  
Attributes: Agility d8, Smarts d6, Spirit d8, Strength d12+2, Vigor d12+2 
Skills: Fighting d8, Notice d8, Shooting d10 
Charisma: 0; Pace: 10; Parry: 6; Rad Resist: --; Toughness: 23 (10) 
Edges: Rock and Roll 
Special Abilities:  

 Armor +10: SentryBot armor is almost unmatched, and ignores small arms fire. They have Heavy 
Armor. 

 Explosive Decommission: An incapacitated SentryBot may immediately move up to its Pace. It draws 
an action card on the next turn; when it would act, it explodes in a Large Burst Template. This 
explosion deals 3d12 damage to all in the area, though they may dive for cover.  

 Hardy: The hardened frame of a SentryBot allows them to shrug off lesser attacks. When shaken, 
further shaken results do not cause a wound. 

 Large: SentryBots are large creatures, and as such take a -2 penalty on attacks against anything 
roughly man-sized. Smaller creatures gain a +2 bonus on attacks against them. 

 Size +4: On a battlemap, SentryBots occupy a 2” square. 

 Slam: In melee, a SentryBot can slam its opponent for Str+d6 damage with a Fighting roll. 

 Targeting System: SentryBots have the targeting system robot modification, allowing them to negate 
up to 2 points of penalties on any Shooting roll. 

 Weapon Mounts: Each arm of a SentryBot functions as a weapon mount robot modification, allowing 
them to use both weapons in the same turn without suffering a multi-action penalty. Most often 



 

 

they will use one weapon to suppress an area and then concentrate the other weapon on the most 
dangerous target on the field. 

 Weapon Systems: The standard SentryBot is equipped with a pair of miniguns (Shooting d10, Damage 
2d8, Range 18/36/72, RoF 4, AP2, Heavy Weapon, Suppress) or gatling lasers (Shooting d10, Damage 
3d8, Range 18/36/72, RoF 5, AP2, Heavy Weapon, Suppress). A few replace one or both with a missile 
launcher (Shooting d10, Damage 4d8, Range 24/48/96, RoF 1, AP10, Heavy Weapon, Medium Burst 
Template). 

 Wheeled Legs: The flexible propulsion system of a SentryBot gives it a Pace of 10 and allows it to 
ignore difficult terrain. 

 

Ghouls 
Feral Ghoul 
Feral ghouls are humans who have been mutated by powerful radiation whose minds have succumbed to gradual 
degeneration, making them little more than animals. At best, they have a basic cunning, capable of lying 
still to draw in potential food sources before tearing into them with claws, fists, and teeth. 
Attributes: Agility d6, Smarts d6 (A), Spirit d6, Strength d6, Vigor d8 
Skills: Athletics d4, Fighting d4 (d4+2 with Wild Attacker), Notice d6 
Charisma: -2; Pace: 6; Parry: 4 (2 with Wild Attacker); Rad Resist: --; Toughness: 6 
Hindrances: Ugly 
Special Abilities:  

 Radiation Healing: Ghouls in an area of standard background radiation (such as most of the wastes) 
roll natural healing rolls normally. In an area of moderate radiation, they roll a natural healing 
roll once per day. In an area of high radiation, they roll natural healing rolls once per hour. 

 Slam: Feral ghouls attack with abandon. While they don’t deal more damage than a normal human’s 
attacks (Str damage), they don’t count as an unarmed attacker. 

 Weak: The muscles of a ghoul have degenerated significantly. They suffer a -1 penalty on all 
Strength rolls, including melee damage. 

 Wild Attacker: Feral ghouls enter combat without any sense of self-preservation. They almost 
always wild attack in combat, reducing their Parry by 2 but giving them a +2 bonus on Fighting and 
damage rolls. 

 
Feral Glowing One 
Glowing ones are ghouls that have been heavily infused with radiation. They glow with a sickly green 
light, and can put out a burst of radiation that damages enemies and heals other nearby ghouls. 
Attributes: Agility d6, Smarts d8 (A), Spirit d6, Strength d8, Vigor d10 
Skills: Athletics d6, Fighting d6, Notice d6 
Charisma: -2; Pace: 6; Parry: 5 (3 with Wild Attacker); Rad Resist: --; Toughness: 7 
Edges: Glowing One, Luck 
Hindrances: Ugly 
Special Abilities:  

 Radiation Burst: Glowing ones can spend a Bottlecap to emit a burst of radiation centered on 
themselves. This deals 2d6 radiation damage to all creatures in a Medium Burst Template. Other 
ghouls in the area may immediately make a Vigor roll; if successful they heal one Wound. This can 
revive ghouls that have been incapacitated during this combat. 

 Radiation Healing: Ghouls in an area of standard background radiation (such as most of the wastes) 
roll natural healing rolls normally. In an area of moderate radiation, they roll a natural healing 
roll once per day. In an area of high radiation, they roll natural healing rolls once per hour. 

 Radioactive Slam: Feral glowing ones deal Str+1d4+1 damage with a melee attack; this includes a +2 
bonus from the radiation that infuses them, as well as the -1 penalty from Weak. 

 Weak: The muscles of a ghoul have degenerated significantly. They suffer a -1 penalty on all 
Strength rolls, including melee damage. 



 

 

 Wild Attacker: Feral ghouls enter combat without any sense of self-preservation. They almost 
always wild attack in combat, reducing their Parry by 2 but giving them a +2 bonus on Fighting and 
damage rolls. 

 
 

Creatures 
 
This broad category of wasteland threats covers mutated large animals such as mammals, reptiles, and 
amphibians. Most are the result of a combination of environmental FEV and radiation, though a few such as 
the deathclaw and nightcrawler are the result of genetic modification and experimentation. They are driven 
by primitive urges to hunt, preferring to target weak prey. They will typically retreat if faced with 
strong opposition unless defending their home or young. 
 
Angler 
Descended from mutated anglerfish, the angler is a swamp-dwelling predator that relies on surprise to 
catch its prey. It has a bioluminescent lure on its head which looks just like a flower. Prey animals 
approach the flower, only to be caught and devoured by the angler. It has the unusual ability to spit 
acidic slime, apparently extracted in some fashion from its environment. 
Attributes: Agility d8, Smarts d6 (A), Spirit d8, Strength d12+2, Vigor d10 
Skills: Athletics d6, Fighting d8, Notice d6, Shooting d6, Stealth d6 
Charisma: 0; Pace: 5; Parry: 6; Rad Resist: 11; Toughness: 9 (2) 
Edges: Rad Resistant 
Special Abilities: 

 Acid Spit: Anglers can spit acidic slime which they extract from their environment and then 
concentrate in a specialized internal organ. Shooting d6, Damage 3d6, Range 6/12/18. The acid 
sticks and continues to burn its target, dealing 2d6 damage the next turn. 

 Aquatic: As creatures of the water, anglers can survive indefinitely underwater, and can swim at 
a Pace of 8 without having to make an Athletics roll. 

 Armor +2: Anglers have tough, leathery hides. 

 Camouflage: Anglers are tough to spot in their native swampy habitats. They get a +2 bonus to 
Stealth rolls when in swamps, increasing to a +4 if submerged. 

 
Bighorner 
Bighorners are massive mutated bighorn sheep. As their name suggests, their most notable feature is the 
oversized pair of horns, curling around their head to form a potent natural weapon. They are usually non-
hostile, content to graze on the hilly scrubland that is their preferred home. If provoked, however, they 
can be dangerous, attacking with a devastating charge. 
Attributes: Agility d6, Smarts d4 (A), Spirit d8, Strength d12+1, Vigor d12 
Skills: Athletics d6, Fighting d4, Notice d6 
Charisma: 0; Pace: 8; Parry: 4; Rad Resist: 8; Toughness: 10 
Hindrances: Stubborn 
Special Abilities: 

 Charge: Bighorners who move at least 6” before making an attack with their horns deal +4 damage. 

 Horns: Bighorners can gore with their horns for Str+1d6 damage. If they get a raise on their 
attack, they can make an immediate Push attack in addition to the extra damage. 

 Size +2: On a battlemap, bighorners occupy a 2” square. 
 
Brahmin 
These two-headed cattle form the basis of much of the economy of the Republic of Texas, as their meat, 
hides, droppings, and milk are vital to the wastes. They’re also used as beasts of burden, pulling plows 
or carrying heavy supplies. Brahmin resemble mangy, hairless cattle with two heads. They are generally 
docile creatures, though if riled they will gore with their horns or trample. 



 

 

Attributes: Agility d4, Smarts d4 (A), Spirit d6, Strength d12+1, Vigor d12 
Skills: Fighting d4, Notice d6 
Charisma: 0; Pace: 7; Parry: 4; Rad Resist: 8; Toughness: 10 
Special Abilities: 

 Extra Action: The two heads of a brahmin can act somewhat independently, allowing them to 
perform an extra action each turn without a multi-action penalty. This is usually a second 
attack with their horns. 

 Horns: Str+d6 

 Size +2: On a battlemap, brahmin occupy a 2” square. 
 
Chupa 
These stealthy creatures are spread across the southern wastes. They are small, humanoid in shape, with 
grey-green skin and a ridge of spines along their backs. Chupas have large black eyes and needle-like 
fangs, which they use to drain the blood from their prey. They tend to avoid combat, preferring instead to 
sneak up on their prey while the target is asleep and drain their blood. They’re a constant threat to 
rancher’s herds, and just about any farming community in the wastes will pay a good bounty for a dead 
chupa. What few realize, however, is that they’re not mutated creatures at all. They’re actually aliens, 
descended from escaped creatures that were stranded on Earth by a crashed Zetan spaceship centuries ago. 
Attributes: Agility d10, Smarts d6 (A), Spirit d6, Strength d4, Vigor d8 
Skills: Athletics d8, Fighting d6, Notice d8, Stealth d10 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 6; Toughness: 5 
Special Abilities: 

 Dark Sight: Chupas have eyes adapted to hunting in the dark; they ignore all darkness penalties 
for Dim and Dark conditions. 

 Fangs: Chupas have dangerous fangs, which they use to inject poison and drain the blood from 
their victims. Str+d6 damage. 

 Go for the Throat: Chupas who get a raise on an attack roll automatically hit the target’s 
least-armored location. 

 Leaping: Chupas move with a hopping gait when they run, and are adept jumpers. They get a +4 
bonus on Athletics rolls to jump, moving 2” for each success and raise on the roll. 

 Numbing Poison: The bite of a chupa injects its victim with a poison that numbs the victim. This 
usually prevents the target from waking up from the bite, and slows the target down if they do 
wake up. Anyone shaken by a chupa’s fangs must make a Vigor check at a -2 penalty. If they fail, 
they suffer a -2 penalty on all Agility-based trait rolls (including skills tied to Agility) for 
one hour. During this time, they ignore all wound penalties, as the poison numbs all pain. 

 Size -1: Chupas are smaller than a man. 
 

Deathclaw 
This terror of the wasteland is a deadly beast, capable of tearing apart even power armor 
soldiers with its armor-piercing claws. It was created as a shocktrooper by the pre-War US 
government, but has since spread across the wasteland as a deadly apex predator. It’s roughly 

humanoid, with scaled skin and a horned head. A long tail extends behind it as it walks with a hunched 
posture, though it can also move comfortably on all fours. In combat, it mostly tears into its prey with 
its claws, though it’s more than clever enough to surprise with its tactical cunning. 
Attributes: Agility d10, Smarts d8 (A), Spirit d10, Strength d12+4, Vigor d12+2 
Skills: Athletics d8, Fighting d10, Intimidation d8, Notice d6 
Charisma: 0; Pace: 8; Parry: 7; Rad Resist: --; Toughness: 16 (4) 
Special Abilities: 

 Armor +4: The scaly hide of a deathclaw is highly resistant to weapons. 

 Claws: The claws of a deathclaw are Str+d8 Reach 1” AP6 heavy weapons. 

 Combat Reflexes: Engineered for battle, deathclaws get a +2 bonus to recover from shaken. 

 Hardy: Deathclaws ignore additional shaken results if they’re already shaken. 



 

 

 Immune to Radiation: Deathclaws are creatures of the wastes, and are immune to radiation. 

 Improved Frenzy: The claws of a deathclaw move with terrifying speed – they can make two 
Fighting attacks each round without penalty, rolling a single wild die. 

 Infravision: Deathclaws can detect the heat of living creatures, and halve the penalties for bad 
lighting when attacking living targets. 

 Quick: Deathclaws are fast creatures, discarding and redrawing any action card of a 5 or less. 

 Size +3: On a battlemap, a deathclaw occupies a 2” square. 

 Tail Sweep: A deathclaw can sweep with its whiplike tail as an action. Make a Fighting roll 
against all adjacent enemies. A success deals Str damage; a raise deals the same damage and 
knocks the target prone. 

 
Gecko 
Geckos are large lizards, about the size of a dog. They stand on their hind legs, allowing them to see 
over scrub grass and run after their prey. They prefer to hunt small creatures like mice, snakes, and non-
mutated lizards, though they will go after larger game if they’re very hungry, in a large pack, or if the 
target looks vulnerable. 
Attributes: Agility d8, Smarts d4 (A), Spirit d6, Strength d4, Vigor d6 
Skills: Athletics d6, Fighting d4, Intimidation d6+2, Notice d8 
Charisma: 0; Pace: 6; Parry: 4; Rad Resist: 5; Toughness: 5 (1) 
Special Abilities: 

 Armor +1: Geckos have scaly hides that provide limited defense. 

 Bite: Gecko bites are dangerous for their small size; they deal Str+1d6 damage with a Fighting 
attack. 

 Fiery Breath: A few rare geckos can breathe a gout of fire from specialized internal organs. 
They gain Shooting d6; the fiery breath deals damage in a small cone template and deals 2d6 
damage to all creatures caught in the area that fail an Agility vs Shooting opposed roll. 

 Hiss: Geckos try to avoid combat, but if forced will attempt to frighten away attackers with a 
loud, startling hiss that can spook much larger creatures. This is resolved as an Intimidation 
Test of Will; geckos get a +2 bonus on this roll, included in the stats above. They will usually 
bite if they succeed at the roll and retreat or regroup if they fail. 

 Poison Bite: Some geckos have a venomous bite; anyone shaken by the bite must make a Vigor roll 
or take 1 wound in 1d6 minutes. 

 Size -1: Geckos are considerably smaller than a normal human. 
 
Molerat 
This is a hairless rat about the size of a dog. It is relatively slow, and survives on a diet of 
scrounging just about anything it can find and eat. Some wastelanders consider them vermin, as they tend 
to chew on just about anything they can, including power cables and electronics. Others consider them to 
be good pets or even a source of stringy, foul-tasting meat. 
Attributes: Agility d6, Smarts d4 (A), Spirit d6, Strength d6, Vigor d10 
Skills: Fighting d4, Notice d6 
Charisma: 0; Pace: 4; Parry: 4; Rad Resist: --; Toughness: 6 
Special Abilities: 

 Bite: The bite of a molerat is a Fighting attack that deals Str+d6 damage, and has AP2. 

 Burrow 4”: Molerats are excellent at digging, and can burrow through just about anything with 
time. They can burrow through soil at the listed pace, but hardened materials like concrete and 
solid rock will slow them considerably. 

 Immune to Radiation: This creature is immune to the effects of radiation. 

 Size -1: Molerats are about the size of a dog. 
 
Night Stalker 



 

 

Nightstalkers are a crossbreed of coyotes and rattlesnakes, created by deranged scientists in the western 
wastes beyond New Vegas. They are pack hunters, surrounding their prey and then leaping in for a few bites 
before retreating to allow their venom to do its work. 
Attributes: Agility d8, Smarts d6 (A), Spirit d6, Strength d4, Vigor d6 
Skills: Athletics d6, Fighting d6, Notice d4 
Charisma: 0; Pace: 8; Parry: 5; Rad Resist: 5; Toughness: 4 
Special Abilities: 

 Fleet-Footed: Roll a d10 when running instead of a d6. 

 Go for the Throat: Nightstalkers are good at sinking their fangs into a vulnerable spot. When a 
nightstalker hits with a raise, it hits the target’s least-armored location. 

 Poison Bite: Str+d4. A target shaken by a nightstalker’s bite must make a Vigor roll once per 
minute or suffer a Wound; on a raise this effect ends.  

 Size -1: Nightstalkers are modified coyotes, and are about the same size. 
 
Rattler 
Rattlers are large, two-headed rattlesnakes native to the central and western wastes. They are over twenty 
feet long, and when threatened they coil up, their two heads weaving to find a good position to strike 
while their tail rattle hisses a final warning. They are large enough to hunt humans, but tend to prefer 
easier prey like molerats and radstags unless food has been scarce. They are prized for their poison, 
fangs, and leather, which are marks of honor among tribals and some raider gangs. 
Attributes: Agility d6, Smarts d4 (A), Spirit d8, Strength d10, Vigor d8 
Skills: Fighting d8, Intimidate d8, Notice d8 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: 6; Toughness: 10 (2) 
Special Abilities: 

 Armor +2: The scaled hide of a rattler is tough. 

 Bite: Str+d4, Reach 2” and poison. A creature shaken by a rattler’s bite must make a Vigor roll 
each round or suffer a wound; a raise on the Vigor roll ends this. 

 Extra Action: The two heads of a rattler can act somewhat independently, allowing them to take 
an extra action each turn without a multi-action penalty. 

 Infravision: As pit vipers, rattlers can sense the heat of living creatures. They ignore all 
darkness penalties. 

 Rattle: When roused to anger, the tail that gives the rattler its name lets out a loud buzz. 
This functions as an Intimidate Test of Will against all creatures within 6” of the rattler as 
an action. 

 Size +2: Rattlers are large creatures, around twenty feet long and weighing hundreds of pounds. 
When coiled to fight, they occupy a 2” square on the battlefield. 

 
Sea Beast 
This mutated cetacean is probably descended from some variety of Atlantic dolphin. It’s found in all 
coastal waters, though fishermen report that it’s more common farther south in the islands of the Gulf. 
They prefer to follow ships and feed off the scraps that fishermen leave behind, though they’ve also been 
known to work together to capsize small boats to devour the fishermen directly if they’re not feeding the 
beasts enough. 
Attributes: Agility d10, Smarts d8 (A), Spirit d8, Strength d8, Vigor d6 
Skills: Athletics d8, Fighting d6, Notice d8 
Charisma: 0; Pace: 12” swim; Parry: 5; Rad Resist: 9; Toughness: 6 
Special Abilities: 

 Aquatic: Sea beasts can swim at a Pace of 12” without making an Athletics check and can run when 
swimming; their running die is a d12. They do have to surface to breathe air occasionally, 
though they can stay underwater quite a while before they need to surface. If they’re forced 
onto land they can only crawl awkwardly at a Pace of 2”. 

 Bite: Str+d6. 



 

 

 Resistant to Radiation: Sea beasts have +4 radiation resistance. 

 Size +1: Sea beasts are larger than an average man. 
 
Wanamingo 
This is a weird engineered creature, designed by pre-War scientists as a living weapon. It’s a bipedal, 
hunched creature about 4’ high. It appears to be mostly head, with a massive toothed mouth, two froglike 
legs, and a pair of squid-like tentacles that flail about as it moves. It has no eyes, instead sensing 
enemies through some sort of sonar. It attacks in a frenzy, flailing with its tentacles and snapping 
through flesh and bone with its oversized jaws. It is generally accepted to be extinct, but it’s always 
possible for some unlucky scavver to find a wanamingo egg buried deep in some cave and start the whole 
terrible mess over again. 
Attributes: Agility d8, Smarts d6 (A), Spirit d10, Strength d8, Vigor d12 
Skills: Athletics d10, Fighting d8, Notice d8, Survival d10 
Charisma: 0; Pace: 8; Parry: 6; Rad Resist: --; Toughness: 7 
Special Abilities: 

 Bite: Str+d8, AP2 

 Blood Hunt: Wanamingo are attracted to the scent of blood; they get a +2 bonus on Fighting rolls 
against prey with at least one wound. 

 Eyeless Sight: Wanamingos “see” through a combination of extraordinary scent and echolocation; 
they ignore light and obscurement penalties. 

 Fast: Wanamingo move quickly; they draw two action cards for initiative and act on the better 
one. 

 Improved Frenzy: Wanamingos can make two Fighting attacks per turn without penalty. 

 Immune to Radiation: Wanamingo were engineered to be immune to radiation. 

 Pounce: A wanamingo’s legs are well-suited to leaping on its prey. It can make an Athletics roll 
with a +4 bonus, moving up to 2” for each success and raise; if it lands on something it gets a 
+4 bonus to its attack and damage roll and doesn’t suffer a multi-action penalty. It suffers a -
2 to its Parry until its next action. 

 Tentacle Flail: Str+d4, Reach 1” 
 
Yao Guai 
Yao guai are mangy, mutated brown bears. They are found in mountainous and forested areas across the 
wastes. They are solitary hunters and have no fear of humans, considering them just another source of 
meat. 
Attributes: Agility d6, Smarts d6 (A), Spirit d8, Strength d12+2, Vigor d12+2 
Skills: Athletics d8, Fighting d8, Notice d8 
Charisma: 0; Pace: 8; Parry: 6; Rad Resist: 9; Toughness: 13 (2) 
Special Abilities: 

 Armor +2: Yao guai have a tough, leathery hide. 

 Claws: Str+d6. 

 Grab and Rend: On a raise, a yao guai may opt to either initiate a grapple or a push attack in 
addition to the +1d6 on its damage roll; this does not suffer a multi-action penalty. 

 Size +2: Yao guai are about 5’ high at the shoulder and around 9’ long, weighing over 1000 
pounds. On a battlemap they occupy a 2” square. 

 

Bugs and Crawlers 
These creatures are all mutated bugs of some kind. The irradiated world has been kind to them, allowing 
these vermin to grow to a size not seen in insects in millions of years.  
 
Bloatfly 



 

 

This hideous creature is a massive, corpulent fly. It stinks of rotted meat and filth, which are its 
favorite homes. It is primarily a scavenger, but it will also attack living prey if they seem weak, and it 
will happily fire its burrowing young into living flesh where they can gestate and burst forth. 
Attributes: Agility d6, Smarts d4 (A), Spirit d6, Strength d4, Vigor d6 
Skills: Fighting d4, Notice d6, Shooting d6 
Charisma: 0; Pace: 3; Parry: 4; Rad Resist: --; Toughness: 3 
Special Abilities: 

 Flight 6”: Bloatflies can fly at a Pace of 6” with a Climb of 0. 

 Go for the Throat: The projectiles of a bloatfly are good at finding the weak spot in any armor. 
On a raise on the attack roll, they automatically hit the target’s least-armored location. 

 Larval Projectile: The most horrific attack of a bloatfly is its larva, which the creature can 
launch like a dart to lodge into living creatures. This is resolved as a Shooting attack, 
dealing 2d6 damage with a range of 5/10/15. If burrowing, dealing 2d4 damage per round for 1d4+1 
rounds. A successful Fighting or Healing roll as an action can pull the larva out, but if it’s 
allowed to burrow it will disappear into the target’s flesh, requiring a Healing roll at -2 to 
remove, taking ten minutes. A burrowed bloatfly larva will cause a large sore on the target 
creature; after 2d4 days it will burst forth, dealing 2d8 damage to the host as it spawns a new 
bloatfly. 

 Size -2: Bloatflies are small creatures, about the size of a housecat. 

 Small: Due to their small size, larger creatures suffer a -2 penalty to attacks against them, 
and they gain a +2 bonus on attacks against larger creatures. 

 
Bloodworm 
Bloodworms are massive, mutated worms that are capable of burrowing through the ground at great speed. 
Their young gestate best in dead flesh; they prefer to grow within large creatures such as brahmin and 
bighorners. Bloodworms attack from ambush, digging through the ground and leaping out to bite at their 
enemies with their distinctive four-pronged jaw. They’re mostly found in the Red Wastes to the north, 
though some brahmin barons have reported that their herds have been infested with the creatures recently. 
Some Road Hogs have reported that the Red Wastes hide larger bloodworms, grown larger than a bull brahmin 
and capable of digging through the ground faster than a man can run. 
Attributes: Agility d6, Smarts d4 (A), Spirit d8, Strength d6, Vigor d8 
Skills: Athletics d6, Fighting d6, Notice d6, Stealth d6 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 6; Toughness: 6 (1) 
Special Abilities: 

 Armor +1: The chitinous hide of a bloodworm provides some protection. 

 Burrow 6”: Bloodworms can move through earth, soil, and sand as easily as they can crawl, and 
can sense creatures within 18” through their vibrations as they walk. 

 Size -1: Bloodworms are smaller than a man. 
 
Cazador 
Cazadors are gigantic blue-black wasps, capable of killing hardened wastelanders or brahmin with their 
deadly poison. They travel in packs and move quickly, closing in to sting and over and over until their 
target dies painfully, frothing at the mouth and screaming.  
Attributes: Agility d10, Smarts d6 (A), Spirit d8, Strength d6, Vigor d8 
Skills: Fighting d8, Notice d6 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: 6; Toughness: 7 (1) 
Edges: Dodge 
Special Abilities: 

 Armor +1: Cazadors have a tough exoskeleton that can protect them from some attacks. 

 Flight: Cazadors have a flying Pace of 10” and a Climb of +1. They can run when flying. 

 Poison Sting: The stinger of a cazador deals Str+d6 damage, AP2. It also inflicts a lethal 
poison (Vigor roll at -2 each round or suffer a wound; raise ends.)  



 

 

 Speedy: Cazadors are lightning-fast. They draw two action cards each turn, and act on the better 
one. They also have the Dodge edge, meaning ranged attacks against them suffer a -1 penalty and 
they get a +1 to Agility rolls to avoid area effects. 

 
Floater 
Floaters are heavily mutated and modified flatworms. They float through the air on lighter-than-air gases 
produced and stored in sacs throughout their bodies. As their name suggests, they spend most of the time 
moving through the air on wind currents, descending to sting and devour whatever prey they see below them. 
Floaters travel in packs, and are intelligent enough to swarm over a single target. 
Attributes: Agility d6, Smarts d4 (A), Spirit d6, Strength d6, Vigor d4 
Skills: Fighting d4, Notice d6 
Charisma: 0; Pace: 3; Parry: 4; Rad Resist: --; Toughness: 4 
Special Abilities: 

 Flight: Floaters fly at a rate of 6” with a Climb of -2. They cannot run. 

 Poison Sting: Floaters attack with a poisoned sting that deals Str+1d6 damage and has Reach 1” 
and AP2. A creature shaken by this stinger must make a Vigor roll on their next turn or take a 
wound from the poison. 

 Vulnerable to Fire: The gases that allow a floater to fly also make it very vulnerable to fire 
attacks. They suffer +4 damage from fire; if incapacitated by a fire attack they explode for 2d6 
damage in a small burst template, as a grenade.  

 
Fog Crawler 
This behemoth creature is rare, mostly seen on foggy beaches or islands. They are massively mutated mantis 
shrimp, grown to gigantic proportions. They have a long body with many legs and a raised foresection, 
which has two large striking claws and a wedge-shaped head.  
Attributes: Agility d6, Smarts d4 (A), Spirit d8, Strength d12+3, Vigor d10 
Skills: Fighting d8, Notice d6 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: --; Toughness: 18 (6) 
Special Abilities: 

 Aquatic: Fog crawlers have a swimming Pace of 8, and don’t have to make an Athletics check to 
swim. 

 Armor +6: The exoskeleton of a fog crawler is excellent armor, capable of shrugging of most 
attacks. Fog crawlers have heavy armor. 

 Immune to Radiation: This creature is immune to the effects of radiation. 

 Large: As a large creature, fog crawlers are at a -2 penalty to attacks against smaller 
creatures, and smaller creatures get a +2 bonus on attacks against them. 

 Scything Claws: The claws of a fog crawler are Str+d8, Reach 3” AP2 heavy weapons. 

 Shockwave: One of the fog crawler’s favored methods of attack is to leap into the air and slam 
into the ground, creating a shockwave that knocks down and stuns those nearby. Center a large 
burst template on the fog crawler, and roll an opposed Strength roll against all creatures it 
touches. If the fog crawler succeeds, the target is knocked down; on a raise they are also 
shaken. The fog crawler’s Parry is reduced by 2 until the beginning of its next turn. 

 Size +5: Fog crawlers are immense creatures the size of a pre-War elephant. On a battlemap, they 
occupy a 3” square. 

 
Giant Ant 
What would a radioactive wasteland be without mutated giant ants to menace heroes? A poorer one, that’s 
what. These ants are about dog-sized, capable of building vast tunnel networks under the direction of 
their queen. 
Attributes: Agility d6, Smarts d4 (A), Spirit d8, Strength d8, Vigor d6 
Skills: Fighting d6, Notice d6 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 5; Toughness: 6 (2) 



 

 

Special Abilities: 

 Antennae: Giant ants ignore all lighting penalties. 

 Armor +2: Giant ants have a tough exoskeleton. 

 Bite: Str+d4 

 Fire Ants: A few giant ants are genetically modified to be fire ants, presumably because some 
scientist thought he was being clever. They are resistant to fire (+4 Armor vs fire based 
attacks) and can expel a gout of fire in a small cone template; all creatures in the area must 
make an Agility roll opposed by the fire ant’s Shooting of d6 or take 2d6 damage and roll to see 
if they catch fire (on a roll of 6 on a d6). 

 Size -1: Giant ants are only giant for ants. 
 
Giant Ant Soldier 
The giant ant is a dedicated guardian of the ant’s lair and queen. It’s much larger than the regular giant 
ant, and its bite is more dangerous. 
Attributes: Agility d6, Smarts d4 (A), Spirit d8, Strength d10, Vigor d10 
Skills: Fighting d8, Notice d6 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: 7; Toughness: 11 (3) 
Special Abilities: 

 Antennae: Giant ants ignore all lighting penalties. 

 Armor +3: Soldier ants are tougher than a normal giant ant. 

 Bite: Str+d8 

 Fire Ants: Soldier fire ants breathe fire in a medium cone template, have a d8 Shooting, and 
their fire deals 2d8 damage if the targets fail the opposed Shooting vs Agility roll. 

 Size +1: Soldier ants are quite a bit larger than normal giant ants. 
 

Giant Ant Queen 
The queen of an ant hive is much larger than the rest, with vestigial wings and an oversized 
abdomen full of eggs. She moves slower than other ants, but is much larger, and both her bite 
and acidic spit are dangerous weapons. 

Attributes: Agility d4, Smarts d4 (A), Spirit d8, Strength d12+2, Vigor d12 
Skills: Fighting d8, Notice d6, Shooting d6 
Charisma: 0; Pace: 4; Parry: 6; Rad Resist: ; Toughness: 15 (3) 
Special Abilities: 

 Acid Spit: Giant ant queens can spit an 8” line of acid. Everyone touched by the line must make 
an Agility roll, opposed by the ant queen’s Shooting roll, or take 2d10 damage. 

 Antennae: Giant ants ignore all lighting penalties. 

 Armor +3: The exoskeleton of a giant ant queen protects them from most attacks. 

 Bite: Str+d8, Reach 1” 

 Large: Giant ant queens are larger than most other creatures. Smaller creatures get a +2 bonus 
on attacks against them, and they get a suffer a -2 penalty on attacks against creatures of Size 
0 or smaller. 

 Pheremone Inspiration: Other ants within 10” fight ferociously to defend their queen. They gain 
a +2 bonus on Spirit rolls to recover from shaken. If the queen has at least one wound, other 
ants go berserk (as the Berserk edge). 

 Size +4: Giant ant queens occupy a 2” square on the battlefield. 
 
Radroach 
This ubiquitous creature is a massive roach about the size of a housecat. It’s one of the most common of 
all mutated creatures, and forms the basis for large parts of the food chain – just about every 
wastelander has had to eat the foul meat of a radroach in lean times, and they’re a common sight in ruins 
all over the wastes. 



 

 

Attributes: Agility d6, Smarts d4 (A), Spirit d6, Strength d4, Vigor d8 
Skills: Notice d6 
Charisma: 0; Pace: 5; Parry: 2; Rad Resist: --; Toughness: 5 (1) 
Special Abilities: 

 Armor +1 

 Bite: Str+d4 

 Immune to Radiation: Radroaches live happily in the worst filth the irradiated and broken world 
can come up with. 

 Size -2: Radroaches are considerably smaller than a human. 

 Small: Radroaches are small creatures, and as such larger creatures suffer a -2 penalty to 
attacks against them; they get a +2 bonus to attacks against man-sized or larger creatures, 
which is enough to offset their untrained Fighting skill. 

 
Radscorpion 
Radscorpions are a deadly threat in the scorched deserts of the wastes where they prefer to make their 
home. They prey upon anything they can sting and drag back under the sand. In combat, they prefer to grab 
a target with their claws and sting them until they stop fighting back, then drag the corpse away to be 
devoured. 
Attributes: Agility d8, Smarts d4 (A), Spirit d8, Strength d12, Vigor d10 
Skills: Athletics d6, Fighting d8, Notice d6, Stealth d6 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: 6; Toughness: 12 (4) 
Special Abilities: 

 Armor +4: The carapace of a radscorpion is tougher than most armor. 

 Burrow 3”: Radscorpions can burrow through sand and loose soil slowly, and prefer to surprise 
their prey by bursting out of the ground. 

 Frenzy: Radscorpions may make two Fighting attacks each round, though if they do each suffers a 
-2 penalty. 

 Grab and Sting: Instead of inflicting Strength damage with a grapple attempt where it is the 
attacker, a radscorpion deals damage with its stinger. 

 Pincer: Str+d4. On a raise on its attack roll, instead of dealing extra damage, a radscorpion 
may immediately make a grapple roll against the target. 

 Poison: Anyone wounded or shaken by a stinger attack must make a Vigor roll each round at the 
start of their turn or suffer a wound; on a raise this effect ends. 

 Size +1: Radscorpions are bigger than a man. 

 Stinger: Str+d6, AP2, Poison 
 

Mirelurks 
Mirelurks are a name given to several aquatic creatures that work and live together in colonies. It’s not 
well known if they’re a single species with a number of extremely distinct breeds, or a group of 
intercooperating beasts of different species. However, anyone who lives near the water knows that it’s 
best to stay well away from them. 
 
Mirelurk 
The most common mirelurk is a large arthropod with a thick, dome-like shell and a pair of vicious pincers. 
It spends most of its time in the water or buried in the mud; while dug in it tends to look like a large 
rock protruding from the ground. When roused, it bursts forth from the ground and charges at any threats 
or prey it sees, letting loose a clattering shriek to alert others nearby. 
Attributes: Agility d4, Smarts d4 (A), Spirit d6, Strength d8, Vigor d8 
Skills: Fighting d6, Notice d6, Stealth d4 
Charisma: 0; Pace: 5; Parry: 5; Rad Resist: --; Toughness: 12 (6) 
Special Abilities: 



 

 

 Aquatic: Mirelurks can breathe both air and water equally. They are too heavy to swim 
effectively; instead they walk along the bottom of the water at their normal pace. 

 Armor +6: The carapace of a mirelurk can shrug off most gunfire without much effect. The legs 
(called shot at -2) and head (-4) are considerably less armored at Armor +2. 

 Bloodrage: A few mirelurks are maddened by the scent of blood. They have the Frenzy edge, and 
whenever a living creature within 10” of them takes a Wound, they go Berserk, as the edge. They 
gain +2 to Fighting attacks, melee damage rolls, and Toughness, but suffer a -2 penalty to their 
Parry. Additionally, if they roll a 1 on a melee attack they may hit any adjacent target, as the 
Innocent Bystander rules. 

 Dig In: A mirelurk can dig into the mud or sand, gaining Heavy Cover (+4 to Stealth rolls and -4 
to attacks against it, and preventing called shots against any of its more vulnerable points). 
In this state, it can see without any issues, though it takes a turn for the mirelurk to dig 
itself free before it can attack or move. Most of the time several mirelurks will wait until 
prey is close or even amongst the creatures before they start bursting out of the ground. 

 Immune to Radiation: Mirelurks are immune to radiation. 
 
Mirelurk Hatchling 
Mirelurk hatchlings are the young of the mirelurk breed, and resemble soft, whitish-green versions of a 
normal mirelurk, about the size of a football. They tend to erupt from nests if a threat gets too close, 
and swarm mindlessly, biting at anything they can reach. They are prized by cooks, as their flesh is 
delicious and free of the tainted taste of other mirelurks. 
Use the stats for a radroach for individual mirelurk hatchlings. Large groups of them, such as those 
carried by a queen or a spawning pit full of them, use the swarm rules from the SWD bestiary. 
 
Mirelurk Hunter 
Mirelurk hunters resemble massive lobsters, with dangerous claws and the ability to spit acid. They’re 
faster and more agile than a regular mirelurk, capable of chasing down and tearing apart prey that would 
be able to elude the regular breed. 
Attributes: Agility d8, Smarts d6 (A), Spirit d6, Strength d10, Vigor d10 
Skills: Fighting d8, Notice d6, Shooting d8 
Charisma: 0; Pace: 8; Parry: 6; Rad Resist: --; Toughness: 13 (5) 
Special Abilities: 

 Acid Spit: Hunters can spit a dangerous gout of acid at a single target, which they use to hunt 
airborne prey and deal with far-away threats. Shooting d8, Damage 3d6, Range 8/16/24. On a hit, 
the target takes 2d6 acid damage the next turn on the hunter’s action unless they manage to 
clean the stuff off first. 

 Aquatic: Hunters can swim at a Pace of 8 without the need for an Athletics roll, and can breathe 
both air and water without penalty. 

 Armor +5: The carapace of a mirelurk hunter is extremely tough. 

 Claw: Hunters have dangerous claws, easily capable of slicing a wastelander in half. Str+d8 

 Immune to Radiation: Mirelurks are immune to radiation. 

 Size +1: Mirelurk hunters are larger than a man. 
 
Mirelurk King 
This beast barely fits into the same class as other mirelurks - it seems to be closer to a mutated fish or 
reptile than an arthropod. It’s an agile creature, much faster than other mirelurks and most at home in 
the water. Kings can release a stunning shriek or croak that can disorient and wound those caught in it. 
Attributes: Agility d10, Smarts d8 (A), Spirit d6, Strength d8, Vigor d8 
Skills: Athletics d8, Fighting d10, Notice d8, Shooting d8, Stealth d8 
Charisma: 0; Pace: 8; Parry: 7; Rad Resist: 6; Toughness: 8 (2) 
Special Abilities: 



 

 

 Aquatic: When in the water, kings move at a pace of 12 and do not have to roll Athletics checks. 
They can run while swimming. 

 Armor +2: Kings have tough scales rather than the armored exoskeleton of other mirelurks. 

 Claws: Str+d4 damage. 

 Improved Frenzy: Mirelurk kings can make two Fighting attacks per turn without penalty, as the 
Improved Frenzy edge. 

 Sonic Shriek: The most feared attack of a king is its ability to shriek, releasing a cone of 
sound in front of it that disorients and wounds anyone caught in the area. Use the medium cone 
template; this is a Shooting roll opposed by the target’s Vigor, dealing 3d6 damage on a 
successful attack and 4d6 on a raise. Targets shaken by the attack are at a -2 penalty to Spirit 
rolls to recover from shaken for 1d6 rounds. 

 Very Fast: Kings draw two action cards for initiative, and act on the better one. They also 
discard and redraw any action card less of 5 or less. 

 
Mirelurk Queen 
The massive mirelurk queen looks like a much larger version of a standard mirelurk, though her 
claws resemble sickles rather than the crablike pincers of a normal lurk. She hosts a number of 
mirelurk hatchlings all over her body, and is capable of spitting acid a considerable distance. 

Attributes: Agility d4, Smarts d6 (A), Spirit d8, Strength d12+4, Vigor d8 
Skills: Athletics d4, Fighting d8, Notice d8, Shooting d10 
Charisma: 0; Pace: 6; Parry: 6; Rad Resist: --; Toughness: 20 (8) 
Special Abilities: 

 Acid Glob: Like a hunter, mirelurk queens can spit acid at distant enemies. Shooting d10, Damage 
4d6, Range 10/20/30, medium burst template. Anyone hit by the queen’s acid takes 3d6 acid damage 
the following round, then 2d6 the next, unless they take an action to clean themselves. This is 
a heavy weapon. 

 Aquatic: Queens can breathe air and water equally, and can move their pace along the bottom of 
the water. They are too heavy to swim. 

 Armor +8: Mirelurk queens are incredibly tough, and have heavy armor. 

 Claw: The claws of a mirelurk queen are Str+d12 Reach 2” heavy weapons. 

 Immune to Radiation: Mirelurks are immune to radiation. 

 Large: They are massive creatures; queens take a -2 penalty on attacks against smaller 
creatures, and smaller creatures get a +2 bonus on attacks against them. 

 Size +6: Queens are one of the largest creatures in the wastes. On the battlefield, they occupy 
a 3” square. 

 Spawn: Mirelurk queens host many young mirelurks on their body, which feed on her waste and keep 
her clean. As an action, a queen can shake some of these free to create a swarm of mirelurk 
hatchlings, which skitter off to attack. Place a swarm (per the SWD bestiary) adjacent to the 
queen; it acts on her action card every subsequent round. 

 
 

Super Mutants 
Super mutants are found across the wastes. They are large, hairless humanoids with greenish-yellow skin. 
Super mutants are mutated humans, generally dipped in a vat of FEV (which they call “green stuff”). This 
horrific mutation causes a human to change into a super mutant over the course of a week or so, while 
losing most of their individual memories and characteristics. They are violent, temperamental creatures 
who believe that they, not humans, are the future rulers of the world. A few super mutants are more 
intelligent than their kin; these are generally old super mutants created in a more controlled fashion by 
the Master, or humans who took to the process unusually well and retained their mental faculties.  
 
Super Mutant 



 

 

This is a normal super mutant soldier. They might have a few lingering memories of humanity, but for the 
most part they are indoctrinated into the supremacy of the super mutant cause. Most greenskins will attack 
humans on sight, often trying to capture them alive to make more of their kind, or because they prefer 
their meat fresh. 
Attributes: Agility d6, Smarts d4, Spirit d6, Strength d10, Vigor d8 
Skills: Athletics d6, Fighting d8, Notice d6, Shooting d6 
Charisma: -4; Pace: 6; Parry: 6; Rad Resist: 10; Toughness: 10 (2) 
Gear: melee weapon, ranged weapon, scrap armor (+2 armor on torso and legs) 
Melee Weapons 
 Bayonet: Fighting d8, Damage d10+d6, Two Handed 
 Big Blade: Fighting d8, Damage 2d10, Two Handed 

Greatclub: Fighting d8, Damage d10+d8, AP2, Two Handed 
Spear: Fighting d8, Damage d10+d6, Reach 1, Two Handed 

Ranged Weapons 
 Double-Barrel Shotgun: Shooting d6+2, Damage 3d6*, Range 6/12/18, RoF 2 
 Varmint Rifle: Shooting d6, Damage 2d8, Range 18/36/72 
Special Abilities: 

 Size +2: Super mutants are much larger than a man. 
 
Super Mutant Master 
Masters are super mutants that have been around a while. They’re skilled warriors and capable leaders, and 
tend to have better gear than their younger brethren.  
Attributes: Agility d6, Smarts d6, Spirit d8, Strength d12, Vigor d8 
Skills: Athletics d6, Fighting d10, Notice d6, Shooting d8 
Charisma: -4; Pace: 6; Parry: 7; Rad Resist: 10; Toughness: 11 (3) 
Edges: Command, Rock and Roll, Sweep 
Gear: melee weapon, ranged weapon, metal armor with helmet (+3), stimpack 
Melee Weapon 
 Big Blade: Fighting d10, Damage d12+d10, Two Handed 

Spear: Fighting d10, Damage d12+d6, Reach 1, Two Handed 
Super Sledge: Fighting d10, Damage d12+d10, AP2, HW, Raise Die d10, Two-Handed 

Ranged Weapon 
 Assault Rifle: Shooting d8, Damage 2d8, Range 24/48/96, RoF 3, AP2, Auto, 3RB 
 Hunting Rifle: Shooting d8, Damage 2d10, Range 30/60/120, AP2 

Laser Rifle: Shooting d8, Damage 3d6, Rng 18/36/72, RoF3, AP2, Auto, Overcharge +1d6 
Special Abilities: 

 Size +2: Super mutants are much larger than a man. 
 

Super Mutant Warlord 
Warlords are the elite leaders of the super mutant, older greenskins that have been around for 
years now, often since the days of the Master’s army. They are tougher and better-armed than 
most other super mutants, capable of leading their troops into battle and emerging victorious. 

They tend to stay farther back than other super mutants, preferring to use their heavy weapons to take out 
whatever they see as the greatest threat to their brothers. 
Attributes: Agility d6, Smarts d8, Spirit d8, Strength d12+1, Vigor d10 
Skills: Athletics d6, Fighting d10, Knowledge (battle) d8, Notice d6, Shooting d10 
Charisma: -4; Pace: 6; Parry: 7; Rad Resist: 11; Toughness: 13 (3) 
Edges: Command, Command Presence, Improved Sweep, Natural Leader, Rock and Roll, Tactician, Tough as Nails 
Gear: Melee weapon, ranged weapon, metal armor with helmet (+3 armor),  
Melee Weapon 

Ripper: Fighting d10, Damage d12+d8+1, Raise Die +2d4 
Super Sledge: Fighting d10, Damage d12+d10+1, AP2, Raise Die +1d10, TH 

Ranged Weapon 
Gatling Laser: Shooting d10, Damage 3d8, Range 18/36/72, RoF 5, AP2, Snapfire, Suppress 



 

 

Incinerator: Shooting d10, Damage 2d10, Range 8/16/24, Fiery 4+, Medium Burst 
Minigun: Shooting d10, Damage 2d8, Range 18/36/72, RoF 4, AP2, Snapfire, Suppress 
Missile Launcher: Shooting d10, Damage 4d8, Range 24/48/96, AP10, Snapfire 

Special Abilities: 

 Size +2: Super mutants are considerably larger than a man. 
 

Behemoth 
Super mutant behemoths are the most ancient and animalistic of their kind. As a super mutant 
ages, some breeds just get larger and larger while their intelligence continues to drop. 
Behemoths are the end result of this process – a titanic super mutant of animalistic 

intelligence. Most wander off from their brothers to live on their own as beasts, though a few stay around 
with their kin as a combination of mascot and siege engine. 
Attributes: Agility d4, Smarts d6 (A), Spirit d8, Strength d12+5, Vigor d12+4 
Skills: Athletics d6, Fighting d10, Throwing d10 
Charisma: -4; Pace: 8; Parry: 7; Rad Resist: --; Toughness: 17 (2) 
Special Abilities: 

 Armor +2: The skin of a behemoth is tough. 

 Club: Most behemoths fight with a massive bludgeon, usually a length of rebar or telephone pole. 
This functions as a Str+d10, Reach 2” heavy weapon. On a raise, the behemoth slams its target 
away – they get a free push in addition to the extra raise damage. 

 Hurl Scenery: Behemoths tend to throw whatever they can at their enemies in combat, being too 
large and dumb to use any more conventional ranged weapons. They can grab and throw random 
rubble as an action in most terrain, treating this as a thrown weapon that deals Str+d8 damage 
at a range of 10/20/30. 

 Immune to Radiation: Behemoths are immune to the effects of radiation. 

 Large: Behemoths are massive creatures. They take a -2 penalty on attacks against smaller 
targets, and smaller targets get a +2 bonus to attacks against them. 

 Size +5: Super mutant behemoths are gigantic creatures. On the battlefield, they occupy a 3” 
square. 

 
Nightkin 
Nightkin are a grey-skinned, more intelligent variant of super mutants, trained as scouts and addicted to 
Stealth Boy technology. They were created by the Master years ago, and most remaining nightkin are 
veterans of the Master’s war against humanity. They tend to be quite mad; this is reflected in their 
Delusion (Major) hindrance which represents the schizophrenia that long-term use of Stealth Boys causes in 
them. Nightkin don’t like to be seen – they spend most of their time hiding or using their Stealth Boys to 
observe their enemies undetected. In larger super mutant communities, they tend to act as scouts, though 
they don’t mix too much with others. 
Attributes: Agility d8, Smarts d6, Spirit d6, Strength d10, Vigor d8 
Skills: Athletics d6, Fighting d8, Notice d8, Shooting d8, Stealth d6, Survival d8 
Charisma: -4; Pace: 6; Parry: 6; Rad Resist: 10; Toughness: 10 (2) 
Hindrances: Delusional (Major) 
Gear: Big blade, assault rifle, scrap armor (+2 on all locations), 1d4 Stealth Boys 
Melee Weapon 
 Big Blade: Fighting d10, Damage d12+d10, Two Handed 
Ranged Weapon 
 Assault Rifle: Shooting d8, Damage 2d8, Range 24/48/96, RoF 3, AP2, Auto, 3RB 
Special Abilities: 

 Size +2: Nightkin are the same size as a regular super mutant. 

 Stealth Boy Mastery: Nightkin have mastered the use of the Stealth Boy. They can activate and 
deactivate a single Stealth Boy, which lasts for a total of ten minutes for them; activating and 
deactivating it is an action. When they finish using a Stealth Boy, a nightkin can draw a card; 
on a red card, they can reuse the device if they replace the built-in energy cell. 



 

 

 
Centaur 
These pitiful creatures are the result of cruel experimentation with the process that normally creates 
super mutants. They are the result of multiple creatures being dipped in FEV vats at the same time. In the 
vats, they fuse into one being, a crawling, tumor-riddled thing that resembles a fleshy melding of all the 
things that it’s made of. They tend to follow around their super mutant brothers, rather like a horrific 
pet. They’re attracted to radiation, and are more infested with radioactivity than other mutants, capable 
of spitting irradiated saliva as an attack. 
Attributes: Agility d4, Smarts d6 (A), Spirit d6, Strength d8, Vigor d10 
Skills: Fighting d6, Shooting d8 
Charisma: -4; Pace: 4; Parry: 5; Rad Resist: --; Toughness: 8 
Edges: Tough as Nails 
Special Abilities: 

 Immune to Radiation: Centaurs are immune to radiation. 

 Irradiated Spit: Centaurs can spit their irradiated saliva as a Shooting attack. It deals 2d6 
radiation damage, with a range of 5/10/15. 

 Lash: While no two centaurs are alike, in combat they all lash out with some convenient limb. 
This is a Reach 1” Fighting attack that deals Str+d6+2 damage; the +2 damage is radiation-based. 

 Slow: Centaurs have a Pace of 4, and roll 1d4 for their running die. 
 
Super Mutant Hound 
When super mutants realized that centaurs weren’t very useful pets, they tried to mimic humans and dipped 
several captured dogs. It seems that hounds take to the mutation process at least as well as humans do, 
creating massive green-skinned war beasts that serve their mutant creators as guardians and hunters. 
Attributes: Agility d8, Smarts d6 (A), Spirit d6, Strength d8, Vigor d10 
Skills: Athletics d6, Fighting d8, Intimidation d8, Notice d6, Survival d6 
Charisma: -4; Pace: 8; Parry: 6; Rad Resist: 11; Toughness: 9 (2) 
Special Abilities: 

 Armor +2: Super mutant hounds have a tough, leathery hide. 

 Bite: Str+d8. 

 Fleet-Footed: Mutant hounds roll d8s when running. 

 Go for the Throat: Like other canines, mutant hounds know how to find a target’s weak spots. On 
a raise on a Fighting roll, they automatically hit the target’s least-armored location. 

 Radiation Resistant: Super mutant hounds get a +4 bonus to radiation resistance. 
 

Zetan 
The Zetans are a race of reclusive aliens that have been observing the Earth for several hundred years. 
The governments of pre-War Earth were aware of the creatures, and a few groups, such as the Enclave and 
the scientists of the Big MT, keep an eye on their activities as best they can. For the most part they are 
content to take the occasional biological sample or send a small scout ship to Earth, though rumors 
persist that a massive explosion somewhere near the Great Lakes was caused by a weapon fired from their 
mothership. It’s known that they work against humanity’s efforts to explore or colonize space – they were 
responsible for the destruction of several pre-War shuttles, and at least one transport ship that simply 
disappeared, never to be seen again. They also take great interest in any human psykers. Rumors persist 
that they have bases on Earth, often believed to be somewhere underwater in the Gulf. According to brahmin 
ranchers, they are frequently responsible for attacks on brahmin or even the disappearance of an entire 
farmstead, though that could just as easily be one of the many other threats of the wasteland. 
 
Zetan Technology 
Weapons: Zetan guns are essentially highly-efficient plasma guns; they fire bursts of damaging energy held 
together by a magnetic sheath. 
 



 

 

Alien Blaster Pistol: Damage 2d10+2, RoF 1, Shots 18, Heavy Weapon 
 
Alien Disintegrator Rifle: Damage 3d10, RoF 2, Shots 24, Heavy Weapon 
 
Shock Baton: Damage Str+1d6+4 nonlethal, electrical trappings 
 
Force Fields: The aliens have mastered force field technology that’s virtually unknown elsewhere, allowing 
them to protect individuals in sheaths of protective energy or put up a powerful barrier. 
 
Energy Shield: This is a belt-mounted device that protects the wearer with an ablative shield. It absorbs 
incoming damage; when it has absorbed a certain amount, it falls, remaining inactive for three rounds 
before it reactivates at full power. The amount of damage a shield can absorb is listed in the item’s 
description. 
 
Energy Barrier: This is a book-sized alien device that can create a wall or dome of translucent energy. 
This functions as the Barrier power, except it has a Toughness of 20 and has Heavy Armor. It lasts for ten 
minutes of use on a single alien power module. 

 
Alien 
Zetans are small creatures, about 4’ tall with overdeveloped brains and frail bodies. They have grey-green 
skin, black lidless eyes, and lipless mouths. Most wear a silver jumpsuit and carry advanced weaponry, 
usually a blaster pistol or a baton that carries a surprising electric jolt. These stats describe a 
standard alien soldier, worker, and pilot. 
Attributes: Agility d6, Smarts d8, Spirit d8, Strength d4, Vigor d4 
Skills: Athletics d4, Fighting d6, Knowledge (various) d8, Piloting d6, Shooting d8, Tech d8 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 12; Toughness: 5 (1)  
Gear: environment suit, energy shield (15 points), shock baton or alien blaster or alien disintegrator 
Special Abilities: 

 Size -1: Aliens are smaller and frailer than humans. 

 Telepathy: Zetans can communicate among themselves silently and at great speed. Nearby psykers 
can sense this communication, and it tends to cause them great pain – humans roll Psionics 
checks at a -2 penalty within 12” of an alien. 

 
Alien Commander 
This is a leader among the Zetans, a skilled warrior, commander, and architect of their plans 
against humanity.  
Attributes: Agility d6, Smarts d8, Spirit d8, Strength d4, Vigor d6 

Skills: Athletics d4, Fighting d6, Knowledge (various) d8, Shooting d10, Tech d8, Throwing d6 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 12; Toughness: 7 (2)  
Gear: reinforced environment suit, energy shield (25 points), shock baton or alien blaster or alien 
disintegrator, 1d3 grenades (cryo or pulse), energy barrier, 1d3 alien medi-gel (as stimpack) 
Special Abilities: 

 Leadership: Other aliens within 12” of the alien commander can share his Caps, gain a +1 bonus 
on all attack rolls, and a +2 bonus to recover from shaken. 

 Size -1: Aliens are smaller and frailer than humans. 

 Telepathy: As the standard Zetan soldier. 
 
Alien Dominator 
Dominators are aliens with overdeveloped brains and formidable mental powers. They are the scientists and 
doctors of their people, and are obsessed with studying, cataloguing, and vivisecting all life they 
encounter. 
Attributes: Agility d6, Smarts d12, Spirit d8, Strength d4, Vigor d4 
Skills: Fighting d4, Healing d8, Knowledge (various) d10, Psionics d10, Shooting d8, Tech d12 



 

 

Charisma: 0; Pace: 6; Parry: 4; Rad Resist: 12; Toughness: 6 (2)  
Gear: reinforced environment suit, energy shield (20 points), alien blaster, 1d6 alien medi-gel, 
nightmarish alien medical probes 
Special Abilities: 

 Psionic Masters: Dominators are powerful telepaths; they have 20 Power Points and the following 
powers: bolt (telepathic attack ignores armor but only affects living targets; can deal lethal 
or nonlethal damage), deflection, mind reading, pummel, puppet, speak language (pulls the 
language from the target’s mind), telekinesis. 

 Size -1: Aliens are smaller and frailer than humans. 

 Telepathy: As the standard alien soldier, though Dominators can use this ability at a vastly 
increased range. 

 
Dopplegangers 
While early Zetan experiments on alien/human hybrids resulted in creatures best called “abominations”, 
more recent work has been more successful. Dopplegangers in their natural forms are hairless, grey-
skinned, rubbery things with black eyes. However, they can duplicate the appearance of humanoids they see, 
allowing them to blend in with people briefly, acting as the eyes and ears of their Zetan masters. 
Attributes: Agility d6, Smarts d8, Spirit d8, Strength d4, Vigor d6 
Skills: Athletics d4, Fighting d6, Shooting d6, Speech d6, Taunt d8 
Charisma: 0; Pace: 6; Parry: 5; Rad Resist: 5; Toughness: 5 
Gear: By mission; they don’t carry alien gear. They have gear appropriate to the role they have assumed. 
Special Abilities: 

 Death Slime: A badly-wounded doppleganger disintegrates into a puddle of acidic slime which 
quickly evaporates. Creatures adjacent to an incapacitated doppleganger must make an Agility 
roll or take 2d6 acid damage as they self-destruct. 

 Psionics: Dopplegangers have 20 power points and the disguise and mind reading powers. 

 Telepathy: As the standard alien soldier. They cannot suppress this ability, and so the presence 
of psykers tends to give away their presence. 

 


