


G m  D s g  & L y u : T n  B s e l  

- 

P a t s e s: 

M t  R w , J f  G r a d, C r y E a , J h  Q, 
Z r t e r , M e i , T o a , Q i c , S t , C m a d 

T e O d r o  J n s 



 5…The Distemper

Chapter 1: What is Distemper?
6…Rules & Sidebars 
6…Clarifications & Exposition 
7…What Is The DistemperVerse? 
8…The World You’ are Living In 
9…Session Xero: Setting The Stage 
9…Duration 
9…Tone & Violence 
9…Triggers & the X Card 
9…Make-up and Starting Point 

   10…Collaborative Storytelling 
   10…Filling In The Gaps 
   10…Rule Xero 
   11…What Is the Xero Sum Engine? 
   11…Appendix N: 
   12…A Guide to Terms 

Chapter 2: Timeline of the Virus
Chapter 3: After the   
 Screaming Stopped
   18…The Immediate Aftermath 
   19…Infrastructure 
   19…Cities & Towns 
   20…Beacons of Hope 
   21…Manhattan Island 
   21…New Philly 
   21…Roads to Nowhere  
   24…Governments 
   24…Trade and Barter 
   26…What Now? 
   26…The World Is Adrift 
   26…Resources Are Scarce 
   27…Mankind is Circling The Drain 
   27…All Hope Is not Lost  
   27…What Comes Next Is Up To You 

Chapter 4: How Do You Play?
   28…Dice Checks 
   28…Roll Modifiers 
   29…Degrees of Success 
   30…Modifier Ranges 

   30…Make Dice Rolls Consequential 
   31…Moments of Insight 
   31…Making The Case 
   32…Modifier Types 
   32…Ability (Amod) 
   32…Skill (Smod)  
   32…Conditional (Cmod) 
   33…Attribute Ranges 
   34…Attribute Checks 
   34…Skill Modifiers 
   35…Conditional Modifiers 
   36…Opposed Checks 
   36…Group Checks 
   37…Distemper Dice 
   37…Distemper Dice - Chain Reactions 

Chapter 5: Who Will You Be?
   38…Player Characters 
   39…Backstory Generation 
   39…Picking A Paradigm 
   39…Ready To Go, Out Of The Can 
   40…Blank Character Sheet 
   42…Character Sheet Overview 
   48…What Do You Know? 
   49…Table 8: Skills 
   50…Criminal Skills 
   50…Combat Skills 
   51…Innate Skills 
   52…Knowledge Skills 
   53…Mechanic Skills 
   54…Medicine Skills 
   54…Sway Skills 
   56…Backstory Generation 
   57…Backstory Generation Checklist 
   58…Step Xero: Character Concept 
   58…Quick, Quick, Quick! 
   58…Character Development Points 
   59…We Can Be Heroes 
   59…Mad Min Max 
   60…Step 1: Personal Growth 
   60…Alina Garcia 
   60…Her Formative Years 
   61…RAPID Range Attributes 

   61…Advanced Customization 
   62…They Grow Up So Fast 
   62…The Most Important Lessons 
   62…How Was Your Weekend? 
   63…Step 2: Professional Development 
   64…Professions 
   64…How’d That Dojo go, yo? 

65…Step 3: Why They Act Like They Do
   65…Why Look If You Can Leap 
   66…Complications 
   67…Motivations 
   68…Step 4: Secondary stats 
   69…Step 5: Weapons & Equipment  
   69…What’s In Her Bag? 
   70…Alina Garcia Character Sheet 
   72…Step 6: Finishing Touches 
   72…Alina Garcia 
   73…Paradigms 
   73…You Got No Class 
   74…Paradigm: Bar Owner 
   76…Paradigm: Beat Cop 
   78…Paradigm: Biker 
   80…Paradigm: EMT 
   82…Paradigm: Family Doctor 
   84…Paradigm: Farmer 
   84…Paradigm: Farmer 
   86…Paradigm: Flea Market Trader 
   88…Paradigm: Hot Rod Mechanic 
   90…Paradigm: Mayor 
   92…Paradigm: Mercenary 
   94…Paradigm: Petty Criminal 
   96…Paradigm: Preacher 
   98…Paradigm: Rural Sheriff 
 100…Paradigm: School Teacher 
 102…Paradigm: Semi-Pro Athlete 
 104…Paradigm: Trucker 
 106…Pregen: Pesky LaRue 
 108…Pregen: Helen Bartholomew 
 110…Pregen: John Egalitas 
 112…Pregen: Emmy Briar 
 114…Pregen: Mikey Doyle 
 116…Pregen: Anna Sidorov



Chapter 6: How Do You Fight?
  118…Combat Overview  
  118…Combat Rounds 
  118…Initiative 
  118…Making An Attack Roll 
  119…Getting The Drop 
  119…Resolution 
  119…Combat Actions 
  120…List of Combat Actions 
  122…Called Shots 
  122…Incidental Actions 
  122…Tactical Advantages 
  122…Grappling & Subduing 
  123…Damage & Healing 
  123…Wound Points & Death 
  123…Resilience Points & Incapacitation
  123…Anyone got a Healing Potion? 
  124…Panicking 
  125…Damage  
  125…Healing  
  125…Healing Supplies 
  126…Stabilizing 
  126…Resting 
  126…Infection 
  126…Falling Damage 
  126…Drowning 
  127…Sickness and Disease 
  127…Special Damage 
  127…Subsistence Damage  
  127…Lasting Wounds 
  127…Range 
  128…Handling Character Death 

Chapter 7: What Do You Have?
  130-131…Table 12-Table 19: Rations 
  132…Item Condition 
  132…Upkeep, & Deterioration 
  132…Weapon & Item Condition 
  132…Upkeep Checks 
  133…Charges  
  133…Weapons 
  133…Type 
  135…Ranged vs Melee vs Unarmed 
Combat 
  136…Range  
  136…Damage 
  137…Rarity 
  137…Ammo Rarity 

  137…Encumbrance 
  137…Max Rounds 
  137…Armor 
  137…Equipment  
  138…Rations, Food & Subsistence 
  139…How Will You Get Around? 
  139…Table 21: Transportation 
  140…Rarity 
  140…Size 
  140…Speed 
  140…Wound Points 
  140…Encumbrance 
  140…Carts 
  140…Range 
  141…Modes of Transport 
  141…Walking 
  141…Bicycles 
  141…Horses 
  142…Chases 
  142…Buggies 
  142…Wagons 
  142…Cars, Motorbikes & Trucks 
  143…Fuel 
  143…Ethanol & Methanol Stills 

Chapter 8: Who Else Is Still Alive?
  142…Hell is other people 
  142…The Base Model  
  147…The Company of Strangers 
  147…Settlements & Strangers 
  148…First Impressions & Gut Checks 
  149…Negotiations 
  149…Gambits & Retorts 
  150…The Dog Flu 
  150…Mechanics of the Dog Flu 
  151…Who is left? 
  151…Campaign Themes 
  152…Survivors 
  154…Migrators 
  156…Militias & Gangs 
  158…Survivalists 
  160…Nomads 
  162…Bandits 
  164…Warlords 
  166…Zealots 
  168…Government Remnants 
  170…Cannibals 
  172…Animals 

Chapter 9: How Will You Survive?
  175…Session Xero 
  177…Character Evolution 
  178…Breaking Point 
  179…Morality 
  180…Living Off The Land 
  180…Rations 
  180…Supplies 
  181…Scavenging 
  182…Foraging 
  182…Fishing 
  182…Trapping & Hunting 
  182…Farming 
  183…Other Resources 
  184…Base of Operations 
  184…A Shelter from the storm 
  186…Homesteads 
  187…Base Size 
  187…Communities 
  188…Joining a Community  
  189…Starting a Community  
  189…Community Structure 
  189…A Single Leader 
  189…Committee 
  190…Identity & Code of Conduct 
  190…Recruiting NPCs 
  190…Community Members 
  190…Apprentices  
  191…Morale  
  192…Banishment  
  192…Activities 
  193…The Passage of Time 
  194…Community Activities 
  194…Mundane Tasks 
  194…Finding Food 
  195…Base Upkeep  
  195…Scouting an Area 
  196…Training an Apprentice 
  196…Complex Tasks  
  196…Events  
  197…Homestead sheet 

Chapter 10: Moderating  
the Distemper

  198…Session Xero 



5 

themselves around the country as people return to a 
life without the internet or power tools.  
There is always a need for hardworking people who 
are looking for a sense of community, just like there 
will always be a need for people prepared to fight to 
protect what’s theirs.  
And then there is still the virus itself. H724. The media 
called it the Dog Flu, but the Distemper is how most 
people refer to it. Not content with killing more than 6 
billion people during the first go around, the Distemper
can still infect and wipe out a community within days.  
Masks are still more common than not, although that 
is starting to fade the further people get from the 
pandemic. Once someone gets infected it takes a few 
days before they exhibit symptoms, but even before 
they show, the virus has already started making them 
crazy.  
By the time it’s obvious someone is sick they are 
ready to snap. With no warning, they will turn on 
anyone around them and, like a dog, they will bite and 
scratch and attack anything within reach until, like a 
dog, someone puts them down. 
A runny nose or sneeze can quickly get someone shot 
in the face because no one takes any chances these 
days.  
And, of course, canines themselves still carry the 
disease. It makes them as crazy as it makes us and 
feral packs of wolves, coyotes and jackals are a 
constant threat, showing up with no warning and 
ripping into anything they see, savaging anyone within 
reach and transmitting the disease with each bite.  
There are no more rules, there are no more laws, and 
each individual is going to have to decide who they are 
going to be in this ugly new reality. At some point, 
everyone is going to find themselves asking, “what am 
I prepared to do to survive?” and they had better have 
a good answer.  
So, who do you plan on being?  
Do you have skills valuable to others, like a doctor or 
mechanic or teacher, or have you survived this long by 
being better at doing unto others before it’s done unto 
you?  
Are you willing will you take part in rebuilding society, 
do you plan on carving out your own empire by force, 
or are you simply trying to secure your next meal? 
Will you be hunters, will you be protectors, or will you 
find yourself someone’s prey?  
Spring is coming, food is running out, and there is 
nowhere left to hide.  
It’s time to choose. 

The world quickly went to hell when Man’s Best Friend became our 
deadliest enemy.  
It’s been about a year since the Dog Flu, a highly contagious and 
deadly form of distemper, appeared out of nowhere. No one was 
sure if the dogs gave it to us, or if we gave it to them but it didn’t 
matter much once 80% of humanity was wiped out.  
Polite society quickly collapsed under the pressure of the 
unprecedented death-toll, and it took all the old rules with it. 
Tens, possibly hundreds of millions more have died since from 
starvation, disease, or just for the food in their hand, and mankind 
has been pushed back to the population and technology levels of 
the 1800s. The weak are already dead and survivors must be 
willing to fight to protect what’s theirs.  
Good folk remain but are outnumbered by the weak and the bad. 
Despite all the death, there still seems to be a never-ending supply 
of crazy and dangerous groups anywhere you go.  
From the gangs and militias in the largely abandoned cities to the 
tribes and clans out in the country, any efforts to rebuild are 
swallowed by the fighting for territory and whatever limited 
resources remain. If you have something someone wants, you can 
expect them to try and take it from you. 
The collapse of any central authority created a power vacuum 
which has given rise to tinpot warlords, often ex-military, police, or 
criminals, all leading raggedy armies and claiming sovereignty over 
any area they want and everything within it.  
Roaming bands of marauding raiders who don’t care about notions 
such as territory will descend like human locusts to take what you 
have by force, all too often with military precision. They are getting 
more desperate as unspoiled gasoline becomes harder to find, and 
this desperation just serves to make them more dangerous.  
People have always turned to Religion in hard times and the death 
and devastation caused by the virus gave rise to multiple new 
churches, sects, and cults, each with their own fanatical followers 
who are seemingly willing to commit previously unthinkable 
atrocities in the name of their new faith.  
Perhaps scariest of all, there are even rumors that a semblance of 
the Government is up and running in Washington and that they 
have both a vaccine and a plan to try and reestablish control. 
The shortage of food has turned some to cannibalism and although 
that idea still remains repulsive to most, the truth is that there is 
barely anyone still alive who hasn’t been faced with the prospect of 
having to kill someone else to secure their next meal.  
As hard as it is to trust anyone these days, it’s hardest of all to trust 
a well-fed man. 
In light of all these dangers, residents of many towns, villages and 
settlements have banded together for safety, but also to pool their 
efforts and resources. Small farming collectives are establishing 



Intended to be played in a group of 3-6 people, Distemper is a 
survival/horror tabletop role-playing game (TTRPG) set in the 
aftermath of a pandemic which has killed almost everyone on 

earth and transformed what is left into a dangerous, brutal, and 
capricious new reality.

Each new day in this harsh world brings risks, threats and terrors 
that you – along with a couple of friends and a handful of dice – 
must decide how to respond and react if you are going to survive. 

In its simplest terms, Distemper can be seen as a complex and 
rewarding game of make-believe where one player takes on the 
role of referee or facilitator, also known as the Game Moderator
(or just GM) and everyone else creates a Player Character, also 
be referred to as a PC or, more simply, a character. 

Collectively referred to as The Group, the participants weave an 
interactive narrative as they build their own story and forge their 
path in this fractured and deadly world. 

If you have ever watched a movie or TV show or been reading a 
novel or comic-book and found yourself thinking: “I wouldn’t have 
done that, I would have done something better, something smarter, 
than that,” then Distemper is your opportunity to put that theory to the 
test.  

Each player will create a character who is front and center in 
stories that the group collectively tells, and exactly how they will 
survive and thrive will come down to the choices they make and 
the actions the group take along the way. Players will soon find 
that nothing is easy or without consequence anymore and that 
their choices matter. 

Unlike many traditional games, there are no winners or losers in 
Distemper, and the game unfolds cooperatively between the 
players and the GM who collectively define the challenges and 
outcomes in order to tell a story that is exciting, enjoyable, fulfilling, 
and memorable. 

With the exception of a handful of 6-sided dice, this core ruleset 
provides the group everything they need to play a game, from 
character creation, to combat, to populating the world and the people 
they will meet along the way, to creating an adventure or campaign. 
Further supplements, source-books and modules will help flesh out 
the world and provide a tapestry for future storytelling.  

As with any game, there are a variety of rules and setting information 
to digest and when reading this guide, you will see various rules, 
sidebars, clarifications and some exposition called out in boxes such 
as those on the right. This is done to both make digestion of the 
information easier, as well as returning to find specific rules when 
you need them.  

Lastly, as an additional aid to finding important 
rules or data, there will occasionally be a bloody 
thumbprint calling out a box or block of text or a 
table. This should always be treated as critical 
information and the thumbprint may even appear 

next to the page number in the bottom corner if the contents of 
the entire page are significant enough. 

The first thing you need are six-sided dice. Lots of them, as 
many as you can find. See if there are any more and grab some 
blank paper and pens while you’re at it. 

At a minimum, the Game Moderator (GM) should spend some 
time familiarizing themselves with the rules prior to starting play, 
but it may be helpful if players have at least a passing familiarity 
with the basic rules. To help with this, there is a Distemper 
QuickStart guide available at www.DistemperVerse.com that 
distills the rules down to the bare essentials for ease of digestion 
and it may be easier initially for a starting group to play solely 
using the QuickStart rules, coming back to this book once they 
have the basic concepts under their belt.  

To further facilitate quick gameplay, there is also an introductory 
adventure called Chased that is available for download from 
DistemperVerse.com that guides a GM and group through 
starting a game and to get people playing as quickly as possible.  

So, grab some friends, some scraps of paper, a handful of dice 
and prepare to tell some Collaborative Stories in a dark, 
dangerous, dystopian world where every move may be your last. 

R L S & S D B R
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W
hat Is Distem

per? 

Designed as part of a uniquely shared narrative,  is a much larger post-apocalyptic experience 
than just the game that you are reading.  

Set against a continually unfolding backdrop explored through the  comic books, the actions 
and stories for some individual player characters in the  game can be deeply personal as they 
explore their characters lives, while others might play on a grander scale where they find themselves 

shaping the fate of humanity and influencing future comic book storylines and game content. 
The  website ties the games and comic books together and acts as a conduit for new 
content to both readers and gamers alike. Additionally, it is home to , a mechanism for 
players and GMs to allow their stories, settings and campaigns to to be curated and potentially be 
shared with the community or even worked into future comic books story arcs or game content.  

It is entirely possible that the actions of player characters, GMs, writers, content creators, and other 
community members will influence the course of human history and define ongoing events in this new world.
Collectively, the narratives weaved together across various medium and via disparate platforms make up 

The .  
What will your part in shaping the world be? 

Visit  for more details.  



Designed to be quick and fast-flowing, Distemper provides a grounded experience that is less fanciful in tone, 
grittier, and more down-to-earth than many TTRPGs.  

By design, characters are ordinary people. Combat is brutal and unforgiving. Players are going to need to track 
their ammo and food in a world where it’s increasingly scarce.  

Distemper doesn’t take place generations later, it is barely a year since the apex of the disease. This is very much 
the here and now. Some parts of society are attempting to knit themselves back together in isolated pockets whilst 
the frayed fringes of other elements are simultaneously pulled, causing further hardship and conflict.  

There are no zombies, no mutants, no vampires, and no alien invaders in Distemper. There are no lasers, magic 
potions, and no fantastic creatures. There is just the gnawing cold, constant hunger and, scariest of all, other 
humans to contend with. 

The players should remember that everything their characters knew has changed. People will be forced to do ugly 
things to survive and their morality will be constantly tested with ethical choices that can impact long-term 
gameplay.  

After all, when starvation is a very real prospect, people will find themselves driven to extremes.  

People may no longer be dying in droves from the virus but those who hadn’t already succumbed and weren’t killed 
in the rioting that consumed and ravaged society or hadn’t died of exposure, starved to death, and who weren’t 
killed over scraps of food in the famines that followed, are now faced with figuring out the next steps in long-term 
survival.  

The Rule of Law has been replaced with the Rule of the Gun and if you have something of value, you need to be 
prepared to fight to keep it and, if someone has something that you want? Well, you might have an interesting 
choice to make. 

As always, mankind is resilient. In some places, people are actively working together to fulfill the basic needs of 
food and protection knowing full well that someone, somewhere else, could be plotting to take it away from them. 

Some cities are burning hellholes whilst others are sanctuaries and beacons of hope. Trust is in short supply and 
is harder to earn than before but is more important than ever. With no central authorities remaining, everyone 
needs someone else to watch over them while they sleep. 

Suggestions on customizing campaigns and timelines are covered in Chapter 10: Moderating The Distemper and 
will be detailed in future supplements. GMs are encouraged to take full artistic license to create the setting required 
to tell the story the group wants to tell. 

Now that you have players, a Game Moderator, the rules, and those sweet, sweet dice, it’s time to create 
characters, define the game world and start weaving an interactive narrative. 
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W
hat Is Distem

per? 

Tied to the tone and violence conversation, there are multiple 
subjects and storylines that might feed into personal dislikes or 
in other way act as a trigger for individuals and unintentionally 
create a negative play experience, and should be avoided. 

Although the GM should ask the group if there are any subjects 
in the survival/horror genre that they particularly want to keep 
away from and tailor the stories being told to that outcome, 
some groups may additionally offer the group the option of an 
X Card - a token or a piece of paper with an X on it that is 
pointed to, or someone typing an X in an online chat window 
to signal that a player is uncomfortable with the subject 
matter and the group should pivot.

Given the inherently dark and disaffected nature of the 
Distemper game-world, these questions should at least be 
touched upon before play commences so that the game is an 
enjoyable experience for all involved.  

Once the tone has been set, the players and GM should 
discuss the types of characters that will make up their group 
and the skills they will collectively bring. In addition, they 
should also discuss any background flavor they may bring to 
the group dynamic, such as weird personal peccadilloes or 
habits. Some groups may decide to use pregenerated 
characters (see Ready to Go, Out of the Can on page 39), but 
for those wishing to create custom characters, now is the time 
to do it. Refer to the Backstory Generation section in Chapter 
5: Who Will You Be? 

As the group either picks or creates characters, the GM should 
encourage a discussion around where they are from, how they 
came to be together and where they are going to start the 
game.  

As some games may begin in the middle of the action, players 
should have a good understanding of the group dynamic 
before play begins and the players should Fill In The Gaps 
(see page 10) around those details so that they start to put 
context around their characters and possibly even build a 
shared history. Some GM’s may ask players to further define 
the various relationships in the group or tell quick stories of 
who they were before the pandemic began. 

Session Xero is covered in greater detail on pages 9 and 175. 

Once the GM and players are gathered the group should 
discuss what kind of story they want to collaboratively tell and 
set any boundaries and guidelines for the level of horror and 
violence that they are comfortable with.  

Whether this takes 10 minutes or 2 hours, this conversation 
is referred to as Session Xero and, at a minimum, subjects 
that the group should discuss include the duration of the 
game, the tone and level of violence, any triggers, and the 
group’s make-up and starting point. 

Although this discussion relies largely on what the GM has 
planned, the group should discuss the length of the intended 
campaign – is this going to be a one-shot adventure with a 
defined beginning, middle and end that is played out during 
a session or two, or will this be an open-ended, sandbox 
campaign that will unfold over the course months, or possibly 
even years?  

As Distemper is, at it’s core, a Survival/Horror game, the 
group should discuss the tone of the game and the level of 
violence, gore, and dread with which they are comfortable.  

Are they interested in a more visceral, combat heavy story of 
pillaging and conquest, or are they drawn to role-playing as 
a member of a community trying to rebuild what they can of 
society against stacked odds? Is this a bleak and hopeless 
world where characters will do anything to get by, or do they 
wish to act as flickers of hope for others? 

The group should also discuss if are there limits to what they 
are comfortable with encountering or having described to 
them, or is everything fair game? If extreme topics like 
torture or cannibalism feature in a story, is that going to 
create issues for the players?  

Given that the backdrop to the world is how Man’s Best 
Friend wiped humanity out, players may also want to discuss 
the role both the virus and dogs play in the game to ensure 
the GM is clear on how best to include (or exclude) both 
subjects. Is the virus still a concern? Are dogs still carriers? 
How will players feel about fighting with a pack of 
chihuahuas? See Animals on page 172 for more details on 
handing dogs within the game.  



C L A O A I E 
S O Y E L N  
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W
hat Is Distem

per? 

“Appendix N” is a role-playing term that is traditionally used to describe the various 
Films, books, comics, TV shows, games, or other sources that inspired the game, the game-
world, or the lore. 
Below is the Appendix N for  and while not all of them may map exactly - or 
even obviously - to the stories told in the , they all helped further the 
post-apocalyptic tableau that inspired this game. 
They are all highly recommended to get a deeper sense of the tone intended for the 
game world, not necessarily for the quality of the work itself.  



A G I E T  T R S
There are several terms you will encounter in Distemper that are common in Role-Playing Games but deserve some clarification:
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A Brief History of the Virus 

The first death 
officially attributed to 
H724 was recorded in 

Chile on March 7th. Less than 4 hours later and half a world 
away, the second death was recorded in Indonesia.  

Before long, people were dying at such an unprecedented 
rate that they began to pile up in mass graves that could be 
seen from space. 

Mankind was largely oblivious to the virus up until people 
started dying and, by then, it was already far, far too late. 
By October, less than 5 months after the first recorded 
death, more than half of the world’s population were gone 
and by Christmas of the same year, anyone that was going 
to die from the virus was probably already dead.  

Ho, ho, ho, humanity. 

Before mankind really even had time to come to terms with 
what was going on, 75% of the world’s population was gone 
and two billion people remained to wonder what had just 
happened. 

People started calling H724 The Dog Flu or the Distemper
once it became commonly known that Man’s Best Friend 
were asymptomatic carriers. Although conspiracy theorists 
claimed dogs had been infected in Russian bio-labs and 
then let loose in Europe, the spread of the sickness was so 
rapid and global that it was impossible to take an educated 
guess as to where it truly originated.  

There was no way to pin the blame on any specific nation, 
let alone isolate a patient - or pack - zero, not that blame 
would have made any difference. With an unusually long 

incubation period of 3 weeks, by the time H724 started 
killing people, it was already everywhere. Blame was 
ultimately as pointless as the desperate search for a 
vaccine would turn out to be. 

The BBC World 
Service ran its first 
H724 story in January, 

reporting that a previously unidentified virus, initially 
believed to be a mutation of the common flu, had infected 
an estimated 100 million people worldwide, more than 
Tuberculosis or HIV. Of special note was that it appeared to 
share characteristics with distemper, a virus usually only 
found in dogs.  

Whilst appearing to be highly contagious, it also seemed to 
be relatively benign, with the most obvious symptom being 
a relentless cough. People were reminded to practice good 
hygiene, to cover their mouths when coughing and 
sneezing, and to avoid contact with those who appeared to 
be sick.  

Subsequent reports over the next few weeks quickly shifted 
in tone as scientists reported that this had mutated, and 
that H724-B wasn’t as benign as it had first appeared.  

It quickly became 
obvious that this 
widespread sickness 

was going to impact the global economy and, within a few 
weeks of the initial reports, a British Reuters correspondent 
broke a story from within Chechnya that several provinces 
were dealing with a highly contagious virus and that the 



central government was scrambling to gain control of the 
situation. The reporter went missing almost immediately 
after filing their report. 

Multiple doctors who had tried to report the virus and treat 
the sick were arrested but, the correspondent had reported, 
but no one would even speculate as to why. Chechen 
officials initially attempted to deny the story while 
simultaneously quarantining its three most heavily 
populated cities with the help of the Russian military until 
soon the entire country was completely locked down. 

Conspiracy theories caught fire the world over like they 
were covered with gasoline. The virus had been created in 
a lab. This was a shadow cabal plot to depopulate the 
world. This was the rise of a new world order. Aliens were 
finally here. This was The Rapture. 

Less than a week after the 
Reuters story broke, an elderly 
man with a relentless cough in 

Chile died while in the middle of a uncontrollable fit of 
hacking that sounded almost like he was barking. An 
autopsy confirmed he had multiple underlying co-
morbidities but also all the symptoms of H724-B. Doctors 
realized this had more than a passing similarity to 
distemper, and it was noted than in his last moments he 
seemed to lunge for the medical staff in what they had 
perceived as an aggressive and hostile manner but lacked 
the vitality to actually hurt anyone.  

This was the first recorded death attributed to the 
Distemper.  

The next day, the Chechen governments closed all their 
borders and restricted all international and domestic travel 
as rumors of mass canine culls circulated, but by then Elvis 
had already left the building and the virus was on the move. 

On March 19th, the World Health Organization announced 
that they had classified the virus and believed it had a 
mortality rate in line with the seasonal flu. They reiterated 
the need for good hygiene to prevent transmission.  

Within a week scientists had reclassified it as H724-C, 
stating that after more research they realized it had again 
mutated and was now believed to be airborne. They 
revised the mortality rate upward to 4% and, not long after, 
H724 was officially declared as a pandemic.  

Face masks became an 
increasingly common sight and 
although there was no evidence 

that they helped prevent transmission, there was also no 
evidence that they didn’t and manufacturers stepped up 
production to meet worldwide demand. 

Despite multiple pandemics in years past, the particularly 
rapid and virulent spread of the dog flu still took most 
governments by surprise and their responses were slow, 
disorganized, and ineffective. Many authorities tried to play 
the sickness down as little more than a seasonal flu or even 
a political hoax, which further delayed action.  

As reports of the spread of the virus intensified and people 
continued to get sick and die at an exponential rate, nations 
were forced to act. However, it wasn’t until the end of April 
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– almost a month after WHO had declared a pandemic – 
that all international commercial passenger travel was 
suspended.  

By then the International Monetary Fund reported that a 
global recession was inevitable with multiple supply chains 
already impacted. This inevitably led to hyper-inflation in 
many countries, which in turn led to civil unrest. 
Widespread rioting and looting were rampant with 
authorities using increasing levels of force to maintain 
order. In later months, the mass starvation seen in poorer 
nations would hit every country on the planet.  

Despite the resources now being thrown at medical 
research from around the world, testing was still unreliable. 
Asymptomatic carriers remained undetectable and only the 
acutely sick tested as being infected. This led health care 
professionals to mistakenly clear people who were carrying 
the virus, enabling its unchecked spread. 

In early May, with millions dead worldwide 
and untold millions more infected, a 
coalition of scientists from 14 nations led 

by Mats Berglund, a famed Swedish epidemiologist, began 
researching the development of effective testing in hope 
that it would in turn lead to a vaccine.  

Data provided by a German research institute enabled a 
breakthrough in the development of rapid testing 
capabilities and Berglund shared his cautious optimism at 
a press conference. 

Within a week of beginning testing, Berglund’s team 
advised WHO of a new mutation, H724-C, which they now 
believe to be zoonotic. There were clear indicators that 
dogs could both get and pass H724-C back to the humans 
and the media dubbed it the Dog Flu after reports of several 
infected patients’ pets exhibiting similar symptoms at the 
same time as their owners. 

Berglund’s team took note that the dogs became wildly 
aggressive at the end, often attacking and thereby 
transmitting the disease to their owners and vets.  

After further testing, it was believed that pigeons could also 
carry the virus, and many countries began organized and 
aggressive culls of both animals. Many nations mandated 
their citizens voluntarily turn their pets into authorities for 
forced euthanasia.  

At the end of the month, the mortality rate of H724-C was 
revised upwards again to a startling 19%.  

Panic begins to set in worldwide as 
people question how much their 
governments and leaders are actually 

able to do to protect them in the face of this pandemic with 
no known vaccine or cure. It sinks in for most that their 
government can tax them, but it can’t protect them.  

As this realization leads to a summer of worldwide riots that 
cause untold destruction as there is nothing left to loot and 
people turn their impotent rage to destroying public 
buildings. 

Berglund’s team had sent researchers to hot spots of 
infection to further study the virus but even with more 
effective testing, they made scant progress towards any 
kind of vaccine. Answering a question at a press 
conference, Berglund says that it may be as long as a year 
before any kind of effective treatment is found which sends 
financial markets further into panic, causing further rioting. 

Stories emerge of the mass extermination of dogs and 
pigeons and various other pets from around the world, and 
various EU member states secretly start culling herds of 
livestock for reasons unknown. More and more countries 
close their borders in a futile attempt to slow the spread of 
the infection.  

The very fabric of society unravels across the world as 
summer progresses and the disease kills more people than 
the Spanish Flu.  

News reports are a continual and horrific song of lament to 
this inexorably unfolding global catastrophe, until 
eventually the news reports stop.  



With the number of infections and death 
toll constantly rising, healthcare services 
are overwhelmed and begin to break 

down. The virus is indiscriminate, and many healthcare 
workers succumb, leading to a worldwide shortage of anyone 
qualified to help. 

Unable to cope with so many dead bodies, multiple 
countries create mass graves that are visible from space. 
Eventually there’s no one left to bury or even move the 
dead and they begin to line the streets. China begins what 
it calls “central corpse disposal” and the fires can be 
reportedly seen from Taiwan. 

With rapid testing kits now in production, Korea conducts 
mandatory, nationwide testing and moves their infected 
along with those suspected of having been exposed into 
“survival camps”, an act that is quickly followed by many 
other countries.  

Two unexplained nuclear 
explosions in Finland 
create a sudden and 

devastating nuclear winter in a very localized region. 
Although no one is ever sure precisely what caused it, the 
event appears to trigger total societal breakdown in 
neighboring Sweden and within days of losing its power-
grid, the country is plunged into absolute darkness.  

Soon there are multiple, independent reports of 
widespread brutality and horror, in addition to unconfirmed 
rumors of cannibalism. This in turn drives further riots 
throughout Europe as terrified people demand desperate 

action from paralyzed governments who are hanging on by 
their fingertips. 

Berglund’s research team are no closer to any kind of 
breakthrough when the UK begins human experimentation 
to test a possible vaccine. Although there is widespread 
condemnation, it is lukewarm and largely symbolic as the 
UN, WHO and the FDA remove all drug research 
safeguards soon thereafter. 

By the beginning 
of September, 
what is left of the 

CDC was able to convince what remained of the US 
government to quarantine Rhode Island, parts of California 
and New York City. The bridges connecting Manhattan to 
the outside world are destroyed and the blow-back from 
these actions creates civil unrest on a previously unseen 
scale, forcing the government to implement Martial Law 
across the United States.  

The US is quickly followed by most of the EU, Canada, and 
Australia, as governments use what limited forces they 
have left in a vain attempt to retain order. So called Survival 
Camps are set up all over the world but are ineffective at 
preventing the outbreak and simply become a place to put 
anyone that has a cough or looks sick (or is even just 
sweaty) and have nothing to do with actual survival for the 
people in the camps.  

Reports come out of camps in multiple countries of mass 
exterminations within these camps but there is no one left 
to care about these atrocities by this point.  
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Normal life ceases to exist for most people by the end of 
August and nationwide lock downs and food shortages lead 
to unstoppable riots around the globe.  

With no one left to police, many cities and provinces 
throughout the world become “No Go” areas for anyone but 
the locals. Humanity begins a slow and painful descent 
back into aggressive tribalism. Healthcare is nonexistent in 
most parts of the world, replaced by ever-growing piles of 
burning corpses. Cities begin to catch fire but there are no 
emergency services left to respond.  

In early October, 
Berglund’s research 
team have introduced 

synthetic genes into H724 and believe they have line of 
sight to a vaccine, but it isn’t coming fast enough to stop 
Europe from falling into anarchy as successive 
governments topple.  

The rest of society quickly follows Europe into abject chaos 
as national and local governments and other authorities fail 
across the planet.  

Barely seven 
months after it 
began, the Dog 

Flu had wiped out more than 50% of humanity and what 
was left was frightened, hungry, and scattered. Centralized 
services were no longer being provided and, one after 
another, things just stopped working.  

All anyone had left to rely on by this point was themselves.  

By Christmas, 74% 
of the population of 
earth was gone. 

Small consolation that everyone who was going to die was 
probably already dead, with less than two billion people 
remaining 

Happy New Year. 

The threat of the virus seems to be passing and although 
coughs and runny noses can get people shot, things are 
leveling out. However, all communication has long since 
broken down and with no functioning central government to 
protect and provide for them, it is left to whoever remains to 
rebuild.  

People are on their own. No one knows for sure what 
happened, the state of the world, or who is left. All anyone 
knows is that they have to eat and stay warm and will do 
whatever they need to in order to make that happen. 

Humanity may have survived but civilization certainly didn’t. 



As horrific as things got during the pandemic, it was the few 
months immediately following that were arguably the 
hardest for many survivors.  

Once the initial horror of the deaths caused by the 
pandemic began to recede, people needed to do whatever 
they could in order to survive. For many, this would mean 
committing what they had previously considered 
unthinkable acts.  

As survivors adjusted to their new reality, they were quickly 
forced to realize that everything they knew was gone.  

Perhaps the only commonality shared by all survivors was 
that the initial outbreak and subsequent aftermath had 
been equally brutal to everyone, with little comfort to be 
found anywhere.  

In this new world, everything was hard, everything was 
cold, and everything hurt.  

During the outbreak, society had proven itself to be so 
delicate that the survivors found themselves questioning 
how it had even managed to last so long in the first place. 

For reasons that never became clear, some parts of the 
world, most notably Africa and Asia, were much harder hit 
than others and in some places the mortality rate exceeded 
90%. But with the exception of a few of the most remote 
areas known to man (even the Dog Flu couldn’t completely 
conquer Siberia) nowhere had escaped unravaged.  

Despite all having fallen largely into anarchy during the 
pandemic, Europe, Australia, and North America all found 
themselves with a disproportionate number of survivors as 
the dust started to settle.  

However, in relatively densely populated areas like many of 
the European member states, a greater number of 
survivors wasn’t necessarily a good thing, as it just meant 
fiercer competition for what scant resources remained. 

Even with the almost overwhelming loss of life, there are 
still several billion survivors, and they all need to eat. 
Mankind has been pushed back to the population level of 
the 1800s and although the vestiges and framework of 
society remains, civilization is quickly circling the drain. 

The world had changed irrevocably. As the rule of law 
began to break down when there was no one left to enforce 
it, the strongest were not only able to survive but to thrive, 
even if it was at the expense of others.  

As time went on, the lines between what had previously 
been considered good or bad behavior became 
increasingly blurred until there was just a choice between 
survival or death. People acted and reacted accordingly. 

Survivors formed packs for the strength in numbers that 
brought them, although many of them used that strength to 
take what they needed from the weak.  

All too often, it seemed the bad were everywhere and help 
was no where to be found.  
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Those who had survived the pandemic had already seen 
the global supply chain collapse and knew there were no 
more stores and no more currency.  

There was also no running water to drink, no health 
services, and no authority.  

There was nothing except what survivors could find for 
themselves and take.  

Once people realized they didn’t even have the bare 
essentials, luxuries like television and social media became 
a rapidly fading memory. Survival was the sole remaining 
driving instinct and people grabbed whatever they could 
find until everything was gone.  

All across the globe, services and infrastructure stopped 
working. Some things vanished immediately, and others 
disappeared more quietly and over time but there was no 
hope that any of it was ever coming back.  

Many things that people had just come to expect as part of 
everyday life, such as television, telephones, and the 
internet, had become unreliable and problematic relatively 
early into the crisis as providers struggled to keep 
infrastructure running in the face of quarantines and sick 
employees and a quickly spiraling economic recession.  

And then, one day, it was just gone. 

Conversely, some elements of the power grid were highly 
automated and still running in many parts of the world and 
could easily continue to run unimpeded for several years.  

Eventually, enough relay stations would fail, and it would all 
inexorably grind to a halt, but until then some areas still 
basked in the glow of artificial light and refrigeration. 

Several metropolitan power-grids, which had been 
designed with resilience and redundancy in mind, 
continued to supply electricity to many areas and was one 
of the few reasons that anyone had initially stayed in cities.  

For many, between the food shortages, structural dangers, 
and the constant, brutal, indiscriminate gang warfare for 
control of territory and resources, electricity was the only 
thing that made remaining in a city bearable. 

Rife with transmission mechanisms and so many people in 
confined spaces, cities had become inherently dangerous 
places during the epidemic. Fresh outbreaks would spread 
haphazardly, like wildfire, and the epicenter of the disease 
seemed to leap from city to city, back and forth across the 
globe. Nowhere found an effective containment strategy. 

With its spread completely unchecked, the virus destroyed 
whole communities with impunity and without discernment. 
Although it seemed it could survive anywhere and in any 
environment, the virus had thrived in cities where efficient 
public transport systems could ensure that a cough or 
sneeze was a death sentence for anyone in proximity. 
Seasonal allergies had caused more than one panicked 
stampede in more than one city at more than one time. 
Paranoia and distrust rose to such levels that a shocking 
number of people were beaten to death by angry crowds, 
often for little more than having a runny nose or coughing 
in public. 

Riots and running battles between the remnants of 
authority and the citizens they had sworn to protect raged 
endlessly through the streets until there were no more 
police or soldiers to fight the protesters. The riots, 



combined with various malevolent acts of anger, lunacy, 
and desperation, had left many cities pockmarked with 
ugly, open wounds that increasingly identified them as the 
warzones they had become.  

Fires raged relentlessly, rampaging, and consuming 
everything in their path. Utilities overloads and gas line 
explosions were as frequently to blame as the acts of angry 
citizens, but a horrifyingly large number of fires had started 
accidentally when the piles of burning corpses that were 
littered everywhere set fire to the areas around them.  

With no emergency services left to respond, some fires 
burned uncontested for months and destroyed whole city 
districts and towns. Even months on from the peak of the 
virus, a large number of cities still burn.  

Many cities, burning or not, had no access to food supplies 
or had been built in inhospitable environments and had 
quickly become barren, increasingly dangerous places. 
Only the lost, insane or desperate would willingly remain 
behind and would even then it purely because they truly 
had nowhere else to go.  

For many survivors, entering cities would come to be 
considered as an elaborate form of suicide. 

But despite the inherent dangers, a surprising number of 
communities have begun to rebuild in cities and towns 
across the world.  

Even though the continued degradation of lines between 
good, bad, survival and death, and, as dark as things can 
sometimes seem, good people remain. Many who had 
been leaders before, such as politicians, businessmen, 
social figureheads, doctors, nurses, cops, fire fighters, 
schoolteachers, and soldiers, remained leaders in the wake 
of this disaster, rededicating themselves to protecting and 
rebuilding.  

In the year since the apex of the pandemic, multiple 
communities based on shared principles of safety and 
mutual interest and the integrity of a person’s word had 
taken hold and several were even starting to thrive.  

Some towns survived largely due to their ready access to a 
food source, such as coastal communities where fishing 
had supported the locals for generations, while others have 
managed to pull communities of farmers, hunters, and 
foragers together by way of town markets 

In several parts of the US, trade networks were beginning 
to form and a few peaceful settlements in Kansas and 

Colorado had started a nascent farmers market. There 
were vague rumors of a network of towns in Oregon that 
were close to having a semi-functioning peace-keeping 
force to protect from raiders. 

These largely peaceful communities would occasionally 
have to fight to keep what they were building, but that was 
the cost of survival in the new world. No one who has 
survived this long has done it by confusing kindness with 
weakness. The strong fought and the stupid died. Survivors 
held their ground while cowards ran. 

Several cities across the US have become beacons of 
hope to others, with strong leadership still able to rally 
people behind an ideal and work towards a common goal. 

Early on into the outbreak, Manhattan had become what 
was considered to be an unrecoverable hot-spot, and the 
decision was made to quarantine the whole island. All 
bridges and tunnels leading to the island were collapsed 
and, despite the government’s protestations that they 
weren’t doing exactly what they were doing, all residents 
were left to die.  

Even though all ways in and out had been disconnected, 
tethers to the power and utilities grids had remained intact 
and, as the infection began to die out, a significant number 
of residents were able to shelter in place and wait the virus 
out. 

As the situation started to somewhat normalize, the 
trapped citizens had banded together and had even 
recreated a semblance of their previous existence. The 
Deputy Police Commissioner, Art Buchanan, had survived 
and rallied enough of what remained of the Police, the 
National Guard, the Coast Guard and anyone else who 
could wear a uniform or carry a gun to restore a modicum 
of order to the city.  
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These Manhattanites even have several volunteer fire 
squads to deal with the persistent threat of fire as they 
continue to burn the bodies of the dead. 

No attempts have been made to repair any of the bridges 
or tunnels as the Manhattanites have no desire to open up 
to what they now consider to be outsiders. The Coast 
Guard maintains constant patrols around the island and 
sink any unidentified or uncommunicative vessels.  

Buchanan installed himself as the Superintendent of 
Manhattan and knows that eventually they are going to 
need to open up for trade with whatever is left on the 
outside world, as the Island is far from self-sufficient. 
However, he continues to push an isolationist agenda that 
draws an unsurprising amount of support, given what an 
icon he has become to his followers.  

The rest of America left them for dead and as far as 
Buchanan and his men and the citizens of Manhattan are 
concerned, they have now left the rest of America for dead.  

It was perhaps unsurprising that, as most of the world 
failed, NYC somehow continued to thrive. 

Another city that had benefited from strong leadership after 
the collapse was Philadelphia, where the Mayor, Grey 
Wilkerson had remained in office along with several key 
members of his leadership team.  

Despite being hit very hard early on in the crisis, under 
Wilkerson’s guidance, the City of Brotherly Love coalesced 
and focused on ensuring the health and safety of its 
citizens. It had one been one of the first cities in the US to 
establish mass graves to burn the dead in order to prevent 

the spread of disease and pestilence. As a result, they had 
a slightly higher survival rate.  

The relative order and safety of New Philly has made them 
a beacon for those needing help, as well as those seeking 
to try and take advantage of their success. This has been 
exacerbated recently after they sent scouting parties 
throughout the surrounding regions to try and unite 
whoever is left. Several of the parties didn’t return, and it 
has incorrectly marked them as a soft target to several 
warlords who are looking to expand their territories.  

Outliers like New Philly notwithstanding, survivors quickly 
became relentless scavengers for the scarce amount of 
consumables within cities that remained. These resources 
quickly ran out or were heavily contested by armed gangs 
staking their claim.  

Highly valued items like ammo, medicine, canned goods, 
and unspoiled fuel can still be found but it is just a matter of 
time before everything is looted,used, or expired. Hidden 
caches of food and resources still exist and are waiting to 
be unearthed, but they are becoming increasingly rare as 
time goes on. If someone wants something fresh, they are 
going to have to catch it or grow it themselves. 

The lack of food during the outbreak initially led to mass 
rioting and looting with the subsequent societal breakdown 
forcing people out of larger conurbations in droves as they 
migrated in search of fresh fruit, vegetables, fish, and 
wildlife to sustain them.  

The desperation of the situation meant that any nascent 



camaraderie in these caravans of strangers was quickly 
eroded by hunger, and they often turned on each other over 
food, lies, or perceived slights. Fights frequently broke out 
over misunderstandings or if someone appeared to be sick.  

Few of these migrating groups found their way to any 
destination and fewer still found better lives waiting. 

Having undergone such a major societal regression, for 
many people, small-town life or isolationism and living off 
the land had, once again, become the optimal solution.  

For most, it had all come full circle and all that was left of 
the American Dream was finding a small piece of land 
where they could try and eke out enough food to feed 
themselves and their family. There was no government or 
bureaucracy left and nothing to stop people from just 
finding somewhere that they wanted and claiming it as their 
own.  

However, this mentality extended to the people who would 
threaten that same way of life and there were a seemingly 
endless supply of human jackals looking to prey on weaker 
targets and take what others have. 

Lines were blurring further as people struggled to survive. 
For each good person working to rebuild something that 
was lost, there were two brutes looking to take it away from 
them.  

For each small farming community that diligently worked 
fields, there were two warlords – most often cops, crooks, 
gang-members, or ex-military – who have stepped into the 
power vacuums created after the various national and local 
authorities failed.  

For each village that has combined efforts to hunt and 
forage, there are two other groups who aren’t willing or able 
to put the work in but are more than prepared to use brutal 
methods to secure the same output from those who are. 
These often nomadic bandits act like locusts, descending 
on an area and taking all they can before moving on again. 

For every column of migrators moving to try and find better 
prospects, there are two tribes of cannibals scouting the 
land for strays or those who can’t defend themselves, just 
waiting to prey on them. 

Although the various packs of survivors usually have an 
alpha leading them, there are also a great many leaderless 
groups that are united by nothing more than mutual need 
and continued survival and who will turn on one another in 
a heartbeat.  

Some of these groups have staked out territory but just as 
many – often the laziest and most vicious – are mobile. All 
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have a low regard for life that isn’t their own and for those 
who can’t be of use to them. 

In some areas, particularly those where power failed early 
on, many have reverted to pure tribalism, with any 
outsiders being seen as a threat. Anyone not known or 
marked as part of the tribe can expect to be greeted with 
immediate hostility.  

That tribalism can breed cannibalism as an ugly and 
desperate method to keep the tribe strong and health, 
which overrides all other considerations. For many, 
cannibalism was a slow descent and not something done 
lightly, but it was ultimately preferable to starvation.  

A disturbing number, however, realized they just enjoyed 
how human flesh tasted - to say nothing of the hunt - and 
they would continue to do it, even when presented with 
other options. 

As resources have become scarcer, these tribes have 
increasingly been given to raiding opposing camps or 
settlements to snatch their meals. If they are lucky, they 
might find a few strays on the road, migrating to a better 
area. Many of these tribes have taken to branding, 
tattooing, or otherwise marking themselves to visibly 
identify themselves to identify one another and prevent 
them eating their own or their allies. 

In the power vacuum that followed immediately in the wake 

of the pandemic, multiple militias, gangs, tribes, churches 
and warlords have risen up and laid claim to a specific area 
and everything within it.  

With the amount of weapons and military equipment 
available, some of these warlords have created literal 
armies but they have started to realize that, once supply 
lines have been established, armies are a useless and 
expensive luxury with nothing to fight and so are constantly 
on the lookout for enemies with something worth taking.  

Skirmishes regularly occur between various groups with 
either conflicting ideologies or territorial ambitions and 
although most of these warlords lack the appetite or ammo 
for wanton killing and destruction, there are at least a few 
that are planning precisely that.  

Although driven by different motivations, there are many 
religious sects who have united behind a homegrown 
prophet who are often just as heavily armed as their militia 
counterparts. These Pandemic Prophets motivate their 
followers with a fiercer ideological drive based in a desire 
for more than simple territorial control.  

With no one to stop them and the weapons to enable them, 
there are several churches around the country that have 
taken an extremely hard line with their beliefs and are 
enforcing judgment on anyone they find in the furtherance 
of their message. 



In some places, local and regional governments have tried to heal 
themselves and restore order to their communities but, in many 
cases, those same communities weren’t interested in listening to 
someone else’s idea of telling them how to live when they were 
providing no value.  

Some people still believed that what they had done before meant 
they retained some kind of authority after and they found no 
shortage of others who would test them to prove it.  

Legitimate or not, there were a surprising number of people early on 
who believed themselves when they said they represented the 
authority of the US government. Over time, those who believed their 
badges and uniforms still carried weight began to realize that it was 
only their weapons that carried any authority. 

As the chain of command had started to collapse under the weight 
of the outbreak, many military leaders had issued orders to their 
men to “carry on” and many of the surviving troops were acting 
under the assumption that there was still a centralized civilian or 
military command somewhere, even though they had seen no signs 
of that for more than a year. 

And indeed, although the initial death toll meant it had been almost 
impossible to keep any kind of administration functioning, the US 
Civilian and Military commands had been so pervasive that it was 
almost inevitable that it would try to reconstitute itself.  

In the last few months, remnants from the old world made contact 
with one another and have started an attempt to repair and rebuild 
itself from its seat of power in Washington, DC. Those involved refer 
to this as The Great Reclamation (See Chapter 10: Moderating The 
Distemper for more details on The Great Reclamation).  

But, for most survivors, even if there is a government, so what? The 
world has changed beyond all recognition and few survivors have 
any illusion or desire to be “rescued” by the government that failed 
them. 

For those that are left, the value of everything has shifted. Money 
quickly became worthless during the outbreak when the banking 
systems collapsed under the strain of a spiraling global recession. 
Once again, barter became king.  

Most trade revolves around essentials like ammo, batteries, working 
gasoline, meat, fruit and produce. However, there is still a market 
and desire for luxury items. People will do a surprising amount for 
even the smallest taste of the world before and no one cares about 
expiration dates when it comes to chocolate. Certain metals and 
stones remain precious, even if no one can quite articulate why. 

The scavenger economy, such as it is, is booming. 
Many non-perishable and non-essential items are 
still available to those who are willing to risk going 
looking for them. Some everyday items from before 
are often disproportionately valuable after. Batteries 
remain a constant as they fuel necessities just as 
often as they do creature comforts, and toilet paper 
is always in high demand.  

Weapons are plentiful but ammo is a much rarer and 
unarguably the most valuable commodity.  

With bullets and batteries being the basis of the new 
economy, there are many who are trying to get bullet 
mills working again, which will be the new equivalent 
of printing money. 
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The owners invariably have well-armed protection to keep the 
peace, but that doesn’t stop regular fights from breaking out any 
more than it stops raiders from trying to take what’s not theirs. 

Communication, like so many things, has been thrown back by 
generations. Ham radio has come back into vogue as communities 
begin to reach out to one another and share information. However, 
the short range inherently limits its use and the only way to ensure 
a message gets through over longer distances is to actually send it 
by way of a messenger. Homing pigeons may have been a thing 
once but after H724, no one was trying to get near pigeons any time 
soon. 

Some of the more organized collectives have begun sending out 
heavily escorted caravans to scout and see who else they can find 
and what they might have to trade. In some places they are a 
welcome sight, an indicator that humanity still exists, but in other 
places they are seen as either a necessary evil or a valid target. 

People remain suspicious of strangers, as much for the 
malevolence they can harbor in their heart as for the virus that can 
lay dormant in their system.  

Sickness remains a problem and, with so few medical professionals 
left, people are unwilling to take risks. People are so terrified of the 
dog flu that more than one innocent person has been butchered in 
this new world for nothing more than having a persistent tickle in 
their throat. 

Whoever is left has the same basic considerations and concerns 
(primarily staying alive) and while there can a little more complexity 
behind that need, it’s usually not much.  

Finding food and water, staying dry and hopefully warm. Not being 
killed, and if that seems inevitable, not being tortured before it 
happens.  

Sometimes that’s as much as anyone can ask for in the new world. 

Cars sit on sides of roads and in showrooms 
everywhere, but their use has become increasingly 
infrequent as gasoline has started to go stale and 
lose its potency. Although diesel will remain good for 
a while, it is just a matter of time until that runs out 
too. Until it does, however, it is among the most 
valuable of barter currencies.  

There are many communities trying to get oil 
refineries working again, just as others are trying to 
figure out how to convert vehicles to alcohol and 
then how to produce enough to run them. Until that 
happens, horses, carts and buggies have become 
more commonplace than they have been for a 
century.  

However, horses make good meat so you have to be 
careful where you leave them. 

Cigarettes are another staple of the new economy. 
Assuming someone can even find them, they are 
stale and brittle and taste worse than ever, but there 
are no new ones ever coming and a sealed pack of 
smokes can be traded for an equal number of bullets 
in some parts. 

Although largely unspoken, it is widely 
acknowledged that life is never going back to what it 
was like before and people are adapting as well as 
they can.  

Some realized early on that bringing back as much 
of a sense of normalcy as possible heals souls just 
as easily as it empties purses, and several outposts 
and taverns have sprung up where goods and 
services are bartered, booze is sold and some 
entertainment is even offered. 



Mankind is at a juncture. H724 didn’t wipe the species out but it did 
erase some of the technologies and advances that had defined 
decades of progress. There is no doubt that mankind will continue 
to survive, but how quickly they can rebuild is another question.  

Despite there still being billions of survivors, there are nowhere near 
enough with the required expertise and understanding to make the 
world work like it had before. Many technologies have simply been 
lost forever. Towards the end, libraries got looted like they were 
supermarkets or gun stores as people tried to hoard knowledge in 
the form of books. Many who had never even seen a field were 
going to have to figure out how to farm and for many, books were 
the only remaining method of learning. 

Free from mankind’s destructive nature on a large scale, the world 
itself is starting to heal. There is no more drilling, fracking, mining, 
or other sources of pollution and nature is starting to flourish again, 
free from mankind’s dark influence.  

It has only been a year but between the diminishing effects from 
pollution and mother nature, who can once again be felt exerting her 
dominance on the planet, the air already smells better. This can be 
seen everywhere, perhaps most readily by the unkempt and 
untended fringes of grass starting to creep around the edges of 
roads and the vegetation climbing up the sides of buildings. 

As the world moved into its first post-virus Spring and as mankind 
attempted to heal and rebuild, so did the planet. 

Some things you will want to remember:  

There are no central authorities left, no governments, 
no military, no supply-chain, and next to no loyalty 
remains for anyone outside of the immediate family 
or clan. Enough people with enough weapons can 
lay claim to anywhere – or anything – they feel 
entitled to, unless someone else stops them.  

In a fractured country where territorial maps are 
being rewritten at a whim, you are going to have to 
navigate tribal lines and continually shifting threats 
as you look for your own place of safety.  

Or, rather than creating a base and putting a target 
on your back, maybe you will decide to just keep 
moving, dealing with threats as they arise. 

Things are rotting and spoiling and whatever is left of 
any value is going to be gone soon but you still need 
to eat and drink. Whether you decide to scavenge, 
hunt, farm, or steal from someone else, securing 
resources will be sure to bring you into conflict at 
some point.  

Some towns and cities who are further along in their 
recovery than others have started establishing trade-
routes with like-minded settlements. Several 
roadside trading posts and taverns have appeared in 
various parts of the country and are as heavily armed 
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Anyone who is still alive has likely had to do terrible things to 
survive, and anyone with half a brain knows it’s not going to get any 
easier, any time soon.  

You will have to decide who you are willing to trust, and just how far 
that trust will extend as you interact with desperate people. 

Whatever you choose, you are going to have to decide how you deal 
with the strangers you encounter and the consequences of the 
choices you make. 

And remember to keep your mask on. 

Even in the dark there are sparks of hope. Places remain where 
people are trying to work together for a brighter future.  

If you find these communities then you may want to enter to trade, 
socialize, or simply see what is on offer.  

Maybe you’ll want to try and join them (if you are permitted) and 
throw in your lot with a rebuilding effort.  

You may attempt to raid the place and see what you can steal.  

You might even decide to try and take over.  

Any period of great upheaval brings with it a change to the course 
of history. There are endless stories to be told in this new world. 
Stories of heroism, horror, bravery, treachery, conquest, defeat, and 
victory. 

It’s up to the group to decide what those stories are, and what their 
part in the story will be.  

and defended as anything in this new world.   

You are going to have to decide if you are going to 
take your chances on your own, or if you are going 
to work with – and possibly recruit – NPCs to help 
produce a continual supply of food and provide 
safety for you and yours.  

Although parts of the electrical grid remain intact, 
relays continue to fail, and swaths of the country 
have no power and no clean water. Staying warm 
and dry is as important as staying fed and you are 
going to face continual challenges ranging from 
other humans, to wildlife, to the environment – and 
you will need to solve them all to stay alive. 

In addition – and possibly scariest of all – with 
almost 60 million survivors in America alone, there 
are still many human threats that you need to 
navigate, ranging from warlords seizing territory to 
religious zealots reveling in the rapture of the end 
times to bandits looking to take whatever they can 
from anyone that has something worth taking to 
cannibals looking to make you their next meal.  

The world everyone knew is gone, along with all the 
comforts and upside that it had previously brought. 

News broadcasts & the internet went out months 
into the pandemic and no one really knows anything 
for sure if they haven’t seen it for themselves.  

Rumors are rife. Nothing and no one can be trusted. 



Much of Distemper is a collaborative story that is told between the players and the 
GM – in essence, a back and forth of ideas, descriptions, suggestions, actions, and 
resolutions that play out via the group’s interactions with one another.  

However, there will be times, such as when engaging in combat or trying to use a 
Skill, where a degree of specificity around an outcome is required to ensure fairness, 
remove ambiguity, and provide clarity to all involved.  

This is handled via throwing two, six-sided dice, also referred to as a dice check or 
a dice roll.

In their simplest form, all of the game mechanics in Distemper revolve around 
throwing a pair of six-sided dice (written as 2d6) and getting a score of 9 or above. 
There is more complexity within the rules, but if a person can roll 2d6, they can play 
Distemper.  

Whilst 9 is the hard line between a success and a failure, higher or lower scores bring 
further gradations of success and failure. They are Dire Failure, Fail, Success, and
Wild Success and are laid out with their scores in Table 1: Outcomes, and detailed 
in the Degrees of Success sidebar on page 29.  

There will be times with a player is asked to roll more less than two dice, this is 
referred to in the format 1d6 or 3d6. Occassa6tion a score of 1-3 is required, this is 
referred to as 1d3 and is a 1d6 roll with the score halved.  

Each dice check can be modified in a variety of ways to reflect inherent traits, abilities, 
the skills the PC’s have learned along the way, as well as environmental or other 
idiosyncratic factors that can influence the final outcome.  

There are 3 potential modifiers – Ability, Skill and Conditional – each with a range 
anywhere from -3 to +5 that get added to the 2d6 roll before a check.  

This is expressed as 2d6 + AMod + SMod + CMod.  

An example roll would be written as 2d6+1+2-3, or 2d6+3.  

It is very common for a roll to have multiple modifiers to reflect the situation at hand 
and these are all cumulative, and so a check might be impacted by someone’s innate 
ability as well as their training, in addition to something as abstract as weather 
conditions.  

1-2 Dire Failure

3-8 Failure

9-13 Success

14+ Wild Success 
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D G E S O  S C E S 



All characters have five Attributes - Reason, Acumen,
Physicality, Influence and Dexterity - which collectively 
define their mental and physical capabilities. These are 
referred to as the RAPID Range, due to the acronym 
created from the first letters.  

The Modifiers for any of the RAPID Range attributes start 
at -2 (Lame) and go up to +4 (Human Peak) for humans, 
+5 (Animalistic) for Animals. These modifiers are laid out 
on Table 2: Rapid Range Modifiers and explained on 
page 33. 

Characters also have skills that they have learned such as 
First Aid or Unarmed Combat and these modifiers range 
from -3 (Inept) to +4 (Life’s Work), as laid out in Table 3: 
Skill Range and on page 34. 

An Attribute or Skill of 0 (Average or Untrained) is 
considered the Average and confers no positive or 
negative modifier, while each level above or below 0 
brings a corresponding positive or negative modifier that is 
applied to dice checks.  

Rolling dice is always fun but if there is little 
or no consequence to the outcome it can 
diminish the dramatic impact a check should have 
on the game. For this reason, dice rolls should 
be reserved for moments that have meaningful 
consequences or otherwise move the plot 
along, not for average or mundane tasks.  
As an example, if an encounter revolves around 
opening a locked door to rescue a prisoner, 
then it is deserving of a dice roll. However, if the 
group has decided to search a decrepit and 
seemingly abandoned house, it should be 
assumed that they are able to kick the door in 
without much trouble. 
As a rule of thumb, if a dice roll doesn’t impact 
the greater plot or move the storyline along, 
it’s a roll that doesn’t need to be made.

-2 Lame (-2)

-1 Weak (-1)

0 Average (0)

+1 Good (+1)

+2 Strong (+2)

+3 Exceptional (+3)

+4 Human Peak (+4)

+5 Animalistic (+5)

-3 Inept (-3)

0 Untrained (0)

+1 Basic knowledge (+1)

+2 journeyman (+2)

+3 Professional (+3)

+4 Life’s work (+4)

-5 Doomed to Failure (-5)

-3 Catastrophic (-3)

-2 Terrible (-2)

-1 Bad (-1)

0 No Modifier (0)

+1 Good (+1)

+2 Better (+2)

+3 Best (+3)

+4 Amazing (+4)

+5 Divine Intervention (+5) 
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M K N  T E C S  



A Dice Check can be influenced by one of three modifiers that relate to a character’s Abilities, their Skills, and circumstances 
or Conditions, as described below. 

A character has five physical & mental attributes – Reason, Acumen, Physicality, Influence & Dexterity, collectively referred 
to as The RAPID Range – which influence related activities involving those attributes. This influence is reflected by an Ability 
Modifier (or AMod) that is applied to the dice roll.  

Familiarity or training in a specific area or subject will positively impact a dice roll involving that Skill, such as training in 
Unarmed Combat when brawling or Lock-Picking* when trying to open a vault door. 

Players get a +1 Skill Modifier (or SMod) for each level they have in a Skill and so a character with Driving 2 will get a +2 
SMod to any dice check involving the use of a vehicle. 

Although a lack of familiarity doesn’t stop a PC from attempting most skill checks, the GM may decide that what they are doing 
is sufficiently complex or challenging that it requires a negative SMod.  

There are also a number of skills that are complex enough to require vocational training (such as Surgery*) or the character 
automatically incurs a -3 SMod when trying to perform tasks relying on them. These skills are denoted by an asterisk and 
italicized, in the format Demolitions*. 

As each Skill is derived from one of the RAPID Range attributes, the PC receives the benefit of having high levels in both and 
may get multiple modifiers.  

This means that if the character from the example above who has a Dexterity of 2 also has Ranged Combat 1 then they will 
get a +2 AMod for Dexterity as well as the +1 SMod for Ranged Combat, for a total roll of 2d6+2+1. 

Environmental, circumstantial, or karmic influences can all positively or negatively affect dice checks and are applied either 
at the discretion of the GM or at the request of a player or the group (see the Making the Case sidebar to the right).  

These Conditional Modifiers (or CMods) could range from rain making a wall harder to scale, to the darkness of night making it 
easier to sneak into a building, to a dazed character being unable to aim straight. CMods are designed to reflect a combination 
of the challenge at hand, the circumstances, equipment, external influences, or other circumstantial factors and should be 
applied liberally.

Conditional Modifiers are cumulative in their effect and any check might have a number of CMods applied for any variety of 
reasons, all of which are added to the final total. 

Although the total cumulative modifiers for this check could be expressed as: 2d6+2+1+1+2+1-3, for the sake of ease of play, 
the GM should help the player come to a simpler total (in this instance) of 2d6+2+1+1, or even 2d6+4. 
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S I L M D F E S 
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D S E P R D C  

D S E P R D C  - C a n R a t o s 



Characters are the game-world representation of the real-
world player behind the dice.  

As a player’s eyes, mouth, and hands within the game-world, 
they are the avatar by which a player can interact with other 
player characters (PCs), as well as the Non-Player 
Characters (NPCs) voiced by the GM, and the larger world 
around them.  

Although they are essentially little more than a collection of 
statistics and mechanics – how strong they are, or how well 
they can ride a horse – a character is most importantly 
defined by the voice that a player gives to them.  

Whilst one character may have the same stats to another, the 
way that the players breathe life into them and define their 
personality as they interact with those around them will make 
each character wildly different.  

For this reason, each player should have a clear 
understanding of who their character is if they are to 
determine how they will act and react to various situations 
within the game-world. Players are guided through defining 
these elements during the Backstory Generation process and 
given opportunities to define who their character is, so hat 
they know how their character will react in any given situation.  

There are two methods for creating characters, Backstory 
Generation and Picking a Paradigm, and it is up to each 
player which option they choose. This may depend on how 
much time they have to prepare their character, their 
familiarity with the game mechanics and the Backstory 
Generation process, the type of session or campaign that is 
running, or it could be as the result of a discussion with the 
GM about how best to achieve the character concept they are 
looking for. Whichever method produces the character that 
the player wishes to play is the right method.  

As an alternative, there is also the option of using 
Pregenerated Characters (more frequently just called 
Pregens) which require zero preparation beyond choosing 
the one you want to play. See Ready To Go, Out Of The Can
on page 39 for more details. 

Once everyone has their character ready, the group is ready 
to roll some dice. 
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Backstory Generation gives the player control of all aspects 
of their characters’ development by allowing them to define 
how the various periods of their lives affected their growth, 
what they learned, and how they grew during those times.  
This sculpting is done by applying Character Development 
Points (or CDP) to various attributes and skills at different 
times of the characters’ evolution, such as where they grew 
up, or what they did for work. See Character Development 
Points on page 58 for more details.
This option should be chosen by players who enjoy 
creating characters and have both the time and desire to 
watch their character evolve step-by-step as they are 
shaped towards the exact concept or design that the player 
has in mind.  
The Backstory Generation method is covered in greater 
detail on page 56, and a blank character sheet can be 
found on the following two pages, with more available for 
download from www.DistemperVerse.com.  

There are times when players may wish to just jump-in and get 
started playing – perhaps when they need to replace a dead 
character on the fly, when joining a game at short notice, or when 
they have no defined concept in mind.  

For those players, Distemper comes with Paradigms that already 
have attributes, skills and equipment specifically designed to fit a 
trope or a role within a group that will be familiar to many players, 
such as a bewildered Family Doctor trying to adjust to this cruel 
and capricious world, a cop with a built-in sense of justice, or 
hard-bitten Mercenary who can’t seem to escape killing.  

Although this method takes care of the mechanics, it’s still up to 
the player to customize certain elements of these paradigms 
such as their personality, backstory, their Motivations and 
Complications (see page 65) and the various details that will 
help quickly bring them to life. 

See Paradigms on page 73 for more details. Paradigm sheets are 
available for download on pages 74-105.
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Before creating a character it is helpful to understand how the 
various elements such as attributes and skills will influence 
gameplay. All of this is covered in greater detail below and an 
example character sheet is presented on the below to provide a 
working example.  

A blank character sheet is provided on page 40-41 for printing, and 
a form-fillable version can be found at www.DistemperVerse.com. 

This is where a player records both the various, minor details that 
help bring their character to life but have no real impact on 
gameplay, such as name, gender, height, weight, etc. 

Additionally, this is where the Complications and Motivations that 
affect how a character behaves are recorded. 

The RAPID Range refers to a series of attributes – Reason, 
Acumen, Physicality, Influence and Dexterity – that correspond to 
the various elements of characters’ personality, intellect, and 
physical capabilities.  

These five attributes, laid out below in Table 2: RAPID Range 
Modifiers, are a quick and easy way to quantify in game-terms how 
well equipped a character is to deal with any given task or obstacle. 
See RAPID Range Attributes on page 61 for more details on each 
attribute.  

Each Attribute starts at 0 and the range is expressed in the format 
00000, with each number corresponding to the letter in the RAPID 
acronym - Reason, Acumen, Physicality, Influence & Dexterity.  

Attributes range from -2 (Lame) to +4 (Human Peak), and an 
attribute of 0 is considered Human Average.  

This means that a completely unremarkable character would have 
a RAPID Range of 00000 (see The Base Model on page 145 for 
more details), whilst a character with slightly above average 
attributes across the board would be expressed as 11111. Another 
character, who has spent their life focusing on weight training and 

gymnastics but little else, might have a Physicality of 
3 and Dexterity of 2, for a RAPID Range of 00302.  

An attribute of 0 (Average) brings no modifier either 
way but for each point above or below 0, a character 
gets a positive or negative Ability Modifier (or, AMod) 
that is added to dice checks. This means that a 
character with an attribute of -1 (Weak) would get a 
-1 AMod whereas a character who has 2 (Strong) 
would get a +2 AMod. 

All characters will have had some degree of training 
in various skills prior to the game starting. All the 
available Skills, along with the Attribute they are tied 
to, are all listed in these notes.  

Each skill ranges from Level 0 to Level 4 (detailed 
below in Table 3: Skill Range) and has a number of 
blank boxes listed next to them on the card and 
players should fill in the number of boxes that reflect 
how many levels they have in that skill. If there are 

-2 Lame (-2)

-1 Weak (-1)

0 Average (0)

+1 Good (+1)

+2 Strong (+2)

+3 Exceptional (+3)

+4 Human Peak (+4)

+5 Animalistic (+5)
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The skills a character has can be defined either through Backstory 
Generation or are already allocated via the Paradigms the player 
has chosen. Having skills that align with a character’s RAPID Range 
brings compound bonuses as it is reflective of a combination of 
natural ability and training.  

Each level learned in a skill adds a cumulative +1 Skill Modifier (or, 
SMod) to any dice checks that use that skill. This means that 
spending 2 Skill Points on Athletics gives a corresponding +2 Skill 
Modifier (SMods) to all Athletics checks. These SMods are added, 
along with any AMods, to the dice roll. 

Certain skills require specialized training and instead of starting at 
0, they start at -3 and confer a corresponding -3 Skill Modifier when 
used. These skills are denoted with an asterisk and are italicized 
when written, such as Surgery* or Vehicle Mechanics* and on the 
character sheet they are called out by a half-filled box.  

As soon as a character spends one skill point on these skills, they 
should fill in both the half-filled box as well as the first box to reflect 
having Level 1 in that skill, with a corresponding +1 Modifier. 

For ease of reference on the character sheet, skills are clustered by 
their type or nature into one of seven groupings - Combat, Innate, 
Sway, Knowledge, Mechanic, Medicine, or Criminal. Although 
skills might be grouped together, that doesn’t mean they are tied to 
the same attribute. As an example, within the Sway grouping, there 
is Barter (which is tied to the Acumen attribute), Charm (which is tied 
to Influence) and Intimidation (which is tied to Physicality).  

A list of Skills along with the RAPID Range attribute they map to can 
be found on page 49.  

More details along with full explanations of the various Skills can be 
found in What Do You Know? on page 48.  

Secondary Statistics are derived from the RAPID Range attributes 
and certain skills. Some have a direct bearing on combat, such as 
Wound Points (WP), Resilience Points (RP), Defensive Modifiers 
(DMM & DMR), Initiative Modifier, and Encumbrance. Although 
described in greater detail below, these are summarized on Table 5: 
Secondary Stats. 

no boxes filled in, it means that the character is 
untrained and gets 0 Skill Modifier (or SMod).  

Each Skill is tied directly to a RAPID Range attribute 
and directly affects their likelihood of success when 
undertaking any given task. Each additional point 
added to a skill raises it by a Level, up to a maximum 
of Level 3 (Professional) for starter characters. With 
the only skills they can get to Level 3 being 
Vocational Skills that are tied to their Profession
(see Professions on page 64).  

-3 Inept (-3)

0 Untrained (0)

+1 Basic knowledge (+1)

+2 journeyman (+2)

+3 Professional (+3)

+4 Life’s work (+4)

Wound Points 10 + PHY + DEX

Resilience Points 6 + PHY

Damage Modifier (Melee) - DEX + Dodge

Damage Modifier (ranged) - PHY + Dodge

Initiative 0 + DEX +ACU + Per

Encumbrance 6 + PHY

Breaking Point 3 + REA + ACU



Whilst not used for combat in the same way as those mentioned 
above, a character also has values included for Morality (see page 
179), Distemper Dice (see page 37) and Character Development 
Points (see page 58) which all have an impact on some other 
element of gameplay and will change over time.

When a character is reduced to 0 WP they are Mortally Wounded
and will Die within 4 Rounds + Physicality AMod (for a range of 4 
to 7 Rounds) unless they receive medical attention (see Stabilizing
on Page 126).

After character creation, the only way of increasing the number of 

Wound Points a character has is to increase their 
Physicality or Dexterity by spending CDP. 
Conversely, certain injuries like those suffered from 
Lasting Wounds (see page 127), or contracting and 
surviving the Dog Flu, can permanently reduce a 
character’s Physicality or Dexterity attribute, thereby 
reducing their Wound Point total.

Resilience Points are based on a character’s 
Physicality attribute and PCs start with 6 RP + PHY 
modifier, for a range of 4 to 10. 

Generally, a PC takes Resilience Point damage at 
half the rate of Wound Point damage, rounded down. 
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in combat. The first is when a character is being attacked, and 
their Defensive Modifiers are applied as though they were 
negative CMods. For Example, a character with a Defensive 
Modifier Melee (DMM) of +2 who is being attacked by a club-
wielding NPC with a DEX of 1 and Melee Combat of 1 would apply 
their DMM to the incoming attack, so that the NPC rolls 2d6+1+1-
2.

The second time Defensive Modifiers come into effect is when an 
incoming attack has been successful, and the actual damage 
done is modified downwards by the value of the Defensive 
Modifier.  

Characters start with 0 INIT + Dexterity AMod + Acumen AMod 
+ Perception SMod, for a range of 0 to +12. 

Each PC has a base Encumbrance of 6 + PHY modifier, for a 
range of 4 to 10.  

Characters can meet their Encumbrance limit without any adverse 
consequence. However, as soon as they exceed it, they suffer 1 
RP damage per hour for each point they are over their 
Encumbrance limit. If the character becomes reaches 0 RP, they 
become Incapacitated (see page 123). Although they regain 
consciousness within moments and recover 1 RP, they must rest 
for four hours to recover half of their RP before carrying on. 
Alternatively, they can drop enough weight to meet their 
Encumbrance limit at which point they can then keep moving 
without incurring further RP damage. 

Therefore, a gunshot inflicting 5 WP damage would also 
inflict 2 RP damage. However, certain weapons (such as 
a club, or baton) will inflict the same amount of RP as 
WP damage. These weapons are marked as doing 
100% RP damage. Some special attacks even deal only 
RP (such as gas or a tranquilizer dart). These effects will 
be noted in the weapon description. 

When a character is reduced to 0 RP, they become 
Incapacitated for 1d6 Rounds - Physicality AMod, for 
a range of 1-6 rounds, with a minimum of 1 round.  

After this period, they regain consciousness with 1 RP 
and will recover 1 additional RP for each round they are 
not in combat for up to half their total. They can only 
recuperate the rest of their RP when they are outside of 
combat, usually with a good night’s rest.  

There are two different types of Defensive Modifiers, a 
Defensive Modifier Melee (DMM) that is tied to 
Physicality, and a Defensive Modifier Ranged (DMR)
that is tied to Dexterity.  

Characters start with Defensive Modifiers equivalent to 
their corresponding RAPID Range Attribute, and so a 
character with a Dex of 2 and PHY of 1 gets a +2 DMR 
and a DMM of +1. Additionally, every Level a character 
has in the skill Dodge grants them a +1 Defensive 
Modifier that is applied to both Melee and Ranged
attacks. 

Defensive Modifiers get applied at two different points 



See Encumbrance on page 45 for more details. 

Morality is an ingame measurement of how true they are being to 
their own value system, and it ties into the Motivations & 
Complications chosen during Backstory Generation. Morality
reflects how a character reacts to the world around them and how 
events may change them.  

All characters start with a Morality of 3 and, similar to Wound and 
Resilience Points, a character’s Morality score can change over 
time, depending on the actions and choices they make. Doing good 
things in the world may see their Morality rise, while causing undue 
suffering to those around them might cause it to drop. If a PC’s 
Morality reaches 0 then they permanently lose 1 point from their 
Influence attribute and their Morality score is reset to 3.  

See Morality on page 179 for more details. 

Each time a character finds themselves in an unduly 
stressful situation, such as not eating for a few days, 
spending a night asleep in the pouring rain, being 
antagonized repeatedly, or watching a friend get 
killed, there is a chance it will contribute to their 
mental state as well as causing a Panic Attack (see 
page 124), and they should mark one of the Stress 
Boxes on the character sheet next to their Breaking 
Point score. This score carries over from session to 
session. 

When they reach their Breaking Point, characters 
have snapped, and they do something out of 
character or unexpected. The player should roll 2d6 
and check Table 22: Breaking Point on page 178 to 
see what they do and then Fill in the Gaps as to what 
happens.  

Once a character has reached their Breaking Point 
and had a reaction, they will calm down. Their 
Breaking Point is reset to zero and all boxes are 
cleared.  

Characters start with a Breaking Point equal to 3 + 
Reason AMod + Acumen AMod, for a range of 3 to 
11. These are reflected by the number of Stress 
Boxes filled in on the character sheet.  

See Breaking Point on page 178 for more details.  
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Equipment: The name, Encumbrance value and any notes 
related to the equipment characters have with them is recorded 
here.  

Rations: Each character starts with two days’ worth of rations, 
and as they eat and acquire more, it should be recorded on the 
character sheet here.  

Armor: The armor Type, Encumbrance value, Defensive 
Modifier granted, and Condition of the armor should all be listed 
here.

As players are guided through the Backstory Generation process, 
they are prompted to write a short description of what happened at 
key points during their characters lives’. Here is where a player 
should note their backstory, outlining who they were before, how 
they came to be in this moment, and any relevant details about their 
past and their personality. This is something they can (but don’t 
have to) share with other players in their group.  

This space is where a player might record other information relevant 
to their character, such as rumors they have heard or actions and 
activities they wish to undertake.  

As characters start to interact with non-player characters (NPCs) 
within the gameworld, they will find themselves having different 
relationships that may vary over time. Players should make a note 
of any Relationship Modifiers (also referred to as an RMod) they 
have towards another character.  

See First Impressions & Gut Checks on page 148 for more details. 

Everything that a character is carrying needs to be 
explicitly listed on their sheet, or they do not have it 
with them. This includes all the weapons, along with 
the total amount of ammo they have for each 
weapon, miscellaneous equipment (such as 
binoculars or a compass), armor (along with the 
condition of the armor), any incidental items they 
have, along with any rations that they are carrying.  

As characters find, use, and potentially lose their 
equipment and weapons, it should all be noted on 
their character sheet.  

A full list of all weapons and equipment can be found 
on pages 130-131. 

Weapon Statistics: In this section are all the 
details for each of the weapons the character has 
with them, including the Type, Range, Condition, 
Encumbrance, Damage dealt, and any notes 
about the specific weapon. 

Ammo Tracking: Weapons run dry very quickly 
in this new world. These pips are for players to 
mark when their characters are using ammo, to 
make tracking easier. 



There are certain skills – Psychology*, Inspiration, 
Tinkerer, for example – that have benefit to the 
individual but can also be used in the service and 
benefit of any community that the characters are a 
part of. More details can be found in the various skill 
descriptions, where relevant. See Communities on 
page 187 for more details.  

New Skills can be learned, and existing Skills can be 
improved over time through the investment of 
Character Development Points (CDP). See 
Character Evolution on page 177 for more details.  

There are a wide range of skills covering a spectrum 
of abilities, and whilst it’s possible for a character to 
be very good at many things, it isn’t possible for 
anyone to be good at everything. Some players may 
find that, ultimately, having a degree of expertise and 
specialization in certain skills will arguably serve their 
character well in the long run, while others may prefer 
to be more of a generalist with a wider number of 
skills.

Although the skills listed below on Table 8: Skills
should provide a good swath of options, they aren’t 
meant to be restrictive and there is much natural 
bleed between some of them. Characters with levels 
in Charm may get the same outcome from an 
interaction with an NPC as a character with the 
same number of levels in Intimidation, just as a 
character with Animal Handling may be as skilled 
handling a herd of livestock as a character with 
levels in Farming. So long as the player is willing to 
Fill in the Gaps as to how they are using their skills 
and the outcomes they are going for, this should be 
seen as a positive thing. Players and the GM are 
encouraged to think of ways to use the existing list 
of skills to achieve interesting narrative results. 

Both in the descriptions below and on the character 
sheets, Skills are grouped with other, similar skills, 
into one of seven categories - Criminal, Combat, 
Innate, Knowledge, Mechanic, Medicine, and Sway. 
This is done for ease of reference when a player is 
trying to decide which of their characters’ skills might 
best suit a certain situation. Although skills inside 
these groupings can be tied to different attributes, 
they are all thematically similar.

Skills are the mechanism that allow characters to perform the tasks 
or actions that define, alter or otherwise further the narrative. A 
character attempting to do something that requires a degree of 
knowledge, training, or ability – such as picking a lock, swimming 
across a raging river, or converting an engine to run on ethanol – will 
be required to make a successful Skill check. 

For each Level a character has in a specific Skill they add a +1 Skill 
Modifier (or SMod) to any dice check that uses that ability. The 
modifiers are cumulative and the more levels a character has within 
that skill, the higher the SMod they apply. 

With the exception of a few specific skills which are covered below, 
Skills range from Level 1 (Basic Knowledge), which grants a +1 
SMod, through to Level 4 (Life’s Work) which gives a +4 SMod in 
return for the investment of years of effort to get to that level. To 
reflect their advanced knowledge, expertise and abilities, characters 
getting to Level 4 are rewarded with a specialized ability that builds 
on and makes better use of what they have already learned.  

Although a lack of familiarity with a Skill doesn’t stop a character 
from attempting most checks, the GM may decide that what they are 
doing is sufficiently complex or challenging that it will incur a 
negative SMod. So, whilst it’s just assumed that most characters 
know how to drive, if someone with no levels in Driving is stealing a 
truck and attempts some crazy driving while escaping, the GM may 
decide they incur a -1 or -2 SMod.  
There are certain skills that are denoted with an asterisk and 
italicized when written (such as Lock-Picking*, Surgery* or 
Demolitions*), which are either sufficiently complex or require such 
a high degree of familiarity with the tools required to use – both of 
which will generally only come with professional experience. 
Anyone attempting those skills without at least Basic Knowledge will 
be considered to be Level -3 (Inept) and will incur a corresponding 
-3 SMod when attempting these checks.  

Each Skill is tied to a RAPID Range attribute and so a character with 
both natural ability as well as a degree of training will receive the 
benefit of both AMods and SMods when they are making dice 
checks.  

Therefore, a character with a Dexterity of 2 gets a +2 AMod to any 
check that involves using that attribute. If that same character also 
has 1 Level in a skill that is tied to Dexterity – such as Athletics 1 – 
then they will get the benefit of both the modifiers. Any time they 
attempt to use that skill and would be expressed as 2d6+2+1. 
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1 Animal Handling [Sway] (INF) Sway Influence An understanding of both the science and the art behind training animals, from basic 

tricks to breaking in stubborn Colts to caring for herds of livestock

2 Armorsmith* [Mechanic] (DEX) Mechanic Dexterity working knowledge of how to design, build and repair armor. This applies to vehicles 
and buildings as well as personal armor

3 Athletics [Innate] (PHY) Innate Physicality being graceful and coordinated but also reflecting how well a character is able to 
climb, jump and react to physical challenges and obstacles

4 Barter [Sway] (ACU) Sway Acumen Being able to arrange deals, trades, appraise goods, and haggle for the best outcome

5 Charm [Sway] (INF) Sway Influence Being able to get others to do what you want, often by making them think that it's 
what they want to do or is in their best interest

6 Deception [Sway] (INF) Sway Influence Knowing how to weave enough truth into a lie to convince someone of something 
untrue and how to control tells and tics that might give them away

7 Demolitions* [Combat] (PHY) Combat Physicality The art of blowing things up, ranging from creatomg improvised Molotov cocktails to 
the precision use of military grade compounds

8 Dodge [Innate] (DEX) Innate Dexterity Lightening reflexes & the ability to be where an attack is not, Dodge adds to both DMR & DMM

9 Driving [Innate] (DEX) Innate Dexterity The ability to drive it like you stole it and drive very dangerously while reducing the 
chances of getting into a wreck

10 Entertainment [Sway] (INF) Sway Influence No matter if it's by dancing, magic, ventriloquism, music, story telling or being a 
funny guy, this character can keep people entertained

11 Farming [Knowledge] (RSN) Knowledge Reason A good understanding of how to work the land, livestock (or both) to provide for a 
large number of people 

12 First Aid [Medicine] (RSN) Medicine Reason Enough medical knowledge to stabilize and heal most wounded patients, in additional 
to being able to care for most ailments, sicknesses, and diseases

13 Gambling [Innate] (ACU) Innate Acumen More than just a good working understanding of most games of chance, this also allows 
for reading an opponents tells, and the ability to play to always win, legitimately or not

14 General [Knowledge] (RSN) Knowledge Reason Knowing a lot about random things and the ability to recall minute and useful facts 
at opportune moments

15 Hunting [Innate] (PHY) Innate Physicality Being able to track prey in the wild, and knowing how to prepare, use, and avoid, traps

16 Inspiration [Sway] (INF) Sway Influence Being able to motivate groups and individuals towards a collective goal by sharing a 
vision or evoking specific emotions

17 Intimidation [Sway] (PHY) Sway Physicality The ability to get information out of someone through psychological or physical 
coercion, sometimes both

18 Local [Knowledge] (RSN) Knowledge Reason Knowing a specific area like the back of their hand, either where the character 
currently is and where the action is taking place, or somewhere else relevant to them

19 Lock-Picking* [Criminal] (ACU) Criminal Acumen Knowledge of most common, as well as many uncommon and rare, locks, safes and 
security systems, and how to bypass them

20 Melee Combat [Combat] (PHY) Combat Physicality A melee weapon is like an extension of the body, this skill increases both the 
accuracy and damage done when wielding one

21 Navigation [Innate] (ACU) Innate Acumen An uncanny sense of direction that allows someone to successfully plot and chart 
courses with unerring accuracy

22 Perception [Innate] (ACU) Innate Acumen A strong sense of instinct combined with consistently observant behavior means this 
character picks up on non-verbal queues and details others may miss

23 Pharmacology* [Medicine] 
(RSN) Medicine Reason An understanding of the use, effects and creation of various drugs and allows for 

someone to use plants and other makeshift methods to provide medical care

24 Psychology* [Knowledge] (INF) Knowledge Influence Understanding what makes someone tick and being able to use that knowledge against 
them, or to help them, this can also help with understanding larger group dynamics

25 Ranged Combat [Combat] (DEX) Combat Dexterity Proficiency with various forms of Ranged Combat, from slings to bows to pistols to 
shotguns to sniper rifles, if it can be thrown, this skill can make it more accurate

26 Research [Knowledge] (RSN) Knowledge Reason
The ability to chase tidbits of information and prove a hypothesis to a conclusion, 

this also allows for someone to ingest large amounts of data and become a relative 
expert in a short time

27 Scavenging [Innate] (ACU) Innate Acumen Knowing where to look for specific items and how to evaluate the condition and value 
of found items

28 Sleight of Hand [Criminal] 
(DEX) Criminal Dexterity Misdirection and deftness ranging From simple card tricks to being able to hide 

something in plain site to picking a pocket

29 Stealth [Criminal] (PHY) Criminal Physicality Knowing how to move to and stick to the shadows to avoid being detected

30 Streetwise [Criminal] (ACU) Criminal Acumen Instinctively understanding bad people with bad intent and knowing how to navigate dangerous 
situations as well as being able to find black markets and criminal elements where they exist

31 Surgery* [Medicine] (RSN) Medicine Reason An understanding of human anatomy, how and where to cut to save a patient, and a 
higher level of health care

32 Survival [Innate] (ACU) Innate Acumen Being able to use an otherwise hostile environment to their advantage and how to 
survive in inhospitable terrain and live off the land

33 Tactical* [Knowledge] (RSN) Knowledge Reason An understanding of how to apply military and interpersonal theories to a situation 
to get the upper hand or an advantage. Can be used in or out of combat situations. 

34 Tinkerer [Mechanic] (DEX) Mechanic Dexterity The natural inclination and ability to make something out of nothing, fix seemingly 
unfixable things, as well as to make something that works, work better

35 Unarmed Combat [Combat] (PHY) Combat Physicality From pugilism to martial arts, A trained fist can prove as deadly as any weapon

36 Vehicles* [Mechanic] (DEX) Mechanic Dexterity Being able to repair, maintain and customize vehicles. This can range from getting a 
broken truck moving again to mount a canon to the roof of a sedan

37 Weaponsmith* [Mechanic] (DEX) Mechanic Dexterity Knowing how to build high quality weapons from scratch, in addition to maintaining, 
repairing and customizing existing weapons

T B E 8: S I L  



Lock-Picking*: Working knowledge of most common and 
many uncommon security systems and the tools required to 
bypass them. This can range from a regular front door to a house 
safe or to the vault in a bank. 

Level 1 allows a character to attempt to bypass any mundane 
security system or lock and each subsequent level gives a +1 SMod 
to any attempt 
Level 4 allows for attempts to be made to access things such as 
higher end banking (or even military-grade) security systems that 
might still be active in the appropriate facility. 

A character must have a set of lock-picks (or other suitable tools) to 
undertake these tasks. 

Sleight of Hand: No matter if it’s swiping something from 
directly under someone’s nose, picking the pocket of someone 
right next to you, a clever card trick, or concealing something in 
plain sight, Sleight of Hand gives a character the ability to 
cleverly execute deceptive acts, with each level bringing a +1 
SMod to any check. 
At Level 4, characters are so dexterous and adept at misdirection 
that they can appear to make small, handheld items literally vanish, 
or appear out of into thin air. This would require an Opposed Check 
against the other party’s Perception (see Opposed Checks on page 
36). 

Stealth: The ability to blend into the background, move softly 
and remain undetected. Each Level in this skill gives a +1 SMod 
when attempting to avoid detection and remain hidden. 
At Level 4, characters can make a Stealth check to essentially 
remain hidden in plain sight. This would be an Opposed Check 
against someone’s Perception (see Opposed Checks on page 36), 
and the environment would need to support this activity.  

Streetwise: Being able to connect the dots in any setting and 
being able to recognize the warning signs that precede or 
accompany threats, Streetwise allows a PC to survive in difficult 
and dangerous situations, in addition to allowing them to 
navigate new and hostile environments and ascertain where to 

go and who to ask for help in times of need. 
At Level 4, characters in more populated areas are 
able to find any black market or criminally inclined 
people with little trouble.  

Combat Skills 
Demolitions*: Training in the art of blowing 
things up, this skill gives the character an 
understanding of many and varied forms of 
explosives, ranging from Molotov cocktails to 
military grade compounds, as well as the fine 
motor coordination needed to both arm and 
disarm them.  
Players with this skill at Level 1 can safely handle 
and arm most common explosives and get a +1 
SMod per level on any Demolition* checks. 
At Level 4, a character can cobble together 
devastating makeshift explosives from the unlikeliest 
of items. 

Melee Combat: For characters with levels in this 
skill, a melee weapon becomes like an extension 
of the body, with increased accuracy and damage.  
Each level in this adds a +1 SMod to any attacks with 
a melee weapon.  
At Level 3, a character is so proficient that they may 
Ready A Weapon without using a Combat Action 
(see Combat Actions on page 119).
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At Level 4, a character may make a Called Shot (see 
Called Shots on page 122) with no negative CMod. 

Ranged Combat: Proficiency with many 
Ranged Weapons, from slings to bows to pistols 
to shotguns to sniper rifles. In the hands of this 
character a weapon is like an extension of their 
arm. 

Each level adds +1 SMod to any check involving any 
ground-based vehicle, including animals. 
At Level 3, a character is so proficient that they may 
Ready Weapon without using a Combat Action (see 
Combat Actions on page 119).

At Level 4, a character may make a Called Shot (see 
Called Shots on page 122) with no negative CMod. 

Unarmed Combat: Those with Levels in 
Unarmed Combat have often spent years honing 
their skills and abilities until their body is as 
effective as any weapon.  

Each Level in this skill gives a +1 SMod to any 
attempt to Attack, Defend, Subdue or Grapple (see 
Combat Actions on page 119).

At Level 4, each Wound Point of damage inflicts two 
Resilience Points of damage, making any attempts 
to Subdue a target instead of killing them more likely 
to succeed. Additionally, a character may make a 
Called Shot (see Called Shots on page 122) with no 
negative CMod. 

Innate Skills 
Athletics: A measure of how in shape the 
character is as well as their ability to put it to good 
use. This skill covers a variety of tasks requiring 
good physical condition, such as scaling a wall, 
swimming across a ravine with a fast-moving 
current, or throwing a hand-grenade through a 
rapidly closing door.  

Each Level gives a +1 SMod to any Athletics
attempt. 

At Level 4, PC’s may make Athletics checks that 
would rival even the most talented circus performer 
and may even appear almost superhuman to 
observers, such as scaling a seemingly completely 
smooth wall. 

Driving: If it has wheels or legs, this skill gives 
mastery over any form of transportation and the 
innate ability to drive like you stole it without 
instantly getting into a wreck. 

Each level adds +1 SMod to any check involving any ground-based 
vehicle. 
At Level 4, a character may use their Level in Driving as any 
vehicle’s speed for the duration of a Chase (see Chases page 142). 

Dodge: The innate ability to sense where an attack is going to 
be and do everything possible to not be there,  

Each Level in Dodge adds +1 to a characters’ DMM and DMR, as 
well as to any attempts to Defend when in combat (see Combat 
Actions on page 119). 
At Level 4, the character gets a free Reposition Combat Action at 
the end of each Round when in combat (see Combat Actions on 
page 119).

Hunting: Hunters are able to track prey as well as laying and 
avoiding traps. Characters with levels in Hunting have a deep 
understanding of environmental factors and how to use them to 
their advantage. 
For each level in this skill, a character gets a +1 SMod to any 
attempt to track an animal, as well as attempts to detect, disarm or 
set a trap.  
At Level 4, a character may attempt to track animals – or human 
enemies - in the wild by following the tiniest and most unlikely of 
signs. Additionally, a character gets a +2 CMod on any Attacks
against a target they are actively Hunting. 

Gambling: An understanding of both how games of chance are 
played as well as how to best manipulate the odds of winning.  
Gambling attempts are Opposed Checks (see Opposed Checks on 
page 36) and at Level 1 and above, PC’s get a +1 SMod to any 
game they play or wager they make.  
At Level 4, PCs understand the game well enough that they can 
cheat effectively, and in addition to the +1 SMod per Level, their 
opponent receives a -1 SMod to their Opposed Check. If the player 
fails the check, however, their cheating is exposed (see Opposed 
Checks on page 36). 



Navigation: Being able to successfully plot and chart courses, 
characters with levels in Navigation also have the expertise to 
follow a path to a safe destination, no matter the obstacles 
thrown in their way. The scope of this skill could range from being 
a backseat passenger with looking for landmarks, to being able 
to navigate by means of the sun, but a successful Navigation
check allows a character to use anything available to get their 
bearings and point them in the right direction. 

Each Level in this skill gives a +1 SMod on Navigation attempts. 

At Level 4 and above, a character can make a Navigation check 
based on nothing but instinct and still divine the correct course. 

Perception: Picking up on small details or clues that would 
otherwise be indiscernible, Perception allows a character to gain 
insight where they should have none and pick up on things that 
everyone else might miss. 

Players may proactively make Perception checks to see if they are 
able to observe something unusual or out of place in a given 
situation, with each level bringing a +1 SMod. 

At Level 4, a GM can ask a player to roll on their characters’ 
Perception without telling them exactly why, with successes 
allowing them to pick up on otherwise imperceptible details.  

Scavenging: With food and other essential resources in such 
short supply, the ability to sort through junk to find something of 
value has become an increasingly necessary skill to survive.  

PCs with levels in Scavenging get a corresponding +1 SMod in any 
attempts at looking through buildings and belongings in the hopes 
of finding something worthwhile (see Scavenging on page 181) for 
more details. 

At Level 4, players are able to make Scavenging Checks with the 
intent of finding a specific type of item (such as ammunition) or an 
even more specific item (such as copper wire) without requiring a 
Wild Success. Additionally, any Successful Scavenging check 
counts as a Wild Success, both in terms of the quantity of things 
found. Characters getting a Wild Success, can find Rare items that 
they require, instead of Uncommon items.  

Survival: The ability to survive in the wild and live off the land, 
characters with Levels in survival know how to track prey, how to 
identify various flora and fauna, as well as find all manners of 
food and fresh water, and how to ensure they have working 
shelter from the elements. Although not necessarily proficient in 
Hunting, they are more adept than most at Foraging and Fishing, 
and get a +1 SMod on those checks (see Living Off the Land on 
page 180) 

At Level 4, the character has the ability to source the plants and 
natural items helping in healing (see Healing Supplies on page 125) 
and, additionally, a character with the right tools could live off the 
land indefinitely using only what they can find and fabricate.  

Knowledge Skills 
Farming: Farming is the knowledge and 
expertise to work the ground, plant seeds, grow 
edible plants, as well as being able to raise 
livestock, either for milk or meat. 

Each Level in Farming gives a +1 SMod on 
Farming Seasonal Activity checks (see Activities
on page 192). 

At Level 4, a character can train an Apprentice to 
become so adept at Farming that they don’t need 
any guidance or input from the character once 
trained (see Apprentices on page 190).  

General Knowledge: This skill means that 
someone knows a lot about a lot and successful 
rolls allow them to recall minute facts and arcane 
knowledge that can often be very useful. When a 
character needs help or direction or requires a 
clue or to know something that will be useful to the 
situation at hand, a successful General 
Knowledge Skill Check could give them that 
advantage, with each Level granting a +1 SMod. 

At Level 4, characters may have read so much on a 
given subject that they make a check as if they had 
any of the other Knowledge skills (Farming, Local, 
Psychology*, Research, or Tactical Knowledge*) or 
the Medicine Skill, Pharmacology*.  

Local: More than a good working knowledge, 
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this allows a character to be so familiar and 
intimate with any given area that they can use the 
terrain and idiosyncrasies to their advantage. This 
skill is tied to a specific region or area that is 
predefined but doesn’t have to be the area where 
the character currently is. See Where Will You Go 
on page X for more details.  
Characters get a +1 SMod for each Level when 
attempting to locate something or someone, hide, or 
otherwise use their knowledge of the local region to 
their advantage. 

At Level 4, a character knows a specific area like the 
back of their hand, and know the optimal routes to 
various places, as well as any potential pitfalls and 
dangers.  

Psychology*: Psychology* is the study of 
human behavior, the human mind, or the mental 
attitude of a group and helps a character both 
understand and manipulate another character’s 
behavior to get a specific outcome.  

Each Level in this Skill gives a +1 SMod if 
attempting to understand why someone is acting 
like they are, or how to best approach someone to 
achieve their goal. 

At Level 3, a character can spend a Daily Activity
block with another character to prevent them 
reaching their Breaking Point by talking to them and 
helping them remove a Stress Box (see Breaking 
Point on page 178). 

At Level 4, a character who has spent time as part of 
a community is able to both understand them, as well 
as help the community leaders see what they need, 
and may add a +2 CMod to the community’s weekly 
Morale checks (see Morale on page 191). 

Research: Research is the ability to learn as 
much about a given subject or item as possible and 
help put that knowledge to good, practical use. 
This might be by figuring out how something works 
by taking it apart, or by digesting information from 
books and documents, but each level in this skill 
gives +1 to any attempt to learn more about any 
specific subject.  

At Level 4, a character is so good and getting to the 
underlying truth of a situation that they can leverage 
the knowledge of others to that outcome. This 
translates to them being able to make a Group Check 
with anyone who a Knowledge, Mechanic or Medicine 
Skill, as if they both have that skill at the same level.  

Tactical Knowledge*: An understanding of the mechanics 
and principles of organized combat. Characters with Levels in 
Tactical Knowledge* get a +1 SMod on any attempt to formulate 
a plan or assess an enemy’s weaknesses, or otherwise gain a 
Tactical Advantage (see Tactical Advantages on page 122).  
At Level 4, a character making a Successful Tactical Knowledge* 
check can spot an enemy’s weakness and get a +1 CMod on any 
Called Shots. Additionally, a character making a plan of attack or 
defense can work with the GM to Fill in the Gaps as to what they are 
trying to achieve.

Mechanic Skills 
Armorsmith*: The understanding and skills of how to use the 
appropriate materials to give something, or someone, a 
protective outer-shell without becoming overloading on weight or 
leaving avoidable vulnerabilities. Each Level in Armorsmith* 
gives a character a +1 SMod on attempts to repair or create 
armor (see Armor on page 137). 
At Level 4, a character PC can use Common supplies to perform 
repairs and upgrades to armor requiring uncommon supplies. In 
addition, the character can craft armor out of Common supplies (see 
Crafting & Customization in v0.8). 

Tinkerer: Tinkerers have the ability to take disparate items 
and create something more meaningful as well as the knack of 
repairing almost anything using seemingly nothing. Characters 
gets +1 SMod for each Level in this Skill when attempting to 
repair or craft new items (see Crafting & Customization in v0.8). 
At Level 4, a character can craft almost any Uncommon item out of 
Common Supplies.  

Vehicle Mechanic*: Knowing how to keep vehicles working, 
how convert them away from traditional gasoline engines to 
ethanol, and how to customize them for better performance are 
skills that seem to be fading fast. Gasoline might be losing its 
potency, but characters get a +1 SMod per Level on any checks 
relating to the maintenance or upkeep of vehicles. 



At Level 4, a character PC can use Common supplies to perform 
repairs and upgrades to vehicles requiring uncommon supplies. 
Characters can also attempt to convert a car to using Ethanol 
and build a still (see Ethanol & Methanol Stills on page 143). 
Additionally, a character can attempt Extreme customization of 
vehicles (see Crafting & Customization in v0.8).

Weaponsmith*: The knowledge and expertise to maintain, 
repair, customize, and even build weapons. Characters get a +1 
SMod to any checks relating to the upkeep and care of weapons.  
At Level 3, a character PC can use Common supplies to perform 
repairs and upgrades to weapons requiring uncommon supplies. 
Additionally, a character can build weapons, as well as attempt the 
Extreme customization of weapons (see Crafting & Customization 
in v0.8). 

Medicine Skills
First Aid: Enough medical knowledge to be able to stabilize a 
wounded patient, apply dressings and provide field-level care, 
as well the expertise to treat common sickness and ailments.  
Level 1 allows the character to attempt a roll to Stabilize a seriously 
wounded patient and each additional level adds a corresponding +1 
SMod (see Stabilizing on page 126). 
At Level 4, when using First Aid Kits, Medical Kits, a Doctors Bag, 
or other Healing Supplies (see page 125), they heal an additional +1 
WP per day.  

Surgery*: More than just understanding anatomy and how 
and where to cut to save a patient, a surgeon’s holistic view of 
medicine and their abilities go way beyond simple First Aid and 
allow for setting of broken bones, dealing with Infections (see 
page 126), as well as dealing with cuts, bullet wounds, and other 
serious trauma.  
Levels in Surgery* allow a character to attempt a roll to stabilize 
a seriously wounded patient, with each additional level adding a 
corresponding +1 SMod to any Stabilization attempts (see 
Stabilizing on page 126). Characters with the right equipment 
and facilities could attempt to remove bullets or stitch wounds.
At Level 4, even without the right facilities and equipment, a skilled 
surgeon would be able to perform complex surgical procedures. 

Pharmacology*: Pharmacology* provides an understanding 
of how to find, make, and administer drugs. It allows for an 
understanding of the positive and adverse effects of chemical 
substances on living organisms, and also provides the ability to 
diagnosing and treat exposures to toxins and toxicants. It also 
allows for the manufacture poisons and cures.  
Not limited to manufactured pharmaceuticals, skill in 
Pharmacology* also includes an understanding of natural and 
herbal remedies. 
At Level 4, a character is able to produce medicines, healing 

ointments, toxins and antidotes, and other useful 
items from Uncommon or Rare supplies that are 
Scavenged from appropriate sources (see 
Scavenging on page 180 for more details). 

Sway Skills 
Animal Handling: Understanding how to work 
with and get the best out of animals, ranging from 
house pets up to farm and working animals. 
Animal Handling allows a character to calm and 
train animals and, over time, build bonds with 
them until, at Level 3, characters are able to 
control herds of livestock.  
Characters may add +1 SMod for each level of 
Animal Handling to any attempt to train, work with, or 
find weak spots in animals.  
At Level 4, a character may attempt to create a 
lasting bond with any animal that they have been 
working with or training, and that animal will always 
see the character as their master, owner, or partner 
and, if appropriate, will act in the character’s 
defense. This may include dogs (see page 150) for 
more details.  

Barter: The ability to negotiate the value of an 
item as well as being able to convince someone to 
substitute their desired currency for other items, 
Barter is the ability to find a solution that satisfies 
both parties and is handled as an Opposed Check
(see Opposed Checks on page 36). The character 
who wins convinces the other side to agree to their 
offer.  
Characters may add +1 SMod for each level of Barter
to any such attempt. 
At Level 4, characters may attempt to cheat or 
bamboozle a competitor by making a Successful 
Barter attempt, resulting in a greater outcome during 
the deal. If they fail, the other character will realize 
they were trying to cheat them and will respond 
accordingly.  

Charm: Being able to win others over to the 
characters’ cause, Charm means that someone 
knows just what to say, when to say it, how to pay 
compliments and make others feel special or 
important.
Characters with Levels in Charm get a 
corresponding +1 SMod to any attempt to win an 
NPC over to their way of thinking and on First 
Impressions checks (see page 148). 
At Level 4, a character might well be able to convince 
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an NPC to actively work against their own self-
interest in order to better help the PC or their group.  

Deception: Being able to tell a good enough lie 
to convince someone of something obviously 
untrue, a successful Deception check allows a 
character to tell a story that is both convincing and 
well thought-out enough that someone else is 
taken in.  
Each level in Deception gives a +1 SMod when 
attempting to deceive an NPC.  
At Level 4, characters can not only deceive whole 
groups of people and convince them of things that 
many of them know are untrue, but they can build a 
narrative that can withstand intense scrutiny, even 
when not in their presence.  

Entertainment: Whether it’s juggling or exotic 
dancing, someone with Levels in Entertainment
generally has a good grasp of how to while away 
time with others and keep them engaged.  
Each Level in Entertainment gives PCs a +1 SMod 
when trying to distract or win over an audience or 
otherwise use their skills. 
As much for character development and role-play 
purposes as anything, characters should choose 
from one of the following specializations, or define 
their own. Whilst it’s possible to be a jack of all 
trades, knowing exactly what a character does to 
Entertain others can help round them out.  
Some examples are: 

Dancing: Knowing how to shimmy and 
shake in order to be alluring to the 
observer. 
Magic: Card tricks, illusions, or stage 
mentalism, all types of magic and tricks 
can entertain, confuse and amaze 
Ventriloquism: Who doesn’t love 
someone that can make a puppet or other 

inanimate objects talk? They can also convincingly throw 
their voice.  

Storytelling: Spinning a yarn in such a way that 
others are inexorably pulled in and are compelled to hear 
the outcome. 

Funny Guy: Quips, jokes or impressions, Funny Guys
are able to keep an audience laughing. 

At Level 4, a character who spends a Weekly Activity block 
preparing (see Activities on page 192), can put on a show for 
other characters. On a Successful Entertainment check, each 
member of the audience is sufficiently distracted that they are able 
to decompress, and may remove one Stress Block, double that on 
a Wild Success.  

However, if the character gets a Dire Failure or Moment of Low 
Insight, each audience members gains a Stress Block (see 
Breaking Point on page 178) as a result of their abysmal 
performance. 

Inspiration: Inspiration allows a character to articulate an idea 
so well that other people buy into it and will champion it like it’s 
their own.

For each Level in Inspiration, a PC gets a +1 SMod to any attempt to get 
NPCs behind an idea or to any NPC recruitment attempts.

At Level 4, the character adds +4 to any Community Morale checks 
(see page 191). Additionally, they can make rousing speeches that 
can convince any Community they are a part of, to risk everything – 
including their own lives – for the good of the larger group.  

Intimidation: An instinctive understanding of the human 
psyche and how to use both presence and physicality to scare 
someone through threat of force and coerce behavior or 
otherwise bend someone to their will. 

Players may add a +1 SMod per corresponding level of skill to any 
attempt to get information or force an NPC into a certain behavior or 
action. 

At Level 4, a Successful check allows them to exert sufficient 
influence to coerce a target who is no longer in the character’s 
presence, to continue to work towards their wishes or demands.  



The Backstory Generation process is designed to guide a player through the 
creation of their character and allows them to define what their character learned 
and how they developed at the various pivotal stages of their life.  

This process helps a player build their characters’ history along the way and 
provides them with a backstory that they can use to help define who they are and 
help inform their role-playing choices. It can also be used by GMs to build 
character-specific storylines around. They can share as much or as little with other 
players as they wish.  

This method exists both for those going into a game wishing to create a bespoke 
character that fits a specific concept or design, as well as for those who take 
inspiration from seeing how their character develops at each stage and the various 
options available.  

Characters go through two phases during Backstory Generation – Personal Growth
and Professional Development - during which players get to add a total of 5 
Character Development Points to their RAPID Range Attributes, as well as adding 
15 Character Development Points to Skills. Each CDP invested raising that attribute 
or skill by a corresponding point which also raises the character’s AMod or related 
SMods.  

During the Personal Growth phase, players will ask themselves who their character 
is, where they grew up, what they have learned along the way, and what were they 
like before the apocalypse hit. They can spend 3 Attribute CDP and 10 Skill CDP at 
this stage.  

Raising RAPID Range Attributes to Level 1 or 2 costs 1 CDP per Level, and raising 
a RAPID Range Attribute from Level 2 to Level 3 costs 2 CDP. 

Raising Skills to Level 1 or 2 costs 1 CDP per Level, and Skills cannot be raised 
higher than Level 2 during the Personal Growth phase.  

The second phase is Professional Development. Everyone had some form of 
employment or way of making money before the pandemic and that will be defined 
during this step.  

Players will pick a Profession for their character and get 2 Attribute CDP to spend, 
as well as 5 Skill CDP that must be spent on the Vocational Skills that are tied to 
their chosen Profession. At this point, they may raise any of their Vocational Skills
to Level 3. 

At the conclusion of each step, the player should write a sentence or two in the 
Background Information section of their character sheet that summarizes that 
period, the skills, or the life lessons they have learned, as well as any details of who 
they knew during that time (see Background & Notes on page 47).  

By the end of the Backstory Generation process, players should have the 
framework for a character backstory that they can build on over time. 

An example character – Alina Garcia – will be created to illustrate the process.

There is a Backstory Generation worksheet as well as an online character 
generator available at DistemperVerse.com that can be used to make notes at the 
different stages of a character’s development to tie into the creation of a backstory.  



57 

W
ho W

ill You Be? 



For many players, the first step in character creation is to decide who they 
want to play in this fractured and deadly world. 
Are they going to rebuild or ravage?  
Will your character’s primary weapon be a gun, a hatchet, their fists, wits, 
or their mouth?  
What will they bring to a group? Are they a leader trying to rally and inspire 
people to get behind an idea or a former cop just trying to maintain a 
semblance of order in chaos?  
Are they a quick-talking conman, always looking for a way to turn a 
situation to their advantage or are they a combat medic, trained in keeping 
wounded people alive on a battlefield?  
Are they just trying to stay alive long enough to get to their next meal?  
Do they have the medical training that will keep the sick and wounded 
alive or are they just good at doing to others before it is done to them?  
Are they intending to be a force for good, or are you an agent of chaos 
looking to take advantage of this new reality in any way they can? 
Are they a shepherd or are they a hunter?  
Are they a dark and malevolent soul in search of a kingdom or a beacon 
of hope who still wants to see the good in everyone? 
If you know what it is that you’re trying to create, write it down on your sheet 
but remember that it is entirely possible to go into this process without a 
clear character concept as one may evolve during the Backstory Generation 
process, or even from group interactions and discussions during Session 
Xero (see Session Xero on pages 9 and 175 for more details). 
No matter how the concept comes about, players should create a 
character that ties into the overarching themes of the encounter, session, 
or campaign. Characters should be aligned with the goals of the group, 
whether it’s planning on trying to help with rebuilding efforts or leading a 
gang of marauding raiding parties against your neighbors.  
This doesn’t mean that all groups need to be of a single-note design as it is 
very plausible that a group of nomads might include schoolteachers and 
retail workers along with ex-military, cops and petty criminals. After all, you 
can’t afford to be as choosy about the company you keep anymore if you’re 
hoping to survive.  
No matter if it comes at the beginning or end of the process, players 
should be able to summarize their character in one or two sentences. This 
may be something they share with the group or something they keep to 
themselves, but a good understanding of their characters’ concept will 
help inform their decisions when trying to decide how they would react to 
a given situation or role-playing as that character.  
This can all be tracked on the Backstory Generation Worksheet available 
for download from DistemperVerse.com. 
Note: Just because characters are often created in the relatively public 
nature of a group setting doesn’t mean players shouldn’t be able to add 
secretive elements to their characters that they share only with the GM. 
After all, sometimes it’s more interesting to find out things about your 
traveling companions along the way, as well as giving the GM threads with 
which to build stories.  

Q I K, Q I K, Q I K!
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M D M N M X
Whilst it’s tempting for players to try and get 
the most out of their characters’ performance 
by maximizing relevant attributes and skills 
while ignoring others that don’t contribute to 
that goal, they may find themselves 
unintentionally hobbling their character by 
minimizing the number of things they can do. A 
character putting 3 attribute points into 
Dexterity and 3 into Ranged Combat will 
almost certainly hit their target, but at the 
expense of having no points to spend on other 
skills that might be useful outside of combat.  
Making a one-note character should only be 
done after discussion with the GM to ensure 
that such a character is suitable to the story 
being told.

Distemper is intended to be on the more 
realistic side of the RPG spectrum and, 
unlike many other TTRPGs, while the 
characters are the protagonists of the 
story, they aren’t truly heroic in the 
traditional sense of the word. 
No one is a superhero in Distemper. 
There are no action movie stars left, 
they all died. There are no super 
soldiers, no John Rambo’s, and no 
James Bond’s. 
There are just ordinary people trying 
to get through some extraordinarily 
hard times.  
There is no invincibility or immortality 
in Distemper and each character is just 
one bad choice or unlucky dice roll 
away from dying. Trusting too easily, 
not taking the right precautions, 
running into combat or other 
dangerous situations without a plan, 
will all likely end badly for the 
characters. 
This shouldn’t imply that the characters 
aren’t special – they absolutely are, 
they are the protagonists and the focal 
point of the stories being told – 
however, by design, a character will 
likely be as fragile and limited in the 
game as human beings are in real life.  
Just like in the real world, no one is 
good at all things, and very few people 
have actually trained to survive the 
apocalypse and they are usually better 
off together than they are alone.  
Players are encouraged to remember 
that it’s too simplistic to think of those 
who are left as good guys and bad guys. 
There are just survivors, trying to get 
by. 
Players will have to decide what 
constitutes heroism – or evil – for 
themselves. 



A i a G r i
Going into a new campaign set in the cold woods 
of southern Delaware, one of the players 
decides to A strong, self-reliant lady who is 
adept at taking care of herself. 
With that as the entirety of their concept at 
this point, the player names the character “Alina 
Garcia.” 
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No matter if it was from books, through an apprenticeship, an 
impactful mentor, or alone on the hard streets, experiences during 
this Education stage of their life allows a character to spend 1 
Attribute CDP on increasing a RAPID Range attribute and 2 Skill 
CDP on any Skill of their choosing.  

Make a note of how and where your character got their Education, 
summarizing in a few sentences any specific lessons they learned 
or people that may have influenced, hindered, or mentored them 
during this period.  

This Hobby & Interest phase is when a player can add some 
additional depth to their character by rounding out their skills and 
RAPID Range. They get 1 more Character Development Point to 
apply to any attribute and 4 final Character Development Points to 
spend on any Skills they choose that reflect their passions, 
interests, and hobbies, the things that really made them tick as a 
person.  

Make a note in a few sentences of what it was that made your 
character who they were before the pandemic – what did they do for 
fun? What were their hobbies? 

After her father died just as she was graduating from 
high school, Alina needed to find a way to help support 
her mother and two sisters. Putting any aspirations of 
the Olympics to one side and, using the small inheritance 
she got from her father, she taught herself bookkeeping 
and opened her own Dojo. 
Alina puts 1 CDP into raising her Dexterity attribute to 2 
and puts 1 CDP each into Unarmed Combat and Dodge, 
bringing both to Level 2. 
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Everyone had to make money before the virus and during the Professional Development stage, a character 
picks a Profession (see page 63) to help define how they made money before the virus, as well as which skills 
they learned.  

At this stage, a player receives 2 Character Development Point that they can spend on any RAPID Range 
attribute and an additional 5 Points to spend on any of the skills associated with their chosen Profession. Each 
Profession has Vocational Skills that the players can spend CDP on and during this stage those Vocation 
Skills can be raised to Level 3, reflecting the years they spent honing those skills while on the job.  

Professions are deliberately vague in order to allow players to add their own color and flavor, and they should 
take a moment to further define what their job was within that profession. Within each Profession, there is a 
lot of room for differentiation and players should consider how the skills tie together for their character.  

If there is no Profession listed that a players wish to pick - and if they can Fill in The Gaps for the rest of the 
group and GM - they may define their own Profession and spend 5 Skill CDP on what they determine to be 
the Vocational Skills associated with their choice of career.  

Additionally, if players are able to Fill in The Gaps for the group, they can substitute putting points into one of 
the Vocational skills in favor of another, non-Vocational skill if it matches their character design or concept. 
Any non-Vocational skills chosen in this way can be raised to Level 3.  

Make a note of what it was that they did for work before the virus and summarize in 1-2 sentences any 
defining events or interactions they may have had during this time in their life, particularly as it comes to 
helping define their choice of skills and overarching character. 



P O E S O S 
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Tab2e R

2 Addiction

3 Betrayal

4 Criminal Past

5 Daredevil

6 Dark Secret

7 Family Obligation

8 Famous

9 On the Run

10 Outstanding Debt

11 Guilt

12 Personal Enemy

Tab2e R

2 Accumulate

3 Find Safety

4 Hedonism

5 Make Amends

6 Preach

7 Protect

8 Rebuild

9 Rediscover

10 Reunite

11 Stay Alive

12 Take Advantage

Characters are as complex as the players who create them and 
have all had lives before coming together as part of the group.  

Each of them is driven by something or has motives that explain why 
they act like they do and the outcomes they will seek. Complications
& Motivations help capture and detail potential baggage they may be 
dragging with them, as well as providing another dimension when 
fleshing out a characters’ background and understanding the actions 
they may take in any given situation. 

Additionally, whether or not they choose to share any of this with 
other characters in their group, Complications and Motivations
provide a placeholder with enough details for the player and GM to 
work on future plot developments and personalized story hooks that 
align and intersect with the larger stories being told (see Chapter 10: 
Moderating The Distemper). 

No matter whether a player took the Backstory Generation route or 
picked from the various Paradigms available, they will still need to 
choose both a Complication and a Motivation from the 
Complications and Motivations sidebars on pages X and X.  

If they prefer an element of randomness, they may roll 2d6 on Table 
6: Complications and 2d6 on Table 7: Motivations below and 
weave the results into their Backstory.  

Players are highly encouraged to create something bespoke that fits 
the desired character background if none of the available choices 
resonate with them and they can Fill in the Gaps with the GM and 
create something unique. 

A character’s Complications and Motivation are a one- or two-word 
summary of what drives them and will give players a good indicator 
of how they will interpret the actions of others or react to various 
situations. Complications and Motivations are deliberately vague 
and high-level, allowing each player to match that to their character 
and their backstory and provide their own depth. 

Players should spend a minute detailing their Complications and 
Motivations.  

What is the dark secret they are hiding from others in the group?  

What is the obligation that is holding them back or driving them 
forward?  

Who and where are the NPCs that they have an obligation towards?  

Does Protect also tie into their Background Complication, such as 
having a Code of Honor that can leave no innocent unaided, or is it 
just because they know that safety comes in numbers?  

What are they looking to Rediscover or Rebuild?  

If their motivation is to Stay Alive, will they put their own safety at risk 
for others? 



C M L C T O S
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M T V T O S



Complications and Motivations also tie directly into how a character's Morality
score may be impacted (See Morality on page 179) and how quickly a 
character reaches their Breaking Point (see Breaking Point on page 178). 

There is no need to share Complications & Motivations with anyone else in 
the group except for the GM, just have at least a vague idea in your own mind 
as to what happened. If the Complications & Motivations involve NPCs, 
make sure you write down any relevant information for later reference in the 
Background Information & Notes section on your character sheet. 

Now that all Attribute and Skill CDP have been spent, players calculate their 
secondary stats.  
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Players can pick a Primary and a Secondary Weapon from Tables 12 to 15 
on pages 129-130 and receive 1d6 rounds of ammunition for both weapons, 
which they should note on their character sheet.  

When picking weapons, players should consider the availability of ammo and 
may find it prudent to take at least one melee weapon, to ensure that running 
out of ammo at a truly critical moment isn’t the end of the character's options. 
Players may decide to take two Melee weapons, even though that leaves 
them at a disadvantage if they need to cover ground to get to their target. 

They can pick 1 Common item from the Miscellaneous Equipment table (see 
page 131), and each character starts with a Basic Survival Kit, which includes 
a tent (or other temporary shelter) and a sleeping bag. They also have 2 days’ 
worth of food and water in the form of 2 Rations (see Rations on page 138 for 
more details). 

Additionally, players may pick one Incidental item that provides no combat 
value but may otherwise be useful, such as a compass, a lighter, flashlight, a 
photograph of a loved one, or a map of the area. 

The total weight of the items a player picks cannot exceed their characters’ 
Encumbrance limit (see Encumbrance on page 45). Although they can have 
an essentially endless amount of equipment, if they are unable to carry it all 
at the same time then they will need to find somewhere safe to store it when 
it’s not in use.  

Many ordinary, everyday items such as a lighter or flashlight or transistor 
radio have no encumbrance value as they are so small, but a GM may decide 
enough small items equate to a point or two of Encumbrance. 

Make a note of everything you have with you on your character sheet. Be 
aware that if you don’t have it written on your sheet, you don’t have it in game 
(unless you spend a Distemper Dice to miraculously find one in your 
backpack). 

More details on Equipment and Encumbrance can be found in Chapter 7: 
What Do You Have? 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

+1 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

1 - 

14 

8 

3 4 

4 8 

4 +3 

Brass Knuckles Engaged 

+1 WP damage to Unarmed Combat. Requires a Ready Weapon action to equip 

Alina Garcia Dojo Owner 

29 

0 1 2 0 2 

131 lbs 5’5” Female 

DAREDEVIL FIND SAFETY 

Used 

4 + 2d3 

1 - Tactical Baton Close 

- 

Used 

100 

100 



RELATIONSHIPS 
Name:  Relationship Modifier:  Name:  Relationship Modifier:  

BACKGROUND INFORMATION & NOTES 

71 

Alina Garcia 
Alina was raised from a young age by her father to be an 
athlete, while her mother taught her how to get people to do 
what she wanted. Her Grandmother taught her not to take shit 
from anyone. In high school she competed at the national level 
in Track and Field, as well as at the local level with Judo and, 
later, Tae Kwon Do. Her goal was to one day become an Olympian. 

After her father died just as she was graduating from high 
school, Alina needed to find a way to help support her mother and 
two sisters. Putting any aspirations of the Olympics to one side 
and, using the small inheritance she got from her father, she 
taught herself bookkeeping and opened her own Dojo. 

Alina remained driven, always looking to surpass herself. In 
addition to Tae Kwon Do, she took up Judo and Kickboxing, both 
to a competitive level. Equally consumed with the success of her 
Dojo, Alina ran multiple classes a day. Her boyfriend, Billy, 
who ran a close third for her attention, was an avid outdoorsman 
and taught her to love camping. It was certainly better than 
being around people.  

Despite a steep learning curve, Alina learned to run her Dojo 
profitably and over the next few years, she built a successful 
business with a sterling reputation. Even though it was located 
in a less than desirable part of town, Alina quickly learned how 
to navigate local street politics and avoid pissing off the wrong 
people.  

Despite everything that has happened, Alina has never lost her 
belief in herself and her abilities, but this inner strength 

sometimes manifests in the form of a bravado that borders on craziness. She picks Daredevil as her 
Complication because, no matter how risky the situation, Alina always seems to find herself in the 
middle.  

A realist at heart who knows the old days are never coming back, Alina is constantly looking for 
somewhere that feels safe enough that she can stop running and stop sleeping with one eye open. 
She’s not sure she will find it, but she’s not going to stop looking.  

As her incidental item, she still has her dad’s Zippo lighter. Although never a smoker, she’s had 
it with her as a memento since he died, and it’s been invaluable when trying to start fires. 

Even before the virus, Alina had never trusted dogs, and had never trusted anyone that did trust 
dogs. Any time dogs come up in conversation, she is only too happy to give her opinion and tell 
people how they were blinded by cuteness.  



At this stage, you can capture anything that this process didn’t catch that may help you 
flesh out your character or create a greater attachment to them. These might be 
personality quirks, tics, or any other trait helps bring them to life for you.  

Do they hum songs? Are they sarcastic?  

Do they have a deck of cards that they are always shuffling, even if they never seem to 
want to play? 

Do they have a wedding ring or a crucifix around their neck that they touch in times of 
stress?  

Make a note of anything on your character sheet in the Background Information & Notes 
section so that they are always front of mind.  
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Although many players enjoy creating and detailing every aspect of their character, there are times when Players may 
lack a clear character concept, may want a starting point to build off, or may just lack the time to devote to character 
creation without slowing the group down, or, on the other side of the table, there might also be times when a GM needs 
to introduce an NPC on the fly. These are all good use cases for using Paradigms. 
Designed as a quick alternative to Backstory Generation, Paradigms exist to facilitate rapid character creation by 
providing the wire-frame of a character onto which players can add the specific details and personality that bring them 
to life. Paradigms offer players the choice of taking on specific roles or “types” of character that fit well into the world and 
they come predefined with RAPID Range attributes, Secondary Stats, and matching Skills and Equipment. This means 
a player really has to give their character a name, choose their Motivations & Complications, define a backstory, and 
start playing.  
In addition to a predefined set of RAPID Range attributes, Secondary Stats and Skills that have all been balanced to 
provide a well-rounded character, each Paradigm also comes with a suggested set of starting weapons and equipment 
which matches their skills and background, leaving the player to just pick an Incidental item.  
Many of the Paradigms included with Distemper are tropes taken directly from pop-culture and should be familiar to 
most, such as the cop, the biker, or the petty criminal – but, with just a little flavor, those vague stereotypes can become 
much more rounded and fun to play.  
A Law Enforcement Paradigm can just as easily be a tough, big city cop with a deeply ingrained sense of justice as it 
can be a small-town deputy. While the Military Paradigm lends itself easily to becoming a mercenary using the skills they 
learned on battlefields across the globe, it could just as well be a battle-weary soldier who had hung up his boots before 
the pandemic but now doesn’t seem to be able to avoid conflict no matter where he goes.  
Players are strongly encouraged to take some time to think about who their character is going to be and how that ties 
their skills and abilities together. In order for a Paradigm to meet their vision, they are encouraged to make any minor 
alterations (such as substituting one or more Skill for another), to get them the exact build they are looking for.  
The Paradigms provided - Bar Owner, Beat Cop, Biker, EMT, Family Doctor, Farmer, Flea Market Trader, Hot Rod 
Mechanic, Mayor, Mercenary, Petty Criminal, Preacher, Rural Sheriff, School Teacher, Semi-Pro Athlete and Trucker – 
are not intended to be completely comprehensive, and more will be made available over time. Many of the descriptions 
provided for the Paradigms refer to who they were before the Dog Flu and it’s up to the players to decide who they will 
be in the new world.  

Some players may take Apprentices (see 
Apprentices on page 190) and when they recruit this 
NPC, they should decide on a Paradigm for them. 
Additionally, a player needing to create a new 
character may decide to promote an NPC to 
become a PC that they play. This NPC might be a 
member of their community (see Communities on 
page 187) or someone they have interacted with 
previously, and the player and GM may agree on a 
Paradigm that matches that NPCs description, 
allowing the player to jump into the game more 
easily.  
In a similar vein, GM’s may decide to take a paradigm 
and turn it into an Antagonist Level NPC (see Hell Is 
Other People on page 145).
Character sheets are available for Paradigms with 
the stats and skills provided are available for 
download at DistemperVerse.com/paradigms. 
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ill You Be? 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 + 1

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

50 

50 

3 + 1d6 

3 + 1d3 

- - - 

Binoculars 

Standard 2 1 

N/A 

- 

1 +1 Perception Check when at Long or Distant Range  

1 

1 

6 

- 

Bar Owner 

1 

10 

6 

3 6 0 

0 6 

0 +4 

0 2 2 0 

Light Pistol 

Kitchen Knife 

Close 

Close 

Used 

Used 

- 

- 
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Paradigms - Bar Ow
ner 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Standard 2 1 

N/A 

- 

Beat Cop 

0 

13 

7 

3 5 

2 7 

1 +6 

1 2 0 2 

50 

100 

3 + 1d6 

4 + 2d3 

2 

1 

1 

6 

- 

Light Pistol 

Tactical Baton 

Close 

Close 

Used 

Used 

- 

- 

Binoculars 1 +1 Perception Check when at Long or Distant Range  

- - - 
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Paradigm
s - Beat Cop 

Years of patrolling the same beat created a 
strong link between this cop and their 
community. While little of which may now 
remain, many cops who have survived have 
found themselves still in positions of 
helping those around them.  

As the laws they had sworn to uphold no 
longer exist, being able to use some of the 
less savory skills they picked up while 
mixing with the criminal element of society, 
combined with their soft skills and inherent 
understanding of the psyche combined, have 
made them the backbone of many groups. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Standard 2 1 

Biker 

0 

13 

7 

3 5 

2 7 

1 +5 

1 2 0 2 

N/A 

- 

50 

100 

3 + 1d6 

4 + 1d6 

2 

1 

1 

6 

- 

Light Pistol 

Baseball Bat 

Close 

Close 

Used 

Used 

- 

- 

Walkie-Talkie 1 Allows characters to communicate up to a range of 20 miles  

N/A 

- 

50 3 + 1d6 

2 

- 

- 

1 

- - - 
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Paradigm
s - Biker 

As difficult as it may have been to have lived 
as the embodiment of foot loose and fancy 
free, many bikers are finding that lifestyle 
increasingly hard to maintain in the new 
world.  

Driving skills and an unerring sense of 
navigation that have been honed by years on 
the open road require fuel to be useful and 
many bikers who aren’t ready to settle down 
quite yet have found themselves prizing 
gasoline above all else, including food and 
ammo. Their ability to be reasonably self-
sufficient on their bike, combined with their 
ability to fight to protect what’s theirs – or 
take what’s yours – make them people to take 
seriously.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

First Aid Kit 

Standard 2 1 

N/A 

- 

1 +1 to any First Aid Check; heals 1+1d3 over a 24 hour period  

EMT 

2 

11 

6 

3 6 

1 6 

0 +4 

0 1 1 1 

50 3 + 1d6 

1 6 Light Pistol Close Used 

- 

0 
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Paradigm
s - EM

T 
Many EMTs who survived have found their 
limited medial knowledge to be almost as much 
of hindrance as a help as they know enough to 
be helpful in the smaller things, but rarely 
are they skilled enough to be able to help 
with the bigger things.  

However, even if dealing with bullet wounds 
and other more life-threatening injuries 
isn't their specialty, their ability to help 
keep people healthy and hole is still seen as 
a gift that few have, and they never find 
themselves short of new patients to help.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Standard 2 1 

Family Doctor 

3 

10 

6 

3 7 

0 6 

0 +3 

0 1 2 0 

Doctors Bag 

N/A 

- 

1 +2 to any First Aid or Surgery Check; heals 1+2d3 over a 24 hour period 

50 3 + 1d6 

1 6 Light Pistol Close Used 

- 

0 
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Paradigms - Fam
ily Doctor 

Family Doctors invariably got into medicine 
as they had a drive to help everyone but, 
since the pandemic, many have had to fight the 
realization that can really help almost no 
one, which drives them harder to help those 
they can.  

Which supplies and facilities are in 
desperately short supplies, many Doctors are 
finding themselves in the position of having 
little to give except the most basic of aid, 
and a good dose of compassion. For this 
reason, Doctors are often the lifeblood of a 
group or fledgling community, as they are 
extremely smart and better informed than most 
other survivors and are often looked to as 
leaders as much as they are healers.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Standard 2 1 

Farmer 

0 

14 

8 

3 4 

2 8 

2 +4 

2 1 0 2 

N/A 

- 

50 

100 

3 + 1d6 

3 + 1d6 

2 

1 

1 

5 

- 

Shotgun 

Hatchet 

Medium 

Close 

Used 

Used 

- 

- 

Hunting Traps x4 1 +2 to Hunting Checks 

- - - 
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Paradigms - Farmer 
As someone who has spent years learning how 
to become as tight as possible with nature, 
farmers are amongst the most valuable 
survivors who, arguably, hold the key to the 
survival of the race.  

Their experience with either livestock or 
crops means that farmers are able to provide 
for large numbers of survivors, assuming they 
can get the help and have the right 
conditions, and for that reason alone, many 
communities are centering on or around 
farmland, and looking to the stewards of the 
land to help provide for the seemingly never-
ending supply of hungry mouths.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

- 

Standard 2 1 

N/A 

- 

- - 

1 - 

Flea Market Trader 

1 

10 

6 

3 6 

0 6 

0 +4 

0 2 2 0 

Baseball Bat Close 10 

- 100% 

Walkie-Talkie 1 Allows characters to communicate up to a range of 20 miles  1 

0 
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Paradigms - Flea M
arket Trader 

No one loves a bargain more than someone who 
actively spends their time looking for one, 
and before the pandemic, these folks could be 
found trawling flea markets and pawn shops, 
always looking for ways to turn trash into 
treasure.  

With supplies being so scarce and barter 
becoming a necessity to get the things 
needed, someone who is good at finding items 
of worth and being able to trade those for 
necessities will generally be welcome in any 
group.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

1 - 

Hot Rod Mechanic 

1 

13 

7 

3 5 

2 7 

1 +3 

1 1 0 2 

Baseball Bat Close 

- 100% 

50 3 + 1d6 

1 6 Light Pistol Close Used 

Used 

- 

2 
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Paradigms - Hot Rod M
echanic 

Although something as luxurious and 
intrinsically worthless as a hot rod might be 
a thing of the past, the ability to put 
things together and keep them working has 
become more valuable than ever.  

Their first love will always be cars, but they 
are nothing if not adaptable and many of them 
have found themselves turning their talents 
towards more useful and practical projects 
that often involve upgrading their base of 
operations. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

3 + 1d3 

- 

Standard 2 1 

N/A 

- 

- - 

1 

1 

- 

- 

Mayor 

1 

10 

6 

3 6 

0 6 

0 +2 

0 2 2 0 

Baseball Bat 

Knife 

Close 

Close 

- 

- 

100% 

Walkie-Talkie 1 Allows characters to communicate up to a range of 20 miles  1 

Used 

Used 

0 
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Paradigm
s - M

ayor 
Even though their constituents, community or 
town may be gone, the leader in them never 
seems to die and they are often the driving 
force behind a group.  

Skilled in a variety of different ways to work 
with an audience or an individual, they can 
be very effective at getting people to rally 
behind ideas and concepts and work towards a 
greater goal.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

5 + 2d6 

2 + 1d3 

Binoculars 

Standard 2 1 

N/A 

- 

1 +1 Perception Check 

2 

1 

30 

- 

Mercenary 

0 

14 

8 

3 4 

2 8 

2 +3 

2 1 0 2 

Automatic Rifle 

Hunting Knife 

Long 

Close 

Automatic Burst: Hits other characters at Engaged Range of the target 

Requires DEX of 1 to use or -2 CMod 

100% 

Walkie-Talkie 1 Allows characters to communicate up to a range of 20 miles  1 

Used 

Used 

3 
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Paradigms - M
ercenary 

Turning a military career into something that 
paid considerably more for only a little more 
danger, mercenaries have spent the lives 
taking risks and honing a very dangerous and 
effective skillset.  

Often find themselves at the center of 
decision making in any group, they are quick 
to develop plans and put them into effect, and 
rarely shy away from the direct approach to 
problem resolution.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

3 + 1d3 

Standard Lockpicks 

- 

Standard 2 1 

N/A 

- 

1 

- 

+2 to Lock Picking Attempts 

- 

1 - 

Petty Criminal 

0 

13 

7 

3 4 

2 7 

1 +4 

1 1 1 2 

Knife Close 7 

- 

50 3 + 1d6 

1 6 Light Pistol Close Used 

- 

2 
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Paradigms - Petty Crim
inal 

Having spent a life skirting the lines of 
society has prepared some better than others 
for the reality they now face.  

With their ability to find and procure 
valuable items, often without raising 
eyebrows or drawing undue attention, is 
becoming increasingly useful in a world where 
there is increasingly little of value, and 
everyone wants it.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Loudspeaker 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Intimidate or Inspiration checks 

- 

Preacher 

2 

10 

6 

3 6 

0 6 

0 +3 

0 1 2 0 

50 3 + 1d6 

1 6 Light Pistol Close Used 

- 

0 
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Paradigm
s - Preacher 

Driven by a deep spirtuality and belief 
system, Preachers have spent their lives 
preaching the gospel of their religion and 
converting others to their cause.  
Equally adept at listening, they are able to 
discern ways to convince the devoted or lost 
or unwitting that their way is the right way.  
Coming in many forms, from street preachers 
belonging to no formal church and who wander 
endlessly as they evangelize, to ordained 
ministers with a parrish under their control, 
they can often be called on to rally 
likeminded souls to their mission. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Binoculars 

Standard 2 1 

N/A 

- 

1 +1 Perception Check 

Rural Sheriff 

1 

11 

6 

3 5 

1 6 

0 +4 

0 1 2 1 

50 3 + 2d3 

1 9 Heavy Pistol Close Used 

- 

100 4 + 2d3 

1 - Tactical Baton Close Used 

- 

Walkie-Talkie 1 Allows characters to communicate up to a range of 20 miles  1 

0 
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Paradigm
s - Rural Sheriff 

Part psychologist, part politician, with just 
a dash of law-enforcement, the small-town 
sheriff will just as often be adept at 
influencing a situation and mediating a 
positive outcome for all involved as they 
will be at enforcing the law. 

Knowing how to instinctively read and 
understand a situation and then be able to 
manipulate it to their advantage and exuding 
the authority to push people into their point 
of view.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Binoculars 

Standard 2 1 

N/A 

- 

1 +1 Perception Check 

School Teacher 

2 

10 

6 

3 6 

0 6 

0 +2 

0 1 2 0 

1 - Baseball Bat Close Used 

0 



RELATIONSHIPS 
Name:  Relationship Modifier:  Name:  Relationship Modifier:  

BACKGROUND INFORMATION & NOTES 

101 

Paradigm
s - School Teacher 

Not prepared at all to survive the 
apocalypse, they have survived so far by 
using their knowledge to their advantage.  

Knowing a lot about a lot, they are often 
able to convince others that their ideas are 
both solid and worth listening to, even if 
they often lack the ability to carry out the 
plans themselves.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

Semi-Pro Athlete 

0 

14 

8 

3 3 

2 8 

2 +4 

2 0 1 2 

4 + 1d6 

4 + 1d6 

1 

1 

- 

- 

Baseball Bat 

Brass Knuckles 

Close 

Close 

- 

+1 WP to Unarmed Combat. Requires a Ready Weapon action 

100% 

100% 

Used 

Used 

4 
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Paradigms - Semi-Pro Athlete 
Having spent as much of their life dreaming 
of being famous as training to be successful, 
they are in great shape and have the 
confidence and belief in themselves that they 
will continue to survive and thrive no matter 
what else happens around them.  

In addition to being strong and fast, they 
know how to use their fame from before the 
pandemic to their best advantage to get those 
around them to do their bidding in return for 
perceived favor and protection.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

Standard 2 1 

N/A 

- 

1 - 

Trucker 

0 

13 

7 

3 5 

2 7 

1 +5 

1 2 0 2 

Baseball Bat Close 10 

- 100% 

50 3 + 1d6 

1 6 Light Pistol Close Used 

- 

2 

Walkie-Talkie 

1 

Allows characters to communicate up to a range of 20 miles  1 
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Paradigm
s - Trucker 

Having spent years on the highways and byways 
of the US, truckers not only know their way 
around but over the years have seen many 
places that might serve as a destination or 
offer supplies and resources.  
A good sense of direction combined with 
enough mechanical ability to ensure their 
vehicle can get to their ultimate 
destination, truckers often prefer to keep 
moving to avoid becoming a stationary target. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

3 + 1d3 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

1 

1 

- 

- 

12 

7 

3 5 

2 7 

2 +5 

Baseball Bat 

Knife 

Close 

Close 

- 

- 

100% 

Pesky LaRue Petty Criminal 

32 

0 2 1 1 1 

168 lbs 5’7” Male 

CRIMINAL PAST FIND SAFETY 

Used 

Used 



RELATIONSHIPS 
Name:  Relationship Modifier:  Name:  Relationship Modifier:  

BACKGROUND INFORMATION & NOTES 

107 

Pregens - Pesky LaRue 
Although christened Percy Larue, Pesky was given his 
nickname before he could walk. Raised on the east side of 
Chicago, Pesky lived with his crack-addicted mother and 
younger brother, Elias. At an early age he got as good at 
hiding the truth as he was at shop-lifting food. Pesky 
dropped out of high school at 14 and spent the next few 
years hustling to make enough food for him and his 
family. A local thief – Fat Fingered Frankie – took a 
liking to the young boy and helped him up his skills as a 
petty thief.  

As he grew, Pesky found he had a way with the ladies who 
loved his ‘bad boy trying to be good’ shtick almost as 
much as their boyfriends hated it and although Pesky was 
able to avoid being sucked into a gang, he never made it 
beyond being a petty criminal who had multiple run-ins 
with the law. After the death of his mom, he felt 
increasingly responsible for his younger brother. Then 
the virus came.  

Pesky still feels Betrayed by Marty Kaczynski, who he had 
partnered with early on as he tried to get out of Illinois and head south. Kaczynski had 
beaten him while he slept and stole his horse and supplies, leaving Pesky for dead.  

Pesky doesn’t know if Kaczynski is still alive or not, he just knows that he still 
dreams of what he’ll do once he catches up to him. 

After Marty left him for dead, Pesky’s self-preservation instinct is now constantly in 
overdrive and he has one single imperative driving him – no matter what it takes or who 
you have to throw in front of a bullet: Stay Alive! 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

3 + 2d3 

3 + 1d6 

Binoculars 

- 

- 

Standard 2 1 

N/A 

- 

1 

- 

- 

+1 Perception Check 

- 

- 

1 

1 

5 

- 

11 

6 

3 7 

2 6 

1 +5 

Heavy Pistol 

Hatchet 

Close 

Engaged 

- 

- 

100 

50 

Helen Bartholomew FBI Field Agent (Retired) 

38 

2 2 0 0 1 

127 lbs 5’4” Female 

ADDICTION MAKE AMENDS 

Used 

Used 
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Pregens - Helen Bartholomew 
Born and raised in Portland, Helen Bartholomew 
knew from a young age that she wanted to follow 
in her father’s footsteps and become a cop. As 
she came close to graduating high-school, her 
father convinced her that she would be wasted as 
a street cop and that he believed her path was 
to join the FBI.  
Taking to law enforcement like a fish to water, 
Helen quickly became a field agent and was 
stationed in San Antonio and her eye for detail 
and bold nature made her an asset in working 
against the human trafficking of the cartels. 
However, the endless stream of brutality and 
human misery brought out another trait she 
shared with her father and Helen found herself 
drinking more and more to cope with the stress. 
 It wasn’t long until she was drinking before, 
and then during work, which finally came to the 
attention of her bosses and lead to an early 
retirement on medical grounds. 

Moving back to Oregon just before the pandemic started, Helen watched her 
family die while she survived, something that is still weighing heavily on 
her that she still doesn’t understand.  
Helen will take any opportunity to scavenge for supplies and she is 
noticeably delighted when she finds alcohol, even if neither the joy nor 
the booze last very long.  



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

3 + 1d3 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

1 

1 

- 

- 

10 

6 

3 4 

0 6 

0 +3 

Baseball Bat 

Knife 

Close 

Close 

- 

- 

100% 

John Egalitas Influencer 

33 

0 1 0 3 0 

180 lbs 5’10” Male 

FAMOUS TAKE ADVANTAGE 

Used 

Used 
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Pregens - John Egalitas 
Caucasian, Brown hair, Blue eyes, looks like he hasn't 
exercised a day in his life. 

John grew up in a Medium sized Town in Illinois to a 
middle class household. He was an only child and spent 
most of his time messing around with friends, Seemingly 
being able to talk himself out of any confrontation. He 
also excelled in early schooling. 

In his later education he was able to obtain a bachelors 
degree in accounting. he went to a relatively decent 
university. 

He put his Bachelors degree to use after graduating, but 
quickly found it boring. Instead, he become a traveling 
stand up comedian, living on a shoestring. Eventually his 
gamble paid off, and he had become something of a local 
celebrity.  

John is a kleptomaniac and he knows it. it always gave 
him some sort of satisfaction to steal. The only time he 

stole for money was his early career as a comedian. The only thing that motivates him 
now after the world went to shit is that someday it will back to normal. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

3 + 1d3 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

1 

1 

- 

- 

11 

6 

3 5 

0 6 

0 +4 

Baseball Bat 

Knife 

Close 

Close 

- 

- 

100% 

Emmy Briar Political Staffer 

27 

1 1 0 2 1 

130 lbs 5’4” Female 

PERSONAL ENEMY BUILD 

Used 

Used 
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Pregens - Emm
y Briar 

Apolitical campaign operative looking to make a difference 
without being in the spotlight. 

"A very observant child, and good at taking chances. Able 
to navigate & read the room to mitigate consequences and 
wheel and deal for more favorable outcomes. 

Looking for a life of influence but just outside the 
public’s view he was interning with the local newspaper 
when not picking up shifts bar-tending. Distilling fact 
from fiction, exaggeration from bullshit. Digging into the 
details for the real story. 

Working the campaign trail for a home town hero running 
for office. Finding the right people for interviews, 
wheeling and dealing for speaking engagements, making an 
opponent’s note cards come up missing from their jacket 
pocket or assistant’s clip board. Not all politics are on 
the up and up.As such a valuable asset in campaigning, 
higher offices call for more… versatile tactics" 

Working the campaign trail for a home town hero running for office. Finding the right 
people for interviews, wheeling and dealing for speaking engagements, making an 
opponent’s note cards come up missing from their jacket pocket or assistant’s clip 
board. Not all politics are on the up and up. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

3 + 1d3 

Binoculars 

- 

- 

Standard 2 1 

N/A 

- 

1 

- 

- 

+1 Perception Check 

- 

- 

1 - 

13 

7 

3 5 

3 7 

2 +3 

Knife Close 

- 

Mikey Doyle Mechanic 

48 

1 1 1 0 2 

171 lbs 5’9” Male 

DARK SECRET HEDONISM 

Used 

50 3 + 1d6 

1 6 Light Pistol Close Used 

- 
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Pregens - M
ikey Doyle 

Mikey was always good with his hands growing up, 
taking his toys apart to see how they worked more 
than playing with them (much to his parents 
chagrin). 
As he got older, he turned his quick hands to car 
repairs, fixing up the 1974 Impala his grandfather 
left him when he died. Drifting into the Army after 
high-school, he was assigned to the motor pool where 
he put his natural abilities to good use and picked 
up additional knowledge of engines. 
However, he also liked to use his hands for fighting 
which finally got him kicked out of the Army and soon 
landed him in jail. Each time he got out, his love 
of booze and fighting seemed to also find a way to get 
himself sent back again.  
On one of his breaks from prison, he met a lady and 
moved in with her and her kids and things felt sort 
of normal. He even got a job as a mechanic and was 
earning an honest living in more than a decade.  
But as normal and quiet as things felt, they also 
felt dull and boring and Mikey found himself 
drinking more and more after work. One drunken 

night, he got into an argument with a co-worker and, although he testified he 
didn’t recall doing it, he beat the man to death.  
Like almost all convicts, he was released from captivity when there weren’t 
enough guards left to run the prisons and he has kept moving and kept his secret 
to himself. 



City, State & Zip Code: 

Telephone: Alternate Phone: 

If under 18, please list age: Email: 

Issued in what state? Have you had any accidents  

How many? 

How many? 

Do you have a driver’s license? Driver’s License Number: 

Have you had any accidents during the last year? 

How many violations         during the last year? 

ARMOR Type: Enc: Notes:DM:

Unarmed Combat Name:

RP:  100%WP:

Range: Enc: Ammo:Type: M R E S 

Notes:1d3 +

Rations Type: # Days: Enc: Notes:

Name:

RP:     %WP:

Range: Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond:

Cond:

Cond:

Enc: Ammo:Type: M R E S 

Notes:

Name:

RP:     %WP:

Range: Cond: Enc: Ammo:Type: M R E S 

Notes:

WEAPONS AND EQUIPMENT 

Equipment:

Equipment:

Equipment:

Enc: 

Enc:

Enc: 

Notes: 

Notes:

Notes:

SECONDARY STATS 

Wound Points: Initiative:DM Melee:

Resilience Points: Encumbrance:DM Ranged:

Morality: Breaking Point: CDP: Distemper Dice:

REASON: ACUMEN: PHYSICALITY: INFLUENCE: DEXTERITY:

Profession:

Complication:

Weight: Gender:

Motivation:

Name:

Age: Height:

PERSONAL DATA 

1 2 3 4 5 -3 1 2 3 4 5 -3 COMBAT SKILLS 
Demolitions* (PHY) 
Melee  (PHY) 
Ranged (DEX)
Unarmed (PHY)

-3 1 2 3 4 5 MECHANIC SKILLS 
Armor* (DEX) 
Tinkerer (DEX) 
Vehicles* (DEX) 
Weapons* (DEX)

MEDICINE SKILLS 
First Aid (REA) 
Pharmacology* (REA)
Surgery* (REA)

1 2 3 4 5 -3 

CRIMINAL SKILLS 
Lock-Picking* (REA)
Sleight of Hand (DEX) 
Stealth (DEX) 
Streetwise (ACU)

1 2 3 4 5 -3 

1 2 3 4 5 
SWAY SKILLS 
Animal Handling (INF)

Barter (ACU) 
Charm (INF)
Deception (INF)
Entertainment (INF)
Inspiration (INF)
Intimidation (PHY)

1 2 3 4 5 
INNATE SKILLS 
Athletics (DEX) 
Dodge (DEX) 
Driving (DEX) 
Gambling (ACU) 
Hunting (PHY) 
Navigation (ACU) 
Perception (ACU) 
Scavenging (ACU) 
Survival (ACU)

1 2 3 4 5 KNOWLEDGE SKILLS
Farming (REA) 
General (REA) 
Local (REA) 
Psychology* (REA) 
Research (REA) 
Tactical* (REA)

-3 

1d3 + PHY + Unarmed Combat Damage 

10 + PHY + DEX - DEX DEX + ACU + PER 

6 + PHY 

3 3 + REA 
+ PHY 

- PHY 6 + PHY 

Basic Survival Kit 1 Tent, Sleeping Bag 

4 + 1d6 

3 + 1d3 

Binoculars 

- 

Standard 2 1 

N/A 

- 

1 

- 

+1 Perception Check 

- 

1 

1 

- 

- 

11 

7 

3 7 

1 7 

2 +3 

Baseball Bat 

Knife 

Close 

Close 

- 

- 

100% 

Anna Sidorov Midwife 

34 

2 2 1 0 0 

134 lbs 5’3” Female 

LOSS STAY ALIVE 

Used 

Used 
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Pregens - Anna Sidorov 
Refuges from Iraq, Anna’s family emigrated to 
the US when she was 13 and although heavily 
Americanized, she still retains some of her 
family’s strict moral values.  
Raised in Deerborn, Michigan, Anna’s parents 
worked endless hours at multiple jobs, leaving 
her as the primary caregiver to her younger 
siblings. Her natural compassion and love of 
children lead her towards a career in medicine 
until she ultimately became a midwife at a 
hospital in Detroit.  
Like all healthcare workers, she found her 
herself thrust onto the front lines of the 
pandemic but when the hosptial she worked at 
closed, she moved back to Deerborn to help her 
family and their community as best she could. 
Quickly overwhelmed by the distmper, she 
realized her skills were uselss in the face of 
this level of death. 
Now, having lost everything to the Dog Flu, 

Anna finds she has become much harder and determined, and she makes an 
effort to retain compassion for those around her in difficult times. 



Although it’s entirely possible to take a peaceful and thoughtful 
approach to playing Distemper, the very nature of the world that 
the players will be exploring means that conflict is not only 
plausible, but highly probable.  

After all, if you have something that’s actually worth having, you 
can reasonably expect someone to try and take it away from you, 
and you will have to be prepared to fight to keep it.  

This section of the guide walks you through the basics of combat, 
from how to decide in which order each participant goes, to how 
to recover and recuperate once the bullets have stopped flying. 

Combat is split into Combat Rounds, commonly just referred to as 
Rounds. Each Round lasts 3-5 seconds and is enough time for a 
player to perform two Combat Actions.  

A Round is broken up into three phases: Initiative, Actions and
Resolution.

Unless a character Gets the Drop (see the Getting the Drop
sidebar on page 119), everyone involved must Roll for Initiative 
each round to decide the order in which combat unfolds. 

Each combatant rolls 2d6 + Dexterity AMod + Acumen AMod + 
Perception SMOD + CMods awarded by the GM. The highest 
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score wins and each character acts in goes in descending order until 
reaching the participant who got the lowest Initiative score. 

In the event of a tie, PCs always beat NPCs and if multiple PCs tie, then 
the character with the highest combined Perception SMod, and 
Dexterity and Acumen AMods wins. If there is still no winner, attacks by 
those characters are tied for Initiative and should be considered as 
taking place simultaneously. 

As combat is fluid and the situation can rapidly change, Initiative is 
rolled at the beginning of each combat round to reflect the chaos and 
uncertainty of each engagement.  

In the second & subsequent Rounds, any character who was neither 
attacked, nor attacked anyone else in the previous Round adds +1 to 
their next Initiative Roll. 

Players may choose to defer their action until later in 
the Round, effectively going out of order. They can 
choose when to act, and can go after a specific 
character, or wait till the very end of the round.  

Each combatant gets two Combat Actions during 
each Round, in addition to any number of Incidental 
Actions (see Incidental Actions on page 122 for 
more detail). Players can choose to use two 
different Combat Actions during their turn or take 
the same Action twice. 

As shown on Table 8: Combat Actions below, there 
are 18 Combat Actions available, each of which is 
described in greater detail on the following pages:  

Aim, Attack, Charge, Coordinate, Cover Fire, 
Defend, Distract, Fire from Cover, Grappling, Inspire, 
Move, Rapid Fire, Ready Weapon, Reposition, Skill 
Check, Sprint, Subdue, and Take Cover. 

Once all combatants have taken both of their Combat 
Actions, dealt, or received damage, and after any 
deferred or delayed attacks take place (such as a 
grenade exploding, gas kicking in, or a character 
Repositioning) the Round is considered Resolved
and the next Round begins with a fresh Initiative roll.  

1 Aim
2 Attack
3 Charge
4 Coordinate
5 Cover Fire
6 Defend
7 Distract
8 Fire from Cover
9 Grappling
10 Inspire
11 Move
12 Rapid Fire
13 Ready Weapon
14 Reposition
15 Attribute or Skill Check
16 Sprint
17 Subdue
18 Take Cover



C M A  A T O S 
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Like their real-world counterparts, characters are only 
able to sustain a certain amount of damage before they 
are either rendered unconscious or killed. Healing from 
wounds can take a significant amount of time and can 

leave a character permanently and irrevocably injured for life.  

Different types of damage will impact characters in different ways 
but share similar mechanics. Each character has two values - 
Wound Points and Resilience Points - which represent their overall 
physical and mental health and from which damage is subtracted.  

Wound Points (WP) represent how strong and tough a character is 
and how much physical damage they can sustain before they are 
killed.  

Wound Point damage can come in various forms, usually through 
some kind of trauma such as falling, being smashed into by a 
moving vehicle, attacked with a melee weapon, getting badly 
burned, a gunshot wound or being caught in an explosion.  

A character can also lose Wound Points in other ways, such as for 
drowning, inhaling some types of gasses, diseases, or being 
poisoned.  

When a character reaches 0 Wound Points, they become both 
Mortally Wounded and Incapacitated (see Resilience Points & 
Incapacitation below). Unless they receive medical attention and 
are Stabilized (see page 127), the character has 4 rounds + 
Physicality Modifiers until they Die.  

Unless the character suffers a Mortal Wound (see below), they will 
naturally heal at the rate of 1 Wound Point per day of rest.  

Medical care can improve that healing rate a little, but not much.  

Resilience Points (RP) represent a characters’ mental fortitude and 
constitution, and reflect how much stress, strain and overwork they 
can endure before they become Panicked or are rendered 
Incapacitated and unable to continue.  

Characters that push themselves to their limits and beyond, who are 
unable to catch their breath and recover from great exertion, who 
have seen or perhaps done terrible things, or characters facing 
hopeless and overwhelming odds can all suffer Resilience Point 
damage at the discretion of the GM. 

All successful attacks also inflict Resilience Point damage. This is usually 
at the rate of 50% of the WP damage inflicted (rounded down). Some 
weapons (such as a baton) that does the same amount of RP damage as 
it does WP damage. See the Weapons tables on pages X-X.

When a character reaches half of their Resilience 
Points (rounded down) then there is a significant 
chance of them being overwhelmed by the 
hopelessness of the situation or their injuries, and 
they may find themselves Panicking, and they will 
need to roll on the Panic Table to see how this affects 
their actions (see Panic on page 124).  

Upon reaching 0 Resilience Points, a character 
becomes Incapacitated, immediately passing out 
and collapsing to the ground. They will remain 
Incapacitated for 1d6 Rounds – Physicality Modifier, 
for a range of 1-6 rounds, with a minimum of 1 round.  

Although they will recover consciousness within a 
short period of time, they are unable to do anything 
whilst they are Incapacitated. While Incapacitated, a 



Resilience Points are a reflection of a character’s 
fortitude and their ability to handle stress in high-
pressure situations.  

The more Resilience Point damage a character 
suffers, the more difficult it becomes to retain 
control as they are adversely impacted and affected 
by what is going on around them. This can 
potentially cause them to have a panic attack, 
rendering them temporarily useless.  

If a character is reduced to half of their RP total 
(rounded down) as a result of combat or other 
injury, there is a good chance that they will panic 
and act in an unexpected and uncharacteristic 
manner. To avoid Panicking, a character must 
make a Successful Reason, Inspiration or 
Psychology* check.  

On a Wild Success, they rally and recover 2 RP. 

If they Fail this check then they have Panicked. The 
character must fill in a Stress box towards their 
Breaking Point (see Breaking Point on page 178) 
and, additionally, roll 2d6 and compare the outcome 
to Table 10: Panic Effects. 

On a Dire Failure, the character instantly becomes 
Catatonic until combat is over, and they must fill in 
two Stress boxes towards their Breaking Point.  

Until combat is complete, the character must make 
an additional Panic check each time they sustain 
more damage.  

character takes no more additional WP or RP damage, unless they 
are specifically targeted by an NPC or delayed weapon effect (such 
as a grenade). 

Upon regaining consciousness, a character recovers 1 I each 
Round that they are not in combat, up to half of their maximum. A 
PC recovers all RP with a good night’s sleep.  

As characters tend to have a lower RP than WP value, there is a 
chance that they will be Incapacitated before being Mortally 
Wounded, particularly if a blunt force object (such as a bat) or fists 
are being used.  

Tab2e R

2 Catatonic Character falls to the ground and is unable to move for 1d3 rounds

3 Severe Anxiety Character is unable to take any Combat Actions for 1d3 rounds

4 Rattled Unable to focus properly, -2 on next Initiative Roll

5 Outburst Character starts to verbally attack or blame someone close by

6 Intimidated Character receives a -3 CMod on attacks for the next 1d3 rounds

7 Twitch Unable to control their spams, -2 Cmod on all attacks for 1d3 rounds

8 Loose Grip Whatever they are holding, they drop

9 Frozen in Place Character loses their actions for the next round

10 Scream Character spends the next round screaming, oblivious to everything

11 Escape The character disengages and attempts to get out of range of combat

12 Berserk The character attempts to attack the closest NPC or PC 
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Damage is weapon specific and is usually reflective of the 
weapon type but can also be idiosyncratic to the individual 
weapon.  

To a greater or lesser degree, all weapons inflict both WP 
& RP damage, with edged and ranged weapons generally 
inflicting more Wound Point than Resilience Point 
Damage.  

However, certain types of weapons or actions – such as 
concussive or falling or blunt-force or drowning – will inflict 
the same amount of RP as WP damage. It should always 
be remembered that incoming damage is offset by 
Defensive Modifiers (see page 45). 

Weapons have both a base and a variable damage value 
to reflect the fluid dynamic of each combat situation and 
because no two wounds are exactly alike.  

As mentioned above, depending on the type of weapon 
used, each attack also inflicts anywhere from half to the full 
amount of the Wound Point damage as Resilience Point 
damage. The amount of RP damage inflicted is listed on 
the Weapons chart and for weapons dealing 50% RP 
damage, it is rounded down. 

This means that a successful Light Pistol attack that does 
5 WP damage also does 2 RP damage, whereas a 
Successful attack with a Club attack that does 7 WP 
damage also deals 100% RP damage thereby inflicting 7 
RP damage.  

Certain weapons will also have Special Damage types 
(such as Flamethrowers) or deal damage in a specific way, 
and they are covered in the Special Damage section. 

Armor can provide some protection from damage and 
adds both a DMM and DMR for the wearer. See Chapter 
7: What Do You Have? for more details 

All injured characters will heal naturally over time, but the rate 
and extent to which they heal is affected by how badly they 
were wounded.  

A character who suffered damage during combat but was not 
Mortally Wounded heals at the rate of 1 WP per day. If a 
character is in a halfway decent medical facility and under the 
care of a medical professional with either a Doctors’ Bag or 
First Aid Kit who makes a Successful First Aid or Surgery* 
check, this effectively doubles their healing, and they recover 
at the rate of 2 WP a day. 

However, if the character was Mortally Wounded as a result of 
combat, then their wounds are considered to be potentially 
more severe with the chance of lasting damage.  

As part of this recovery process, they heal at half of the normal 
rate, and it takes two days of rest and recuperation to heal 1 
WP. Under the eyes of a medical professional with a Doctors’ 
Bag who makes a success First Aid or Surgery* check, they 
heal at the normal rate of 1 WP a day.  

Someone attempting to provide medical care to an injured 



character without any medical supplies can make a First Aid or 
Surgery* check and, on a Wild Success, the recovering character 
heals as if they do have the supplies.  

On a Dire Failure, there is a good chance that the character causes 
more damage or exacerbates the existing injuries, possibly even 
causing an Infection (see below).  

Characters who have been Mortally Wounded will need to check 
and see if they have Lasting Wounds (see below). 

Any character who was cut or shot during combat will also need to 
check for Infections while healing (see below).  

With the exception of Stabilizing someone, healing checks cannot 
be made during combat.  

Characters who have had their Wound Points reduced to 0 damage 
become Mortally Wounded. Unless their condition is Stabilized, they 
will Die within 4 Rounds + Physicality Modifiers (a range for 2-8 
rounds).  

This emergency help can be provided by anyone who makes a 
successful First Aid or Surgery* roll or who gets a Wild Success on 
a Reason or General Knowledge check. If successful, they are able 
to stabilize the Mortally Wounded patient, who remains 
Incapacitated for 1d6 Rounds-PHY Modifier (for a range of 1-3 
rounds). 

If the attempt to Stabilize the character takes place during combat, 
it requires the use of both of the characters actions. Only one 
attempt can be made to stabilize a character in any round. 

To recover Resilience Points, characters need to take time to Rest. 
Although the exact definition of Resting is open to interpretation by 
the GM, it most often means sleeping or, at the very least, sitting still 
and with no exertion. 

There might be times when the character can take care of light 
duties such as cooking or mending weapons, but they must remain 
relatively sedentary, and not move or expend a great deal of energy.  

If a character was shot, stabbed, or cut during combat then there is 
a chance that their wounds might become infected. Once combat is 
done, characters who suffered that kind of damage must make a 
Physicality check to see if their wound becomes Infected.  

On a Failure, the character will become sick for 1d3 days and need 
to be able to rest and recuperate somewhere relatively warm and 
dry. If they Fail, they must make another Physicality check to avoid 
suffering Lasting Wounds (see below). 

On a Dire Failure, the character is sick for 1d6 days 
and automatically suffers a Lasting Wound.  

Damage from falling can be lethal, and players suffer 
3 points of both WP and RP damage for each 10’ that 
they fall.  

The GM may allow a falling character who gets a 
Wild Success on an Athletics check to somehow 
twist or grab or otherwise mitigate damage from 
falling, but players had better be prepared to Fill in 
The Gaps as to how.  

Characters who are fully submerged in water can 
hold their breath for 6 Rounds + PHY Modifier, for a 
range for 4 to 10 rounds. If they remain under water, 
they must get a Success on a Physicality check each 
round or suffer 3 WP and RP of damage. Each time 
they Successfully make this check, they will get a -1 
CMod toward their next attempt.  

If that character reaches 0 WP, they will become 
Incapacitated (see above) and unless rescued, they 
will drown and Die.  

Similar to Stabilizing, a character attempting to aid 
another character who became Mortally Wounded 
due to Drowning damage must make a Successful 
First Aid, Surgery*, General Knowledge, or Survival 
check to provide the right kind of CPR and get them 
breathing again.  

A Dire Failure means they may have cracked a rib or 
made things worse. 
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Characters who are injured severely enough may suffer the long-
term effects of the damage.  

Once combat is done, a character who was Mortally Wounded 
needs to make a successful Physicality role to avoid taking Lasting 
Damage. If they fail the check then they must roll 2d6 and suffer the 
corresponding injury, as listed on Table 10: Lasting Wounds.  

This damage will usually have an irrevocable ingame consequence, 
such as Losing an Eye, which causes a lack of depth perception and 
brings a -1 on certain rolls that require hand-eye coordination.  

Although the player and GM may be able to Make The Case as to a 
reason why it would be possible to heal from this wound over time, 
generally these are untreatable. The GM will need to work with the 
group to build a storyline that explains how this healing takes place.  

It is quite possible that a character gets more than one Lasting 
Wound if they are in combat often, and they can receive the same 
result multiple times. If this happens, the results are compounded 
and so getting Minor Brain Damage, which inflicts -1 on all Reason 
checks, for a second time would mean that character incurs -2 on all 
Reason checks. 

Range is an important factor to be taken into consideration during 
combat and it is handled in an abstract manner. Rather than have 
absolute distances that require measurement, each character’s 
position to another is relative.  

The Range bands are Engaged, Close, Medium, Long and Distant,
with each band having a value that ranges from 2-6, as laid out on 
Table 11: Range Bands and described below.  

To move between bands takes the same number of combat rounds 

2 Lost Eye -1 on ACU & DEX Checks

3 Minor Brain Injury  -1 Reason

4 Lame  -1 Dexterity

5 Shaken  -1 Max RP

6 Weakened -1 Max WP

7 Hearing Loss -1 Acumen

8 Scarring  -1 Influence

9 Fragile  -1 Physicality

10 Skittish  -1 Initiative Mod

11 Crippled  -2 Dexterity

12 Shell Shock  -2 Max RP 

In the wake of the Dog Flu, disease and pestilence 
remain rife. Although a year on, most of the dead 
bodies have liquefied, the germs and danger remain 
prevalent. Characters who are exposed to 
particularly toxic conditions, such as being thrown 
into a pit of dead bodies, may need to make a 
Physicality check to avoid getting a disease.  

If they do become sick on infected, they must 
make a successful Physicality check to avoid 
becoming progressively unwell for 1d6 days, at 
which point they become Incapacitated and 
Mortally Wounded. If this happens, they will need 
to make a successful Physicality check or suffer a 
Lasting Wound as a result of their sickness.

Some weapon types have specific damage or 
effects and are listed on the Weapons table in the 
Weapons & Equipment chapter.  

This includes weapons such as a Flamethrower that 
continues to burn over time, or a gas that will knock 
a PC out without killing them. 

PCs need to eat and drink at regular intervals in 
order to stay healthy. A character can go two days 
without eating or drinking with no adverse impact but 
on the third and subsequent days of not eating, they 
take Subsistence damage at the rate of 1 WP and 1 
RP per day.  

If they drop to 0 RP, they are too weak to move and 
become Incapacitated. At 0 WP, they become 
Mortally Wounded and will Die unless they are 
resuscitated by someone. 

As with other types of Death, this can be staved off 
by surrendering Distemper Dice (see page 37). 
Players are able to last for an additional number of 
days equivalent to how many Distemper Dice they 
surrender. 

Assuming the players find a food source – tinned 
goods, plants, fruit, vegetables, game, fowl, or fish – 
they start to heal at a rate of 1 WP and 1 RP per day 
until they are at full health again.  

Players that have become Incapacitated in this 
manner will need to be fed by another character until 
they heal enough to look after themselves. 



As part of Session Xero, the group should agree how they want to 
handle death within the game.  
Combat in Distemper is intentionally designed to be deadly and as 
players can - and should! - get very attached to their characters, losing 
them can be hard and for some and in some cases, almost game 
breaking.  
There are a few considerations for the group around how character 
death should be handled.  

1. Actions have consequences. Distemper was designed to be 
deadly and unforgiving and if players take wild and unnecessary 
risks, they should expect their character to die. However, it is up 
to the GM to make sure that a player who is being foolhardy 
understands the risks they are taking before they take them.  
2. Death is inevitable in this new world. The best anyone can 
hope for is that their death is meaningful and when it does 
happen, the player should take the opportunity to Fill in the 
Gaps and further the collective narrative.  
3. The only escape from Death is that a player surrenders all 
their Distemper Dice in exchange for 1 WP and 1 RP per dice 
surrendered.  
4. At a GMs discretion, if the character killed has no Distemper 
Dice, the group may be allowed to surrender all their Distemper 
Dice to prevent this one character’s death. The number of dice 
surrendered is non-negotiable and every Distemper Dice at the 
table goes back to the GM. 

When a character does die, the group should discuss how to replace the 
player character. This can be handled in a few different ways.

1. If the player has an Apprentice (see page 190), they can 
choose to play them as their main character and then attempt to 
recruit a new Apprentice.  
2. If the player doesn’t have an Apprentice, they can choose to 
elevate an NPC that is associated with the group and pick a 
Paradigm or Profession that matches what the players know of 
them 
3. The player can go through Backstory Generation or Pick A 
Paradigm and create a new character 
4. The player can pick a Pregenerated Character, change their 
name if they wish, and start using that.  

No matter how death is handled, remember Rule Xero - to ensure the 
whole group is always having fun - and it is up to everyone present to 
ensure that a character’s death doesn’t bog downplay or become a 
negative play experience for anyone at the table. 

as the sum of the bands being covered. This means 
it takes: 

• 1 Round to move from Engaged to Close 
• 3 rounds to move from Engaged to Medium 
• 6 rounds to move from Engaged to Long 
• 10 rounds to move from Engaged to Distant 

Tab2e R
1 Engaged (+1)
2 Close (+2)
3 Medium (+3)
4 Long (+4)
5 Distant (+5)
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In good working order, the right weapons & equipment can be the literal difference between life and death for characters 
in Distemper.  

Although there are still many valuable items for the players to find, nothing new is being produced - at least, not mass-
produced - and caring for their weapons and equipment will be a necessity if they are hoping for any kind of longevity.  
Characters with the right skills might be able to craft their own weapons, but finding the components needed, or the 
facilities and tools to build them will bring their own unique set of challenges.  
Each character starts the game with a Primary and a Secondary Weapons picked from the Weapons lists on pages 
130-131. If they choose a firearm or something else that requires ammunition then they also get 1d6 rounds of ammo, 
which they should note on their character sheet. Given the relative scarcity of ammunition in the world, it is a wise choice 
for characters to pick at least one Melee weapon or take a ranged weapon with less restrictive ammunition requirements 
(such as a Slingshot or Bow), or choose to develop their Unarmed Combat abilities (see Ranged vs Melee vs Unarmed 
Combat on page 135 for more details) so that they have some degree of self-reliance. 
In addition to weapons, each character gets a Basic Survival Kit that includes a Tent and a Sleeping Bag. They also get
2 Rations, enough for a character to eat and remain healthy for 2 days (see Rations on Page 136).  
They may also pick one piece of equipment from Table 16: Misc Equipment on page 131. This is generally something 
that will provide some benefit to the character although it’s usually in a non-combat related way, such as a pair of 
binoculars, a walkie-talkie, or a toolkit.  
Lastly, players may pick one personal, miscellaneous Incidental Item that may be useful in helping them bring their 
character to life. This might be the photo of a dead loved one that relates to the characters background and without 
which they lose their mind, or it could be something that helps the player breathe some ingame personality into their 
character, such as a deck of playing cards or dice. It might even provide some small, tangible benefit that makes 
gameplay easier but provides no combat value, such as a Zippo lighter or compass. Examples are given in Table 17 on 
page 131. 
The only hard limitation on what a player may choose is how much they can carry, as determined by their Encumbrance
(see Encumbrance on page 45). Although a character can carry more than their Encumbrance limit during the course 
of play, they can only start the game deliberately over encumbered if the GM believes it serves the narrative.  
Additionally, the GM may decide to place additional limitations based on or related to the setting – perhaps the 
characters have been living on a farm together and waiting the pandemic out, meaning that they obviously won’t have 
access to military grade equipment.  
All weapons and equipment are considered to be in Used Condition when the game starts unless the the group can 
Make the Case as to why they have brand new equipment. 
See Item Condition on page 132. 
It is important to make a note of all the weapons, ammo, 
equipment, rations, and Incidental Items on your character 
sheet, because if you don’t have it written on your sheet, your 
character doesn’t have it in the game. The only workaround to 
this is spending a Distemper Dice (see Distemper Dice on 
page 37) to bend reality and miraculously find it.  
Each Paradigm begins with weapons and equipment 
designed to match their skillset and theme, but these should 
be considered as simple guidelines for enabling rapid 
gameplay and players are encouraged to tailor their load-out 
to their own tastes. As with other characters,  
Paradigms start with 1d6 ammo for any Ranged weapon.  
A complete list of weapons, equipment, armor, and rations can 
be found on the charts on pages 130-131. 



Baseball Bat Melee Melee Close Common 4 + 1d6 100% 1

Brass Knuckles Melee Unarmed Engaged Uncommon 1 100% 0 +1 WP damage to Unarmed Combat. Requires a Ready 
Weapon action to equip

Bullwhip Melee Athletics Close Uncommon 1+1d3 100% 1
Requires DEX of 2 to use or -1 CMod. Can disarm an 

opponent on a Wild Success, requiring them to 
Ready Weapon before use

Club Melee Melee Engaged Common 5 + 1d6 100% 2 Requires PHY of 1 to use or -2 CMod on attacks

Fire Axe Melee Melee Close Uncommon 3 + 2d3 50% 1

Hatchet Melee Melee Engaged Common 3 + 1d6 50% 1

Hunting Knife Melee Melee Engaged Common 2 + 2d3 50% 0 Requires DEX of 1 to use or -2 CMod

Kitchen Knife Melee Melee Engaged Common 2 + 1d3 50% 0

Machete Melee Melee Close Uncommon 3 + 2d3 50% 1

Makeshift Club Melee Melee Close Common 3 + 1d3 100% 1

Sledgehammer Melee Melee Engaged Uncommon 3 + 3d3 100% 2 Requires PHY of 2 to use or -3 CMod

Spear Melee Melee Close Uncommon 2 + 2d6 50% 2 Requires PHY & DEX of 1 to use or -3 CMod

Staff Melee Melee Close Common 2+2d3 100% 2 Requires DEX of 1 to use or -2 CMod

Sword Melee Melee Engaged Uncommon 3 + 3d3 50% 1

Tactical Baton Melee Melee Engaged Uncommon 4 + 2d3 100% 1

Wood Axe Melee Melee Close Common 5 + 1d3 50% 2 Requires PHY of 1 to use or -3 CMod 

T b e 12: M l e W a o s 

Automatic Rifle Ranged Ranged Long Uncommon 5 + 2d6 50% 2 30 Automatic Burst: Hits other characters at Engaged Range of 
the target

Black Powder Rifle Ranged Ranged Long Uncommon 5 + 1d6 50% 2 1

Bow Ranged Ranged Medium Common 4 + 1d6 50% 1 1 Bow & Arrows can be crafted

Carbine Ranged Ranged Medium Uncommon 5 + 1d6 50% 1 30 Automatic Burst: Hits other characters at Engaged Range of 
the target

Compound Bow Ranged Ranged Long Uncommon 4 + 2d3 50% 2 1 Arrows can be crafted

Crossbow Ranged Ranged Medium Uncommon 4 + 1d6 50% 2 1 Bolts can be reused if they are recovered

Heavy Pistol Ranged Ranged Close Uncommon 3 + 2d3 50% 1 9

Hunting Rifle Ranged Ranged Long Common 5 + 1d6 50% 2 12 Can be equipped with scope for a +1 CMod; -3 at Close & 
Engaged

Light Pistol Ranged Ranged Close Common 3 + 1d6 50% 1 6

Sawed Off Ranged Ranged Close Uncommon 2 + 3d6 50% 2 2 +2 Damage at Engaged Range, hits targets grouped at 
Engaged Range of the target

Shotgun Ranged Ranged Medium Common 5 + 2d6 50% 2 5 Hits grouped targets at Engaged Range of the target

Sling-shot Ranged ranged short common 1+1d3 100% 0 1 Mundane, common items such as stones can be ammo

Sniper's Rifle Ranged Ranged Distant Rare 2 + 3d6 50% 2 10 Scope gives a +3 CMod at Distant; -3 at Close & Engaged

Taser Ranged Ranged Close Uncommon 0 100% 2 -
A Successful attack Incapacitates the target for the 

remainder of that turn and requires a Successful PHY check 
or they are shocked for 1 additional turn  

T b e 13: R n e  W a o s 
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Grenade Explosive Athletics Close Uncommon 2 + 2d6 100% 0 1 Full damage at Engaged, 50% at Close, 25% at Close 
Range

Mortar Explosive Demolitions* Distant Rare 5 + 2d6 100% 2 1 Full damage at Engaged, 50% at Close, 25% at Close 
Range

Rocket Launcher Explosive Demolitions* Distant Rare 3 + 3d6 100% 3 1 Full damage at Engaged, 50% at Close, 25% at Close 
Range 

T b e 14: E p o i e W a o s 

Flame-Thrower Special Demolitions* Close Rare 3 + 2d6 100% 2 1 Burning Damage: 1 WP/RP per round for 3 rounds

Molotov Cocktail Special Athletics Close Uncommon 1 + 1d3 100% 0 1 Detonates immediately on a Failure; Burning Damage: 
1 WP/RP per round for 3 rounds

Tranquilizer Gun Special Ranged Medium Rare 0 100% 1 1
2 RP damage per Round for 3 Rounds; on a Wild 

Success, it's an Instant Knockout for 1d6 - PHY Mod 
rounds; can also be loaded with poisons 

Name Type ENC Notes
Backpack Common 1 +4 Encumbrance

Basic Angler's Kit Common 1 +1 to Fishing attempts 

Basic Survival Kit Common 2 Tent, Sleeping Bag, 2 days of rations (ENC 
is 1, without Rations)

Bicycle Repair Kit Common 0

Binoculars Common 1 +1 Perception Check when at Long or 
Distant Range

Doctor's Bag Uncommon 1 +2 to any First Aid or Surgery Check; 
heals 1+2d3 over a 24 hour period

Fire-starting Kit Uncommon 0

First Aid Kit Common 1 +1 to any First Aid Check; heals 1+1d3 over 
a 24 hour period

Flashbang Uncommon 1
Affects all characters at Close range, 

requires a PHY check or target is blinded 
for 1d3 rounds

Flashlight Common 0

Grappling Hook Uncommon 1 +1 to Athletics checks when climbing

Instant Camera Uncommon 1 6 Charges, +1 Charm when used on people 
in pictures

Horseshoe Tools Uncommon 1

Loudspeaker Uncommon 1 +1 Intimidate or Inspiration checks

Professional Angler's Set Uncommon 1 +2 to Fishing attempts

Road Flare Common 1

Rope Common 1

Smoke Grenade Uncommon 1
Characters at Close range to the 

explosion must make a PHY check or be 
blinded for 1d3 rounds

Survivalists Kit Uncommon 2 Waterproof Tent, Sleeping Bag, Fire-
starting Kit, 7 days of rations 

Standard Lock-picks Uncommon 0 +2 to Lock Picking Attempts

Criminal Lock-picks Uncommon 0 +1 to Lock Picking Attempts

Hunting Traps Common 1

Toolkit Common 1 +1 Mechanics* check

Walkie-Talkies Uncommon 1 Allows characters to communicate up to 
a range of 20 miles

Weapons Toolkit Uncommon 1 Required for Weapons maintenance and 
repairs

Workman's Toolkit Uncommon 1 +2 Mechanics* check 

Name Type ENC Notes
Zippo Lighter Incidental 0

Disposable Lighters Incidental 0

Map of Area Incidental 0

Personal Item (Photo) Incidental 0
Walkman Incidental 0

Eye Glasses Incidental 0

Deck of playing cards Incidental 0

Musical Instrument Incidental 1 +1 Entertainment or 
Inspiration attempts

Pocket Knife Incidental 1

Name Type ENC DM Notes

Chainmail Uncommon 2 3
Requires PHY of 1 to use 

or -1 CMod to all 
movement based actions

Leather Common 1 1

Makeshift Shield Common 1 1

Metal Helmet Uncommon 0 1

Plate Steel Common 3 4
Requires PHY of 1 to use 

or -2 CMod to all 
movement based actions

Riot Gear Uncommon 2 2

Riot Shield Uncommon 1 2

Tactical Uncommon 1 2

Standard Common 0.5 1
Luxury Uncommon 0.5 2

Military Grade Uncommon 0.25 1

T b e 15: S e i l W a o s 

T b e 16: M s . E u p e t T b e 17: I c d n a  E u p e t 

T b e 18: A m r 

T b e 19: R t o s 



Each weapon, piece of armor, item of equipment or method of 
transportation has a limited lifespan and will degrade over time and 
with usage. Although a character can recharge, maintain, or even 
repair some of their belongings, there are certain items that cannot 
be repaired if broken (to say nothing of a shortage of people with the 
skills to fix things) and players should expect everything to 
irreparably break at some point.  

Each weapon, piece of 
equipment, and item of armor is 
in one of five Condition states - 
Pristine, Used, Worn, Damaged 
or Broken, as laid out on Table 
20: Item Condition and 
described in the Weapon & Item 
Condition sidebar.

The condition state will change over time as the item is used, as it 
takes damage, if it is misused, or as the result of Dire Failures.  

Eventually, without regular maintenance, the condition of any item 
will be reduced to Broken, at which point it is functionally useless 
unless someone has the skills and equipment to repair it again.  

Although all equipment is Pristine when produced, this assumes the 
item is brand-new and has never been used or subjected to rough 
handling. Most of the items found, looted, or scavenged by 
characters will be, at best, Used, if not Worn or Damaged, to reflect 
use, damage, or a general lack of care by the previous owners. It is 
up to the GM to decide, depending on where and how the item was 
found, the condition the item is in. 

When a weapon or piece of equipment has been used as part of the 
narrative, it requires some form of maintenance or it’s condition will 
drop down to the next state. Similarly, if an item is in use and the 
character gets a Dire Failure, the item drops two levels of condition.  

Although what constitutes has been used as part of the narrative is 
open to interpretation, as a rule of thumb it should be an event, 
rather than an action. This means that rather than each single shot 
from a pistol being considered a use, it would be a combat 
engagement, or even the entirely of an encounter, that would 
require the maintenance check to ensure it’s clean and ready to use 
again. Similarly, spending a night in a tent would require no check, 

W A O  & I E  C N I I N

U K E  C E K
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but if the player is sleeping rough for a week as they 
move between places, a check should be made to 
ensure they have folded and stored their kit 
correctly, and not damaged or ripped any of the 
parts.  

Every time an item is used, damaged, misfires, or 
fails due to a Dire Failure, the player should make a 
Upkeep Check to ensure it’s still working as 
intended. If they are Successful, the condition 
remains the same, and on a Wild Success, the item 
gains an additional level of condition (although it can 
never go above Used in such a manner).  

If they fail, the Condition of that item should be 
reduced by a level, two levels on a Dire Failure. 

A Moment of High Insight restores the item to being 
Used, no matter it’s previous condition and a 
Moment of Low Insight reduces the item to being 
Broken. 

If an item ever becomes Broken, it is non-
functioning, and can no longer be used for its 
original purpose. Unless a character gets a Wild 
Success on an Upkeep Check, the item remains 
broken beyond all hope of repair. 

Characters trying to maintain weapons or equipment 
must attempt a Skill check that is related to the 
specific item, such as Ranged Combat, Melee 
Combat, Tinkerer, or Armorsmith* for weapons or 
Hunting or Survival for an Angling kit, and they must 
have at least 1 level in that Skill to attempt this 
upkeep. The exact skills used should be agreed on 
by the group but may be fairly broad.  

If a character fails this attempt, the condition of the 
item is reduced by one level, and upon a Dire Fail, 
the item is instantly reduced to Broken.  

Unlike many ranged weapons which, with the right 
upkeep, can last indefinitely, all but the most highly 
crafted melee weapons will eventually break. A 
pistol which is cleaned regularly and properly cared 
for might last decades, but a baseball bat can only 
crack so many skulls before it’s weakened too much 
to be useful.  

Whilst most melee weapons can be maintained by a 

lay person, it requires professional training to repair them. A 
Successful Upkeep Check using Melee Combat, Tactical 
Knowledge, Tinker, or Weaponsmith* check is required after use to 
ensure that the weapon doesn’t lose a level in condition. Any 
attempt to repair a melee weapon requires a character to have Level 
3 Melee Combat or Weaponsmith*.  

In addition to regular Upkeep Checks to maintain their functionality, 
some weapons and items also require some sort of Charge to keep 
them in use. Characters are going to have to ensure they have a 
good supply of whatever they need, be it ammunition, batteries, 
fishhooks, bait, the right tools, or other specialized supplies they 
require to keep their equipment in working condition.  

Ammunition is expended each time a weapon is fired, and players 
will need to carefully track it on their character sheets, using the 
boxes provided. Ammunition is weapon type specific and isn’t 
interchangeable and so Light Pistols and Heavy Pistols require their 
own specific ammo, just as do Bows and Crossbows.  

For other items that require charges, each use reduces that total 
number by 1 and when they reach 0, the item can no longer be used 
until it is resupplied, reloaded, or recharged. This charge might be 
new batteries for a flashlight, new hooks or fishing line for an 
angler’s kit, or additional medicines or gauze for a First Aid Kit.  

Recharging these items generally requires no skill check but the 
character might need to make a Scavenging check in order for them 
to find more charges, and then they will need to spend time getting 
the item ready for use again, such as changing batteries.  

Many items have no condition value (as they require no 
maintenance) but these items are generally fairly fragile, and the 
GM may decide that they may break with rough handling. A player 
who falls and drops their walkie-talkie may find it inoperable when 
they pick it up again.  

Weapons are defined by the characteristics of Type, Range, 
Damage, Rarity, Encumbrance and where appropriate, Ammo 
and Max Rounds. Each of these characteristics are laid out for 
each weapon in Tables X-X on pages X-X, with any specific vagaries 
or special conditions for the various Weapons being detailed in the 
Notes section. 

Weapons fall into one of 5 categories – Melee, Ranged, Unarmed, 
Explosive and Special. 



Table 12: Melee Weapons
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R N E  V  M L E V  U A M D C M A



As no two attacks or wounds are 
exactly alike, all weapons have both a 
fixed amount of damage in addition to 
a random amount of damage to 
reflect the vagaries of each situation.  

The damage inflicted by each weapon is listed on 
Tables X-X (on pages X-X) and is written in the 
format Fixed + Random. This means that a Fire Axe 
does 3 + 2d3 Wound Point damage (for a range of 5 
to 9) while a Shotgun does 5+2d6 damage (for a 
range of 7 to 17). 

In addition to dealing Wound Point damage, each 
successful attack also inflicts some Resilience Point 
damage to reflect the stresses and trauma of 
wounds suffered. This means that, in many cases, a 
character will become Incapacitated before they Die
(see page 123). 

Most weapons inflict 50% of the total Wound Point as 
damage dealt to the target's Resilience points 
(rounded down), although there are some weapons 
that deal so much blunt force damage (such as a 
baseball bat) that they inflict 100% RP damage.  

This means that a character who is hit with a Hatchet 
that has a 50% RP value and suffers 4 WP of 
damage also sustains 2 RP of damage. Another 
character hit with a Baton that has a 100% RP value 
who suffers 4 WP damage will also suffer 4 RP 
damage. 

The amount of RP damage done by each weapon is 
listed in tables 12-15 on pages 130-131 under the 
RP column.  

Unless otherwise note against the specific weapon 
type, Explosive damage does full WP and the same 
amount of RP damage to everyone within the 
Engaged range band, and half of the damage 
(rounded down) to anyone at Close range. The 
damage is calculated once for the explosion and the 
same amount is dealt to each person who is caught 
in the blast.  

Special damage is weapon specific and is listed in 

Each weapon has a specific range band at which it is most effective 
and trying to use them at more than one band outside of that range 
will bring negative impacts.  

See Table 11: Range Bands and Range on page 127 for a 
reminder of how range bands work. 

Tab2e R
2 Engaged
3 Close
4 Medium
5 Long
6 Distant
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the item’s description. As an example, a 
Flamethrower does 4+2d6 for a range of 6-16 and 
then inflicts an additional 1 WP and RP damage for 
the next 3 rounds to reflect the ongoing damage 
inflicted from burning. 

Rarity denotes how common this weapon – and 
the ammunition required to use it - is in the game 
world, either to find or to make. Items are either 
Common, Uncommon, or Rare, which may be 
reflective of where the game is set. 

By the same token it would be easy enough to turn 
a chair leg into a club or build a very basic bow, 
making them also Common Rarity items, but 
finding a police-grade baton is more likely to be 
Uncommon.  

Although available, the chances of finding a high-
powered sniper rifle or flamethrower in the 
average home basement is significantly less likely 
than at a military or police facility is arguably less 
likely, making them both Rare items. 

As a rule of thumb, the Ammo required has a rarity 
value that is usually the same as the Weapon’s 
rarity, but this is not always the case. A sawed-off 
shotgun is an Uncommon weapon, while shotgun 
shells are Common. This will be called out in the 
individual weapon’s Notes section. 

Rarity really is a guide for the GM more than the 
players and if the group has made a military base 
their home and perhaps flamethrowers, RPGs and 
mortars would be Common in that campaign. 

Each weapon is of a different size or shape, and this is reflected in their 
Encumbrance value. For more details, see Encumbrance on page 45. 

Although not a consideration for melee weapons, Ammo denotes how 
many rounds make up a full load for each Ranged weapon. Bows, 
Crossbows or Slings have a Max Round of 1, 6 is common for Light 
Pistols, whereas a Rifle might have a clip of 30.  

Players will need to track Ammo on their character sheet as they use 
it, and they should constantly be looking to resupply.  

Although purpose-made armor of any quality is becoming increasingly 
rare, there are certain makeshift items (such as the lid of a garbage 
can being used as a shield) or types of clothing (such as a heavy 
leather jacket) that afford some degree of protection. Examples are 
listed below on Table X: Armor. 

Like Weapons, each item of Armor has a Rarity value that denotes how 
easy it will be to come across, an Encumbrance value that gets added 
to a characters’ total, and a Defense Modifier.  

The Defense Modifiers get added to a character's total DM while they 
have the item equipped and the item remains functional. This means 
that a character with a Physicality of 1 and Dexterity of 2 (and a 
corresponding +1 DMM and a +2 DMR) who equips the Tactical Armor 
they find in the back of an abandoned squad car now gets a +2 DM for 
a total of +3 DMM and +4 DMR.  

As with all equipment, Armor has a Condition value that will drop over 
time and as the armor takes damage. Only characters with the 
Armorsmith* Skill can make an Upkeep check can prevent it from 
dropping down a level, and only a character with Armorsmith* 3 or 
above can attempt to repair armor. Characters should expect most 
armor that they find to deteriorate over time and with enough damage, 
to the point of complete uselessness.  

Starting characters cannot pick any items of armor as part of their 
starting equipment, unless the GM specifically allows for it. 

In addition to weapons, all characters start with a Basic Survival Kit 
that is made up of a tent or other temporary shelter and a sleeping bag. 
This Basic Survival Kit has an Encumbrance of 1 but that only applies 
when the character is carrying it, not when they have set up camp. 
Therefore, characters who have a semi-permanent camping spot will 
not have it apply against their Encumbrance level.  



T b e 20: R t o s 

Many pieces of equipment are available, and each player can pick 
a Common item from the Miscellaneous Equipment table on page 
131 during character creation. The GM may also agree that it makes 
sense for a character with a specialized background to have an 
additional item of equipment, possibly even an Uncommon item, 
such as a doctor having a Doctor’s Bag or an Outdoorsman having 
a Professional Angler’s Set.  

Whilst many pieces of Equipment are simply required to perform a 
specific task and have no additional effects (such as needing a 
toolkit to try and repair a walkie-talkie) there are some that have 
unique qualities listed that may impact gameplay, such as First Aid 
Kit that add +1 CMod to a First Aid check or Binoculars adding a +1 
CMod to a Perception check when spying on an enemy from a 
distance. These special qualities are called out on Table 16: Misc. 
Equipment on page 131. 

Although everything has weight, some items are extremely light and 
not worth considering towards the Encumbrance total (such as 
batteries, a pocketknife, or a lighter), but the GM may decide that 
enough of them constitutes a point of Encumbrance to reflect them 

becoming increasingly awkward to be carried. 

In addition to their Basic Survival Kit and their piece 
of equipment, characters may also pick one 
Incidental item that provides no combat value but 
may otherwise be useful, such as a compass, 
flashlight, or map of the area. This tends to have no 
Encumbrance value but may require charges.  

Food and water come in the form of Rations, and 
each character gets 2 days’ worth in the form of 2 
Standard Rations (see Table X: Rations below). 

Standard Rations weigh 0.5 Encumbrance and so 
the 2 Rations characters start with have a combined 
Encumbrance of 1  

Finding a regular supply of food and water will 
always be something that a character must be 
considering. Whether it is foraged, hunted, or 
scavenged (see Living Off the Land on page 180), 
they will need to keep their supplies up or risk-taking 
subsistence damage.  

See Subsistence Damage on page 127 for more 
details. 

Standard Common 0.5 1
Luxury Uncommon 0.5 2

Military Grade Uncommon 0.25 1 



139 

W
hat Do You Have? 

Transportation is just one more thing that the virus has irrevocably 
changed, and all forms of commercial transport are gone. Although 
the planes, buses, subways, boats, and trains may all still physically 
exist, the expertise and infrastructure needed to run them have 
disappeared, most likely forever 

Cars, trucks, and motorbikes are plentiful and can be found in 
abundant supply almost anywhere, from the side of a street to 
parking lots to car showrooms. Survivors can now have the car of 
their dreams, if they are just willing to look in enough malls or 
garages in high-end neighborhoods. 

Unfortunately, the gasoline required to run them is going stale 
and even finding any is becoming harder with each month. 
However, if a character has the knowledge of how to convert a 
car so that it will run on some form of alcohol, and if they can then 
set up a still and produce enough fuel to keep it running, they can 
certainly find something they want to drive in the abundance of 
cars, trucks, and bikes that remain.  

However, for most people who are still struggling 
with the very basics of survival, the idea of 
converting a car to drive on an alternative fuel 
source is wildly out of reach.

Many survivors have, location and roads permitting, 
taken to using bicycles as they require no fuel and 
little in the way of maintenance or repairs, and have 
no range limit. Best of all, in the minds of many 
riders, it means they are mobile and self-sufficient, 
and the use of bikes is becoming increasingly 
commonplace as gasoline continues to spoil. Many 
migrators use bikes for at least part of their journey, 
assuming they have roads to ride upon.  

Horses can be found in the wild in many parts of the 
country. Many ranchers died during the outbreak and 
some who saw what was coming had the 
compassion and forethought to release their herds, 
rather than letting them die of starvation in their pens.  

Bicycle Common 1 2 10

Buggy Uncommon 3 50

Car Common 3

Horse Uncommon 2 3

Motorbike Common 1

Sports Car Uncommon 3

Truck Common 4

Wagon Uncommon 4

Walking Common 1 1

T b e 21: T a s o t t o  



Finding them is one thing, catching and breaking them in is quite 
another, but for those who know what they’re doing horses have 
reasserted themselves as one of man’s greatest working partners. 
Wagons and buggies are more commonly used now than they have 
been in a century and horses are, once again, the optimal form of 
transport. 

Depending on the setting, some groups might find transport 
restricted to bicycles, horses, or by foot, whereas for other, more 
mobile (and perhaps even nomadic) groups, transport may be 
amongst their primary concerns.  

In game terms, vehicles (which includes animals being used for 
transport) are defined by the characteristics of Rarity, Size, Speed, 
Wound Points, Encumbrance and Range. These are laid out for 
each mode of transport in Table 20: Transportation and are 
described below.  

As with weapons and equipment, each vehicle has a Rarity value, 
indicating how easy they are for the players to find. As a rule of 
thumb, a Common vehicle can be found almost anywhere but PCs 
will actively have to go looking for Uncommon or Rare vehicles, 
such as a high-end sports car or specific type of military vehicle.  

Additionally, some vehicles or animals may be idiosyncratic enough 
to require specialized knowledge to use, reflected by at least 1 Level 
in Driving or Animal Handling. 

A vehicle’s size ranges from 1 (Small) to 6 (Huge) and determines 
both how easy it is to hit, as well as the number of passengers it can 
carry. As a rule of thumb, a vehicle can carry the same number of 
passengers as its size, excluding the driver. This means that a 
Bicycle (Size 1, Small) can carry a driver and a passenger whilst a 
Car (Size 3, Average) can comfortably carry four people. 

A large enough vehicle can also provide cover against ranged 
attacks, with size 3 vehicles giving a +1 DMR, a +2 DMR at size 4, 
+3 DMR at size 5, and +4 at size 6. Vehicles of Size 1 or 2 provide 
no modifiers to ranged attacks. 

Each mode of transport has a Speed value that ranges from 1 to 5 
and is a relative measure of both acceleration and top speed. As 
laid out on Table 20: Transportation, the average human runs at a 
Speed of 1, a Speed of 2 is roughly as fast as someone on a bicycle 
on good ground. A Speed of 3 is equivalent a horse galloping, a 
Speed of 4 being the acceleration of a Sedan, and a Speed of 5 
would be a motorbike or sports vehicle going flat out.  

Speed only really comes into play during Chases (see Chases on 
page 142). If vehicles are involved in a chase, each level of Speed 
from 3 and above gives a +1 CMod to Driving checks. 

Whether it is caused by bad roads, spoiled fuel, 
careless driving, or bullet damage, vehicles are 
similar to characters in that they have a certain 
amount of damage they can take until they stop 
working.  

A vehicle that loses half of its WP is Wrecked and must 
be at least partially repaired before it is usable again 
and if a vehicle gets to 0 WP, it needs to be Written Off, 
as it cannot be used again. 

Someone attempting repairs on a vehicle with 50% 
or more of its WP remaining must make a Successful 
Vehicle Mechanic check and have a unit of 
Uncommon Supplies available, but if the vehicle has 
less than 50% of its WP remaining then repairs can 
only be completed at a suitable facility and with the 
right tools. 

As with characters, each mode of transport can carry 
a certain number of items, as specified by the 
vehicle’s Encumbrance limit.  

At double the vehicle’s Encumbrance value, it drops 

down a Speed rank.  

Range denotes how far a vehicle or animal can move 
over an 8-hour period. For most forms of transport, 8 
hours is the most they can go in a single day without 
incurring some form of penalty. See Modes of 
Transport below for more details. 
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Cars and bikes will require a successful Vehicle Upkeep Check 
once a day to ensure they are kept in good working order. This could 
be making sure the chains on a bike are in place or finding enough 
gasoline to continue onward and will be either a Driving, a Vehicle 
Knowledge, or an Acumen check. The group may need to Fill in the 
Gaps about what happens.3 

Humans can walk 3 MPH and can reasonably expect to cover 15-20 
miles in one 8-hour day.  

No maintenance is required beyond wearing shoes and ensuring 
characters consume 1 Ration per day. If they don’t, then they move 
at half-speed the following day. 

In the right environment, bikes are an easy choice for transportation. 
A player on a bicycle can travel at 6 MPH but needs good road 
conditions, or they can drop down to as little as 1 MPH. A character 
in good condition on decent roads can easily expect to cover 30-40 
miles in a single day by bicycle.  

Bikes require regular maintenance in the form of tire repair and 
other tasks such as ensuring the brakes work, reflected by a Vehicle 
Upkeep check. 

A horse in good condition has a traveling speed of 4 MPH and can 
be expected to cover 25-30 miles a day.  

Horses can run at 30MPH in a gallop but can only keep this up for a 
few miles before becoming fatigued and needing to rest. Due to this 

At times, characters may find themselves needing to 
travel over a prolonged distance, just one more thing 
that will prove more challenging than before the 
pandemic. Working gasoline or diesel is scarce, 
horses have to be acquired and cared for, and 
walking is exhausting and can be extremely 
dangerous as the open road quickly makes people 
easy targets. 

In order to keep a vehicle or horse moving, 
characters will need to find a regular supply of fuel 
or food, as well as perform maintenance by way of 
an Upkeep Check (see page 132) or allow rest 
periods. 

Horses can survive on grass or hay but require 
grains, fruits, or vegetables to balance out their diets 
and, depending on the time of year, but this may not 
be an easy task in the open. Horses require 1 Ration 
a day which, in the right environment, can easily be 
Scavenged or Foraged (see Living Off The Land on 
page 180 for more details). 

All other things being equal, humans and horses can 
travel for 8 hours a day and will then need to stop 
and rest for 8 hours, and then sleep for an additional 
8 hours to regain their strength. If they push beyond 
this limit, they incur 1 RP damage per each 
additional hour they travel and must stop to rest 
before becoming Incapacitated at 0 RP. 



speed, a player could easily cover 2 miles in less than 10 minutes 
on horseback. 

Horses require 1 Ration of food a day, which may be problematic if 
PCs are spending any length of time with a horse in an environment 
without an easily accessible natural food supply, such as a city. 

Horses will need shoes on a monthly basis, which requires a 
Successful Animal Handling check as well as Horseshoe Tools. If 
the players don’t know how they do this, they will need to find 
someone with the tools and knowledge, or the horses cannot be 
ridden.  

Although often little more than a horse-drawn cart, a buggy is a 
quick and efficient way of moving one or more people and a limited 
quantity or weight of items between places. Characters in a buggy 
can quadruple their Encumbrance limit. Although some buggies are 
big enough to require two horses, they are relatively rare, as a 
single-horse buggy is more manageable.  

A buggy can move at about 4 MPH and can expect to cover 25-30 
miles in an 8-hour period, depending on the terrain.  

In addition to requiring one Ration of food for the horse, the buggy 
also requires one Vehicle Mechanics check per day to avoid issues.  

Wagons are larger than buggies and generally require two horses 

to pull them, particularly when fully laden. Although 
the relative scarcity of horses makes this a 
somewhat rare vehicle, wagons are the only reliable 
method of transporting a large number of items over 
a significant distance. A wagon drawn by two horses 
can carry an Encumbrance of 60. 

A wagon can move anywhere from 2-3 MPH and can 
expect to cover 15-20 miles in an 8-hour period, 
depending on the terrain.  

In addition to 1 Ration per day per horse, a Wagon 
requires a Successful Vehicle Upkeep check each 
day to ensure proper operation.  

Cars are plentiful but gas is more problematic. Even 
in the best of conditions, a car or motorbike can only 
expect to average 30 – 50 MPH, due to the ever-
worsening road conditions and impact to 
performance that bad gasoline has on an engine.  

Due to the weakness and inefficiency of gas, cars 
can’t go more than 8 hours without needing a refill 
and so players can reasonably expect to go 250-300 
miles in a day if they are able to find enough gas 
stations and resupply. 

Unlike humans or animals, cars have no need to stop 

C A E
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Due to the amount of damage caused to engines by spoiled 
gasoline and general wear and tear of driving on roads that are no 
longer being maintained, players must make a Vehicle Upkeep 
check each day to keep their vehicle running. In addition, characters 
intending to keep a specific vehicle for any length of them should 
plan on having that vehicle serviced by a mechanic with the right 
tools and facilities on at least a bi-weekly basis to prevent sediment 
build-up in the engine.  

The relative abundance of vehicles might lead players to decide to 
abandon anything that’s broken, find something else that will start 
and has enough gas to just keep them moving for a few more miles.  

One viable alternative is for a mechanic to convert an engine to run 
on one of two types of alcohol – ethanol or methanol.  

Ethanol is created from raw, organic materials such as rotting or 
wasted vegetables and is much less efficient than gasoline and 
requires approximately roughly three times as much alcohol to go the 
same distance. Additionally, ethanol-powered vehicles move 
nowhere near as quickly as those running on gasoline and their 
Speed is dropped down by one level.

Methanol stills recycle wood products and are significantly less 
efficient than ethanol, but of much higher octane. Although it takes 
5-6 times the amount of methanol to go the same distance as 
gasoline, vehicles seemingly suffer no loss of power. Methanol 
powered vehicles can only travel half as far as they would on regular 
gasoline.  

To create a still capable of producing the quality of ethanol or 
methanol needed to fuel a vehicle requires both the know-how as 
well as a certain level of skill. Characters should make a Successful 
Vehicle Mechanics* or get a Wild Success on a General Knowledge 
or Tinkerer check (and be prepared to Fill in the Gaps) to see if they 

but driving at night is more dangerous than during 
the day, partially due to roads starting to crack with 
a lack of maintenance, forcing players to drop to 20 
MPH.  

Assuming multiple drivers and the only stops being 
for gas, players can reasonably expect to travel 500-
600 miles in a 24-hour period. 

Unless characters are performing a Successful 
Vehicle Upkeep check each day, they can only 
expect a vehicle to last 1d6 days before becoming 
useless.  

Whatever regular gasoline remains after the looting 
and riots has either spoiled or is on its way to 
spoiling. Diesel has no more than another year, two 
at the outside, before it goes the same way. 
Although it will still power vehicles, the continued 
degradation of gasoline affects performance and 
causes the vehicles’ engine to become clogged, 
until they eventually stop working.  

Several groups are attempting to get refineries 
operational again as controlling a supply of gasoline 
would translate to instant power. Although there are 
some, like those in New Philly, who plan on using the 
gas for the good of its citizens there are several 
groups who have no such noble aspirations and 
simply plan on profiting from this. There are rumors 
of an unlikely warlord in Texas who is planning to 
fuel his army for conquest now that he has gotten 
the gas flowing.  



Once they have everything they require, they must get a Success
on a Vehicle Mechanics* check and spend three Daily Activity 
blocks working on it in order to successfully convert and then test 
the engine.  

In addition to the daily Upkeep checks while in use, any vehicle 
converted in such a manner would require additional Weekly 
maintenance, and a character would need to take one Daily Activity
block in each week and make a Successful Vehicle Mechanics* 
check to keep it running.  

Now that they have a vehicle capable of running on ethanol or 
methanol, characters who can find enough materials can distill them 
down into fuel. Both types of engine use Common Supplies that can 
be found with a Scavenging check.  

For each unit of Common Supplies used, it takes two Daily Activity 
blocks for the still to convert these raw materials into enough alcohol 
to power a vehicle for 3 days. The still must be stationary while this 
happens.  

Keeping vehicles moving using ethanol and methanol is no small 
undertaking and will require an investment of time in gathering the 
supplies, as well as converting and maintaining vehicles. Groups 
intending to be mobile in this manner might have to construct 
something of a fleet that has a tanker as well as a mobile still on the 
back of a truck that converts whatever is found along the way.  

already know how to do this. If not, they might have 
to find somewhere with a library and see if there is a 
book available that they can learn from. 
Alternatively, they might need to find a NPC who 
already has the knowledge to help them build a still.  

Once they have the know-how, a character must 
have the tools and equipment in order to assemble 
the still. This may require the characters to 
Scavenge in order to find the 8 units of Uncommon
Supplies required (see Supplies on page 180).  

When the characters have all the items needed, it 
requires a Successful Vehicle Mechanics* or 
Tinkerer check and two Daily Activity blocks (see 
Activities on page 192) to construct and test the still. 

Similar to building a working still, converting the 
engine of a vehicle to run on ethanol also requires 
specific tools and knowledge. To successfully 
undertake this task, a character must have Vehicle 
Mechanics* 3, in addition to the tools and the right 
facilities.  

While most garages or car-shops will have these 
tools, it might not be in an area that has no power, 
requiring the characters to find and get a generator 
running. Unless they already have the tools and 
equipment to hand, they will be required to 
Scavenge 8 units of Uncommon Supplies.  
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The loss of life caused by the Dog Flu was devastating and unprecedented and with roughly two billion people 
remaining, the world now has a population similar to that around the mid-to-late 18th century.  

Although the extent of the loss had previously been inconceivable and the direct impact to society was catastrophic, 
there are still enough people left to make life easier - or significantly more difficult - for the others who remain. 

Players will inevitably encounter people on their travels - from the weak, tired, hungry and desperate columns 
migrating to what they pray will be a better life, to the owner of the roadside tavern that has information they need, 
to the hordes of bad guys that they will likely have to kill along the way - Non-Player Characters (NPCs) make up 
the bulk of the world that the players inhabit and will interact with. All of these NPCs are voiced by the GM. 

Included in this chapter are breakdowns of some of the groups that players will likely encounter. These loose 
outlines should be tailored by the GM to ensure that anyone the players encounter match the theme of the 
campaign being run. 

The motivations for each group are discussed but despite any variances and idiosyncrasies between the groups, 
everyone shares the same common needs - food, shelter, security - even if they go about securing those things in 
different ways. 

As laid out in First Impressions and Gut Checks on page 148, when characters meet and interact with NPCs, there 
are mechanics to see what sense they get from one another. However, one thing players should bear in mind is that 
no matter what dice rolls say, anyone that has survived this long has done it either by being strong or being 
protected by someone else who is strong. There are few, if any, true “innocents” left in this world - even children - 
and players should be careful not to underestimate anyone they meet. 

Also included with the description of each group are some profiles for sample NPCs that the players might 
encounter, ranging from Frontier Nurses to Fledgling Warlords. These profiles are intended to make it easier for a 
GM to introduce a rounded NPC on the fly that has the appropriate attributes and skills for their roles.  

Although NPCs have similar stats to player 
characters, they rarely need to be so well 
defined and are usually boiled away to their 
bare characteristics, with the GM making 
minor tweaks as needed. When in doubt, an 
NPC should have a RAPID Range of 
00000, with possibly a single attribute at 1 
to emphasize a defining characteristic (see 
The Base Model on page 145).  

These NPCs will also often be armed, and 
weapons requiring ammunition will have a 
value showing how many rounds they have. 
And so, an NPC with Shotgun (5+2d6) [7] 
has 7 rounds.  

NPCs are broken into 4 categories, based 
upon the threat they pose to the characters: 
Friendlies, Goons, Foe, and Antagonists. 





147 

W
ho Else Is Still Alive? 

Despite the staggering death toll as a result of the pandemic, there 
are still billions of survivors remaining and it’s likely that characters 
will interact with NPCs on a regular basis and in a variety of ways 
and settings. Although there are different groups the characters will 
meet, there are some common characteristics they share.  

For many obvious reasons, humans are the probably biggest single 
danger the players will face and learning how to deal with them is 
going to be key if they plan on surviving. The virus has thrown 
humanity back to the 1800s in more ways than just population and 
technology, with frontier justice being the only rule of law that still 
exists. The west is wilder now than it has ever been.  

However, despite the unimaginable loss of life, there are still a 
considerable number of survivors now all competing for the same 
limited resources that will drive their very survival. Combine that with 
the inherent uncertainties of living in a post-pandemic world and 
trust is at an all-time low.  

Characters should always be cautious when dealing with strangers 
as contact with other humans is fraught with risk. Players are going 
to want to keep a healthy skepticism and wariness of any strangers 
they meet, no matter how innocuous they might appear.  

Some strangers may have goods, others may have services, others 
may have information or even the possibility of employment with 
payment in bullets or food, but more than one cannibal has claimed 
a victim that just wasn’t suspicious enough.  

Players entering towns and cities or dealing with strangers are going 
to need to be on their toes and aware of their surroundings at all 
times. 

Humans are essentially pack animals and there are many towns, 
cities, settlements, outposts, and other hubs where people have 
started to gather again. Some congregate just to trade, others might 
just be passing through or looking around, some might even be 
there out of loneliness and the need for companionship or the drive 
to have somewhere to call home again.  

No matter how well they find themselves positioned, at some point 
even the most self-sufficient group may need to venture into a town 
or city. Whether they are looking for something specific and rare like 
medical supplies, escorting someone to their former home to gather 
photos and mementos, looking for a market to trade at, cities and 
towns can offer enough danger to make a player think twice before 
entering, as well as rewards great enough to make that risk 
worthwhile.  

As described in Chapter 3, many cities are still burning and are 

uninhabitable. Many others have all but been 
abandoned and left to the gangs and scavengers 
who are prepared to fight over the scant remains to 
eke out an existence in anarchy. 

Some of the hubs that characters may encounter will 
have a semblance of hierarchy – a clear owner or 
leader, often with a gang or a militia or some other 
authority behind them to enforce their rules.  

This might range from the owner of an outpost with a 
private army who is trying to get what passes for 
“rich” these days, to a warlord trying to take over an 
area and secure resources for him and his men, to 
the mayor of a small town backed by the remnant city 
council and sheriff’s department who are trying to 
maintain normalcy, to a religious leader with an army 
of unquestioning and brainwashed zealots behind 
him, to an ex-police or military leader who has 
marshaled forces to serve them.  

Someone, whoever that is, has set the laws and 
rules, no matter how complex, simplistic, ridiculous, 
insane or barbaric they might appear.  

Other places players are more anarchic still with no 
semblance of order. The only rule – which is usually 
unspoken – is don’t involve anyone else in your 
business. If this rule is broken, all bets are off, and 
players may find themselves with more enemies than 
they can fight. 

Despite inherent risks, there are many cities and 
larger towns that still exist, albeit often just as 
shadows of what they once were. Whilst some cities 
have taken an isolationist mentality (such as New 
York), others are attempting to become hubs for the 
region. New Philly, for example, is working to unite 
survivors within their regions and start up trade 
routes. 

Depending on where the campaign is set, any large 
city in the region has the potential to be a trade or 
community hub but may also be the territory of a 
warlord or fighting gangs. It could just as easily be 
hiding a very nasty and deadly surprise as it is the 
source of good supplies. 

Generally speaking, the greater the number of 
people there are in any one area the more 
competition there will be for the available resources. 
Without either a community working together in 
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harmony or someone enforcing order, this means 
that players can expect a high level of anarchy and 
danger in larger towns. For this reason, villages and 
towns are often considered less volatile or openly 
dangerous places, although strangers are rarely 
likely to be welcome unless there is a large security 
presence.  

The independent outposts that have sprung up 
around the country are usually in heavily trafficked 
areas or somewhere convenient between multiple 
settlements. In addition to providing enough armed 
guards to create a relatively safe environment to 
trade in (for a cut of each transaction), some even 
serve food and alcohol, if characters have the 
means to pay for it.  

These outposts provide a place for people to meet 
in relative safety, and some even serve as seats of 
power. The owners usually have a contingent of 
guards and in some cases, this may feel like a small 
army. Any trouble is responded to quickly and 
brutally in order to show strength and maintain 
dominance. If it is suspected that the owner and his 
guards are losing power, another group may try and 
move in on them.  

The local values may vary but trade will usually take 
place in bullets, batteries, or tins of food, which are 
the three most common forms of currency. 
Unspoiled fuel is also extremely valuable, and items 
like cigarettes and toilet paper are always in high 
demand. For no good reason, some people still hold 
precious stones and metals in high regard, even 
though they now have limited tangible benefits.  

One thing the players should always bear in mind - 
wherever there are other people, there is risk, and 
trust should be earned and not given. 

Like many pandemics that came before it, the Dog 
Flu arrived without fanfare or warning and by the 
time doctors and epidemiologists realized what they 
were dealing with, it was too late.  

The initial wave lasted nine months but as 
devastating as it was, the rate of infection seemed to 
dissipate during what turned out to be a long and 
brutal winter. However, with so few health 
professionals left and no real data for anyone to 
work with, it is still unclear if the virus has been 
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Although intended as little more than broad strokes that 
should be filled in by the GM and players, below are some 
examples of groups that the PCs might encounter, along with 
some sample NPCs that should provide an easy starting point 
for a GM to build NPCs upon.  

When the players do encounter these groups, it should be 
remembered that whilst they share certain behaviors and 
characteristics, they are not monolithic and do not think or act 
as one globally cohesive unit, nor do they refer to themselves 
by the names used below to describe them. 

This means that if the players encounter a group of what are 
characterized here as Migrators or Bandits, it is highly unlikely 
that this will actually refer to themselves as such, as they 
simply consider themselves to be people, like anyone else, 
just trying to survive.  

The various groups that players might encounter will also 
most likely be unaware - and unconcerned - with any other 
dealings that the players may have had with other groups. 
Similarly, it’s unlikely NPCs will even know who or where 
other groups are, let alone care about their interactions with 
the players. That is, of course, unless they have done 
something particularly gruesome that may have garnered 
them a reputation. After all, if every Migrator who tried to head 
south along a particular route was butchered by some loons 
with mohawks and the characters have mohawks… 

In addition to people, the characters are likely to run into 
certain animals now that humanity is scarcer than before, and 
the most common animals they may encounter are covered 
below.  

The groups outlined are Survivors, Migrators, Militias, 
Survivalists, Nomads, Bandits, Warlords, Zealots, 
Government Remnants, Cannibals and Animals. 

beaten back by the cold or has simply killed everyone 
it was going to kill.  

Although the Distemper is still a concern for survivors, 
the fear of it has taken a back seat by necessity to the 
more pressing requirements of everyday survival. 
Mass-produced masks have become extremely hard 
to find but most NPCs will have a scarf or bandana that 
they are ready to put across their mouth and nose, but 
few will be wearing them unless they see strangers.  

Face-coverings or not, people are still cautious not to 
get too close to strangers until they are sure that they 
aren’t showing early symptoms of the virus, which are 
initially similar to the common cold, such as a runny 
nose, cough, sneezing and fever.  

Although the number of asymptomatic carriers of the 
virus was relatively low, some of them still exist and 
are spreading the virus. Most have done this 
unwittingly although a few have become aware of their 
actions and the consequences, and yet still choose to 
risk exposing others to fulfill their own needs. 

Even if no one remained alive to study it now, during 
the pandemic there was strong evidence that seemed 
to suggest that any resistance to the virus was genetic 
and hereditary, and it’s not uncommon to see multiple 
blood-members of the same family who have survived. 

The virus is defined in game-play terms in the 
Mechanics of the Dog Flu sidebar on page 150, but 
due to the deadly nature of it, GMs are encouraged to 
treat it as a plot device. The virus is highly contagious 
with multiple transmission mechanism and it can be 
caught by anyone who is exposed to it simply by 
breathing the contaminated air of someone already 
infected, or the swapping of any kind of bodily fluids – 
including drinking from the same glass – and almost 
anyone who is infected will die. 

The Dog Flu isn’t something that the players should 
trifle with, and NPCs will immediately try to kill or 
escape from any players who they think might be 
infected without compassion, compunction, or 
hesitation, just as they will likely kill any dog on sight - 
no matter how small, friendly or benign it might seem. 

The group should collectively decide during Session 
Xero how much of a role the virus still plays. Are there 
still carriers wandering around? Do animals other than 
canines still carry it? Is it part of the backdrop or an 
active concern for the players? 
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L N  T E K R 02201

M G A I N L A E  21020 

M G A I N N V G T R 01211
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M L T A R C U T 01211

G N  M M E  01211

M L T A C M A D R 01211
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C B N I  T E M U T I S 01211 

F M L  M M E  01211 

C M O N  L A E  01211 
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N M D R I E  01211

N M D T U I T 01211

N M D B K R 01211
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B N I  O G N Z R 01211

B N I  R I E  01211 

L N  L O E  01211 
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 W R O D S L I R 01211 

W R O D L E T N N  01211 

T E W R O D 01211 
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Z A O  F I H U  01211 

Z A O  L Y-P E C E  01211 

Z A O  H G -P I S  01211 
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R M A T E T 01211 

R M A T S L D R 01211 

R M A T L A E  01211 
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L N  C N I A  01211 
C N I A  T A K R 01211 

C N I A  P A N R 01211 
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No matter if you went through Backstory Generation (page 56, customized a Paradigm (page 73), or 
simply grabbed a Pregen (pages 106-117), by now you should have everything you need to play your 
character.  

In addition to the most basic building blocks such as their name and the statistics that provide the 
mechanisms to interact with the game world, you should now also have all the elements you need to 
create your individual backstory.  

Additionally, you should also understand how to make and interpret the dice checks that determine how 
successful your character is when performing certain tasks, as well as knowing how to navigate (and 
hopefully survive) combat within the gameworld. 

So, what are you supposed to do next? 

The glib answer lies somewhere between “grab some dice”, “stay alive,” and “whatever you want”. 

A a more thoughtful answer can be complex and may be somewhat dependent not only on the 
individual character, but on the goals established by the group during Session Xero (see pages X 
and X). 

In an open-ended sandbox world such as Distemper, the narrative and directions will be driven by the 
actions of the group but, just like the players behind the characters, they need to have a more 
substantial goal than simply getting to their next meal or seeing the next sunrise.  

Characters require a purpose to drive them although much of this will be defined by their choices during 
Backstory Generation and shaped by the encounters and campaigns the GM lays out for them. To this 
end, the GM’s hand should be guided by the player’s underlying goals when building out scenes and 
encounters. 

In addition to larger, overarching goals, players will also need to consider what everyday life now looks 
like for them. Society as they know it has deteriorated and the PCs now have vastly different priorities, 
and concerns than they had before. Characters are going to have to figure out many of the things that 
they had previously taken for granted, ranging from finding replenishable food supplies and a source of 
clean water, to determining how they are going to stay warm or how to travel safely from place to place.  

Also, in order to survive, there are going to be times when players will have to make moral choices that 
may have lasting impacts on their character and all their subsequent interactions in the game world. 
Things aren’t so cut and dried now, and the absence of an absolute, societal authority means that 
players are going to need to define and follow their own moral codes.  

Players facing difficult and ugly situations are going to need to manage their own stressful lives to avoid 
hitting their Breaking Point, and they constantly consider how their actions and the situations they 
encounter tie into each character’s Complications & Motivations.  

How do they feel about the murder of innocents? Have they ever eaten human flesh? Have they seen 
human trafficking in the new world and what did they do to stop that?  

See Morality on page 179 and Breaking Point on page 178 for more details. 

Some of these new considerations for players are discussed below, and GMs should put some time and 
thought into creating their game world to decide which challenges are part of their backdrop. See 
Chapter 10: Moderating The Distemper for more information on building and running a campaign.  

Two of the most pressing questions that a group needs to put some thought into are: “Where are you 
going to start?” and “What do you need to do to survive for the next 48 hours?” 
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As discussed in Setting The Stage – Session Xero on page 9, when 
starting a new game, GMs and Players are strongly encouraged to 
run a Session Xero wherein the group sets the tone, boundaries and 
establish expectations for this and following sessions.  

A Session Xero could be as short as 10 minutes if everyone is clear 
on what they are looking to get out of the game or if it’s a one-shot, 
but a Session Xero could easily take up the entirety of the game 
time if everyone is creating a bespoke character or if there are 
extremely complex elements of the narrative that the group is 
weaving.  

The Games Moderator should guide the group through Session 
Xero. There is a checklist in v0.8 to ensure all relevant questions are 
asked and facilitate quick gameplay.  

The group should first agree on the format of game they are 
intending to play – is this a one-shot session with a defined 
beginning, middle and end, or is it a series of Scenes that tell a self-
contained story, or a Sequence of Events similar to a trilogy of 
movies or series of books?  

Or is this going to be an open-ended, sandbox-type campaign that 
might run for years with no discernible ending planned as the 
players establish their place in the world 

The group should also discuss the type of story they are looking to 
collectively tell.  

Do they want a violent, combat heavy story of pillaging and 

conquest or are they more interested in role-playing 
as a member of a community trying to rebuild what 
they can of the society they lost, whilst facing 
seemingly overwhelming odds?  

Do they want to find a small settlement to call their 
own?  

Do they want to become warlords? Are they 
interested in helping the Government with the 
Reclamation project?  

Do their plans extend beyond simple survival to 
rebuilding a small corner of society or perhaps even 
taking a territory by force to call their own? Are they 
going to try and get the medical clinic of a nascent 
community stocked, plot out trade routes or loot, 
pillage, and wage war on their neighbors? 

The group should also discuss their level of comfort 
with graphic content. At it’s core, Distemper is a 
game about survival in a broken, dark, and 
dangerous world but the goal should never be to 
make players feel uncomfortable with the story or 
subject matter. The group should collectively decide 
if they want a more PG interpretation or R-rated 
version of this world and it is the GM’s job to facilitate 
that exact version for them. 



Once these topics have been discussed and settled, the players 
and GM should review the types of characters that they will be 
playing, the roles they intend to fill or the skills they will collectively 
bring. They should also discuss how the characters are going to 
be created - will the group be going through Backstory Generation
together for each character as part of Session Xero, will they come 
to the game with characters they already created, or is the GM 
looking to use Pregens to ensure the right mix of skills and abilities 
that set up a specific set of role-playing options? 

Although creating characters together in a group provides several 
advantages that range from building out a rounded party that have 
a complimentary mix of skills, to being able to confer on and clarify 
any rules that are unclear, to helping build out the PCs backstories 
and providing a reason why they find themselves together, the 
most important thing is creating a cohesive story that explains the 
group dynamic.  

Unless they are using pregens with a GM supplied background, 
the group should discuss how they came to be together, how they 
know each other, or how they will meet. The GM may decide that 
each characters has pre-existing relationships with other 
members of the group, which is noted on their character sheet. 
The players involved should discuss the nature of this relationship, 
which could be a positive or negative relationship that could tie 
into the characters’ Motivations & Complications. For example, 
one character may have a Family Obligation and another 
character could be their sibling or child.  

Or it could just as easily be that two members of the group are 
Rivals, or one feels screwed over by the other character and 
wants some form of revenge at just the right moment.  

Characters, just like the players behind them, function 
better when they have goals and a purpose, and 
through a combination of Backstory Generation and 
Session Xero, players should decide what these goals 
are. They might be tied to their Motivations & 
Complications - some goals really are as simple as 
Finding Safety - whilst others can be significantly more 
complex, such as going across the country to find a 
loved one. Players should take a few moments to flesh 
them out and make a note of them on their character 
sheet.  

The group should discuss how much they want to 
share with each other about their characters. Do they 
want the group to know their drives and secrets? Are 
they vocal about what they are hoping to accomplish? 
Are the group all aligned in their goals? How do they 
work as part of a group? What are their intentions?  

Lastly, the group should discuss where they are going 
to start the game. To this end, the group may want to 
consult a map of the US (or your local theater) and 
decide where they want the campaign to take place. 

Although there are several one-off missions designed 
to introduce new players to the game available at 
DistemperVerse.com, a group planning on taking part 
in a longer campaign should flesh out answers to all 
those questions to give the GM a framework of intent 
to build a series of encounters on. 

There is a Sessions Xero checklist in v0.8 and for 
download at www.DistemperVerse.com. 
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Characters in Distemper will be constantly faced with 
choices, situations, and challenges that can prove to be 
extremely stressful and push them to their limits. Some of 
these situations can be so stressful in the moment that they 
can cause a character to Panic (see Panicking on page 
124) but, additionally, there are also the things that can 
wear on a character over time and cause them to reach 
their Breaking Point.  
This could be the constant pangs of hunger, exposure to the 
elements, or even the threat of other people’s cruelty, but 
the enduring day to day stress of their existence will 
eventually weigh on even the strongest, most well-balanced 
mind and unless they find ways to cope with and relieve 
stress, they will find themselves at some point having a 
breakdown of some sort. 
A character’s ability to deal with stress is partially related to 
their ability to work through their feelings and issues 
logically, as well as being self-aware about how stresses 
are affecting them. Each character starts the game with a 
Breaking Point equal to 3, plus their Reason and Acumen 
AMods. This should be marked on their character sheet, 
next to the series of Stress Boxes.  
As characters encounter stresses, the pressure will 
continue to build up inside them and unless they can find a 
suitable way to cope with, or release it, they will eventually 
hit their Breaking Point. This stress might come in the form 
of frustration, humiliation, anger, pain, fear, extreme hunger, 
or a Panic Attack (see Panicking on page 124) but every 
negative act that eats away at a character contributes 
towards their overarching mental state. Unless they do 
something to blow off some steam, they will inevitably reach 
their Breaking Point and temporarily lose control of their 
rational selves, reacting in a fit of anger, rage, or hostility to 
those around them.  
Each time a character finds themselves in an unduly 
stressful situation, such as not eating for a few days, 
spending a night asleep in the pouring rain, being 
antagonized repeatedly, or watching a friend get killed, there 
is a chance it will contribute to the deterioration of their 
mental state.  

These incidents can be Light or Heavy, depending on the 
situation. If it is a Light incident – being repeatedly mocked 
by another player or perhaps an NPC, or consistently going 
hungry – then a character can make a dice check using 
Reason and Acumen modifiers to see if they are able to 
Successfully shrug it off. If not, they fill in a Stress Box on 
their sheet and it brings them closer to their Breaking Point.  

If it is a Heavy incident, such as the death of a loved one or 
being forced into an act that conflicts with their Motivations
or Complications, then there is no dice check available and 
the character immediately fills in a Stress Box.  

Characters who have had a Panic Attack automatically fill in 
two Stress Boxes.  

If this would cause them to reach their Breaking Point, this is 
deferred until after combat and they feel relatively safe and 
are able to process their situation.

A character’s Breaking Point carries over from session to 
session and the Stress Boxes remain filled until a character 
actively takes steps to reduce them.  

Tab2e R
1 Enters into Unarmed Combat with the closest PC or NPC for 1d3 rounds or until subdued

2 The character Emotionally "Shuts down" and becomes Incapacitated for 1d3 hours

3 Verbally lashes out at closest PC or NP; all future interactions with that character incur a -3 Rmod

4 Character Hurts themselves, suffering suffers 1d3 WP & RP damage 

5 Gets into an escalating argument with the closest PC or NPC, accusing them of some slight or insult

6 Refuses to engage with anyone and immediately leaves the scene for 1d6 hours 
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Once they reach their Breaking Point, the character snaps 
and they do something unseemly or unexpected. Players 
should Fill in the Gaps about exactly what their character 
does when they reach the end of their ether, but for those 
needing inspiration, they can roll 1d6 and check Table 22: 
Breaking Point to see how they react, and then 
retroactively Fill in the Gaps as to what happens.  
Once a character has reached their Breaking Point and had 
a reaction, their bottled-up stress is released, and they 
begin to calm down. Their Breaking Point is reset to zero 
and all Stress Boxes are cleared.  
Characters who are struggling and getting close to their 
Breaking Point can attempt to reduce the number of Stress 
Boxes they have filled in by doing something that helps 
them relieve stress. For someone with the Hedonism 
Complication, this might be going on a bender. For another 
character, a few days away from other people on their own 
might do it.  
Characters can spend a Daily Activity block decompressing 
and doing something that clears a single Stress Box, but 
they will be unavailable for anything else during that time 
(see Activities on page 192). 
They can also be helped to unwind by other characters who 
may be able to distract them, provide company, or let them 
talk them through their issues. A character who makes a 
successful Charm, Entertainment, Psychology*, or even a 
Deception check, may be able to help another character 
deal with their stresses and the number of Breaking Point 
boxes filled in is reduced by one. On a Wild Success, the 
character may clear two of their Stress Boxes. 

In the dark world of Distemper, players may be faced with 
choices that test their moral compass.  
Failing to save an innocent, knowingly dooming someone 
else to death, eating human flesh – all of these actions can 
take a toll on the psyche of the character and potentially 
even change them. Morality is a system which reflects 
those choices a player or group makes and applies ingame 
consequences, as well as a path to redemption. 
As part of either Backstory Generation or choosing a 
Paradigm, players will have had to pick both a Complication 
and a Motivation for their character. Although in some 
respects they are intended as no more than loose 
guideposts to help provide character definition for role-
playing, if a character consciously and willingly undertakes 
actions that actively work against those values, they will find 
their Morality being impacted.  
For example, a character with the Family Obligation 

Complication or the Protect Motivation who does nothing to 
prevent the death of a family member or an innocent may 
find themselves permanently scarred by their actions or 
inaction.  
Each character starts with a Morality score of 3 and as they 
are faced with specific situations or make certain choices, 
the GM may decide that following through on that choice will 
result in the loss of a Morality point.  
If a character loses 3 Morality points, their Morality score 
drops to 0 and something inside them has irrevocably 
changed. The character permanently loses a point from 
their Influence attribute which will negatively impact future 
social checks and interactions, including all First 
Impressions (see page 148) and many of the Sway skills.  
Once their Influence has been adjusted downwards, their 
Morality is reset to 3. Further negative actions will take their 
Morality back down to 0 and cause them to lose another 
point of Influence. A character cannot take their Influence 
below -2 (Lame) through this method and although they can 
still raise their Influence through the Character Evolution
process (see page 177), they do so from their current 
Influence value. 
In addition to losing a point of Morality, it may make sense 
for the character to get a new Complication which should tie 
directly into the actions that caused their Morality score to 
drop. This is in addition to their existing Complication. This 
should be agreed upon by the player and GM and, in the 
absence of something that makes more narrative sense, 
the complication chosen should be Guilt.  
For a player wishing for some form of redemption, they can 
actively attempt to do good things, such as rescuing those 
in need or providing food to starving children. If their act is 
worthy or selfless enough, the GM may decide that they 
have regained a Morality point and their total moves 
upwards. If a player gets to 6 Morality points, their Influence 
is raised a level, and their Morality score is reset to 3. 

As always, the GM and group should be working together to 
decide what is and isn’t worthy of gaining or losing Morality 
points, and how this weaves into the collaborative story 
being told. As this does have a material impact on the 
character and, per Rule Xero, no player should ever feel 
they are being unjustly penalized for circumstances outside 
of their control, although they should be prepared for the 
consequences of their actions.  



In order to survive, characters are going to need to be able to 
ensure a regular supply of food and water. There are a variety of 
ways they can secure what they need, as laid out below. No matter 
if it is through Scavenging, Foraging, Fishing, Trapping & Hunting, 
or Farming, characters are going to need to devote time and effort 
to locating supplies of food, water, and other necessary Supplies. 

The exact methods will depend largely on the environment that the 
characters are in, but each requires a Successful Attribute or Skill 
check, with a Wild Success turning up significantly larger quantities 
or higher quality Supplies than on a regular Success.

The food and water that each character requires to survive are 
measured in units called Rations. Although the exact description of 
exactly what makes up a single Ration is intended to be loose 
enough to not require inventory micromanagement whilst keeping 
gameplay moving along, it is assumed to provide the caloric intake 
required to keep someone healthy and active for one day. 

Each player needs one Ration per day to avoid taking Subsistence 
damage. Although a character can go two days without eating or 
drinking with no immediate adverse impact, on the third and 
subsequent days of not eating or drinking, they take Subsistence 
damage at the rate of 1 WP and 1 RP per day (see Subsistence 
Damage on page 127 for more details).  

Each player starts the game with two units of Rations, enough to 

keep them going for two days, and they will need to 
constantly find more to remain healthy.  

Finding food supplies should always be forefront in a 
player’s mind. 

Like Rations, Supplies is a generic and deliberately 
vague term that covers the variety of materials and 
items that are required to craft certain useful items 
(such as an ethanol still), perform modifications to 
weapons, armor, and vehicles, or used in the upkeep 
of vehicles and shelters.  

Players shouldn’t be required to track each and every 
item that they might require, right down to the type of 
hammer and number of nails but the group’s Base, as 
well as some equipment, will require weekly upkeep 
in the form of Supplies to remain functioning. This is 
detailed below in Shelter from the Storm. 

As Distemper isn’t intended to be a Resource 
Management simulator, Supplies are measured in 
units and depending on the type and need, can be 
Scavenged, or otherwise sourced at the GMs 
discretion. Supplies are split into Common, 
Uncommon and Rare, reflecting how hard they are to 
come by. 

Players making a Successful Scavenging check will 
find two units of Common supplies for every Daily 
Activity block they spend looking (see Activities on 
page 192). Common items might be boards, nails, 
replacement tires, or other everyday items that would 
still be fairly easy to find, even in a world where 
nothing new is being manufactured.  

Players getting a Wild Success find Uncommon
supplies such as the copper wire required to hook up 
a generator or the tools and equipment needed to 
convert a vehicle to running on ethanol, or anything 
else that the group requires.  

Players looking for Rare supplies must both be able 
to Fill in the Gaps as to where and how they went 
looking for them, as well as getting a Wild Success on 
the Scavenging check.  
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Tab2e R
2 1d6 Rations in the form of canned chicken soup, canned food, or protein bars Common
3 +1 Luxury Rations in the form of A box of spoiled chocolates Common
4 1d6 batteries or a bag of 3d6 zip ties Common
5 A wooden box in a cupboard with 3d6 remaining bullets of the players choice Common

6 A Damaged Ranged Weapon loaded with 1d6 bullets. Becomes Broken
immediately upon a Failure, backfires for 1+1d3 damage on Dire Failure Common

7 A locked safe, a small jewelry box containing a handful of rare stones Common
8 A heavy duty leather jacket or duster, counts as Leather Armor Uncommon

9 Crate with 1d3 Luxury Rations containing glass bottle of beer, soda or wine 
that has not yet expired Uncommon

10 Bottle with 1d6 pain killers, each heals 1d3 RP Uncommon

11 A common Melee weapon such as a baseball bat, fire axe or sledgehammer in 
Used condition Uncommon

12 A pair of walkie talkies in Used condition Uncommon 

Tab2e R

2 A still sealed container of ground coffee or Toilet paper, highly valuable in 
trade. Can reduce Breaking Point by 1 box Rare

3 A fully stocked First Aid kit. Can cure 1d3 WP. Rare

4 A jerry can with highly refined fuel treated with concentrate that can fuel a 
car or bike for 8 hours Rare

5 High-quality work Tools (+1 CMod to Mechanic Skill checks) Rare

6 A tank of hydrogen that could be used as a weapon that does 2+2d6 explosive 
damage at Engaged and half damage at Close. Does 100% RP damage. Rare

7 An old grenade that causes 1+1d6 damage at Engaged and half damage at Close. 
Does 100% RP damage. Explodes immediately on a Failed Check Rare

8 An old smoke grenade that obscures vision in at Close and Engaged, giving a -3 
CMod to all Skill checks Rare

9 Army Webbing, provides +2 Encumbrance limit when worn Rare
10 A metal WW2 army helmet. +1 DMM, no Encumbrance value Rare
11 A Pristine ranged weapon with 2d6 ammo Rare

12 A map with hand-written notes. A Navigation check turns up a cache with 7 
Luxury Rations of Chocolate, Coffee, Cigarettes or Cigars Rare 

Players searching without specific items in mind and who want 
more than a generic unit of Supplies can roll on Tables 23 and 
24 below to see what they find.

Players in urban or built-up environments are going to need to 
rely on Scavenging or possibly trade and barter in order to find 
food to eat, as the chances of Farming or Hunting are greatly 
diminished.  

A groups’ ability to find something worthwhile will depend 
largely on how heavily trafficked the area has been since the 
outbreak as well as any competition for the resources. 

The looting tables below are for GM’s wanting to provide 
items of value and color, but if players are in the right 
environment and are specifically looking for food, they can 
spend a Daily Activity (see Activities on page 192) looking. 
On a Successful Scavenging check, they will find two units 
of Rations or Supplies, double on a Wild Success.



Players living in rural areas can devote time to Foraging in order 
to secure food. Foraging is the act of being able to know where 
to look and how to identify food resources in the wild. This can 
include a wide range of plants, mushrooms, herbs, or fruits that 
are growing uncultivated.  

Characters in the right areas and during the right times of year 
who make a Successful Perception or Survival check will be 
able to forage two units of Rations made up from fruit and 
vegetables for each Daily Activity block they spend Foraging, 
double on a Wild Success.

Fish were unaffected by the pandemic and are thriving, due to 
the lack of commercial fishing, and characters with an Angler’s 
Kit and access to a suitable water source who make a 
Successful Physicality, Hunting or Survival check can secure 
two units of Rations for each Activity block spent Fishing, 
double on a Wild Success.

Characters with Survival or Hunting skill have the 
ability to both set traps to passively capture smaller 
wildlife, such as rabbits, as well as actively hunt 
larger game, such as deer.  

To set a trap, the character must have a Hunting Trap 
and make a successful Survival or Hunting check. 
After six hours, a player making a second Successful 
Survival or Hunting check will find one unit of Rations 
in their trap, doubling on a Wild Success. A player 
can set and check as many traps as they physically 
have. Traps can be constructed from one unit of 
Supplies and a Successful Tinkerer check.  

Characters can also stalk, hunt, and cure the meat 
from larger game, such as pigs or elk. A player with 
the right equipment (Elk can’t be Hunted with a 
Kitchen Knife) and who spends a Daily Activity block 
and makes a Successful Hunting check can secure 
ten units of Rations. 

Characters with the Farming skill are able to work the 
land and either grow fruits and vegetables or tend to 
a herd of animals. Doing so requires a significant 
commitment of time and effort that is measured in 
seasons, rather than days or weeks, but the return 
can be equally significant and can theoretically feed 
a group indefinitely. 

Although Farming can be rewarding, it isn’t always 
fun and a character actively running a farm is unlikely 
to be also taking part in any adventures that pull them 
away from their base. In a case like this, it should be 
encouraged that a character recruits and trains a 
member of their NPC entourage to become their 
Apprentice (see Apprentices on page 190) to run the 
farm for them.  

To do this, a player needs to make a Successful 
Farming check and spend 2 Monthly Activity blocks 
(see below) training the NPC in order to pass along 
their expertise. The character will still need to check 
in on their Apprentice on a regular basis to ensure 
things are going well, although a Moment of High 
Insight during the training session negates this need.  

At the end of the season, the character should make 
a Group Farming check, involving the character and 
any NPCs they have trained, to see how the harvest 
turned out (see Group Checks on page 36). If other 
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characters helped during the farming season or the 
harvest, they are also eligible to take part in a Group Check
to determine the Success of the harvest.  

If the harvest is successful – and if bandits don’t steal 
everything – it can be assumed that the players and their 
NPC community have enough Rations each day for each 
character for 3 months.  

On a Failure, there is enough food for 3 Rations per person, 
per week and on a Dire Failure, the whole crop was lost.  

A Wild Success means there is a surplus that could be used 

to produce luxury items such as jams and preserves, to 
create a supply of Ethanol for vehicles, or to be traded with 
other survivors. 

There may be times when players need to gather other 
specific resources, such as wood or rock. Assuming they 
have access to a supply and the right tools – such as a 
forest and a saw - players can extract four units of Supplies 
of the resource for each Daily Activity block they put into it.  



In addition to the basics of food and water, an 
essential part of ongoing survival for any group is 
the need for some sort of permanent shelter - this 
Base of Operations provides a safe roof over their 
head and where they can let their guard down.  

In addition to a structurally sound building that 
provides protections from the elements, a Base of 
Operations requires a constant supply of food for the 
occupants, heating, and various other supplies and 
materials - most of which the characters once took 
for granted. All these considerations need to be met 
for a group to stay healthy, both physically and 
mentally.  

Although food, warmth and shelter are vital, humans 
are essentially pack animals at their core. As bigger 
groups are better able to provide protection and 
ensure an ongoing supply of food and resources, to 
say nothing of companionship and warmth, the 
group may decide at some point that they want to 
join a community of like-minded survivors. The 
group may even decide to form their own 
Community and establish a Homestead in order to 
secure a territory of their own. The mechanics for 
establishing a Base of Operations, Homesteads, 
and Communities, and are all covered below.  

Groups who are playing shorter games, who want to 
play a more foot-loose campaign, or who are not 
interested in base or community building should 
consider all of the following rules optional. 

Although characters can survive indefinitely in a tent, cave, or other 
makeshift shelter, unless players intend for their campaign and 
characters to be nomadic in nature then they will need to find at 
least a semi-permanent and somewhat robust Base of Operations.  

A Base of Operations can be anywhere that offers warmth, allows 
them to stay dry, and affords them a degree of safety from wildlife - 
including other survivors. Bases can range in size and complexity 
from something as simple as a cabin, all the way up to a small store, 
hotel, or office building. Although the exact requirements for each 
base will vary based on their size, they will all require a specific 
number of Supplies and Rations to maintain the Base and feed the 
Community each week. The details for each base are laid out on 
Table 20: Homestead Requirements.  

Given all the possibilities in a largely abandoned world, the exact 
type of shelter should be discussed in Session Xero as it may tie into 
the nature of the campaign being run, and as may even be part of 
the collective backstory.  

The group should discuss where their base is, and how they found 
it. Have they been a part of a larger community, or have they 
managed this far on their own? Was it empty or did they have to take 
it from someone? Are they near natural and sustainable sources of 
food or are they going to have to undertake regular scavenging trips 
to stay alive?  

The case doesn’t have to be grandiose as it only needs to be big 
enough for the characters, and possibly a few NPCs that they may 
recruit. As a base requires the same amount of upkeep no matter 
how many people are there, a group should pick a base that won’t 
require an undue amount of attention.  
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Players starting in a city or larger urban area may decide to make a 
base in a hotel or police station, while characters in more rural 
settings may find it easier to maintain and survive on a farm or in an 
isolated cabin. Perhaps the group found a regular house close to a 
food source in a town that still has power and is an attractive target, 
but no matter what they settle on, the base needs to be somewhere 
big enough for the whole group that is warm, dry, and – temporarily 
at least – safe.  

Although it needs to be large enough for the group to serve as their 
home, a base should not initially be so heavily fortified or so well 
provisioned as to reduce the inherent challenges of survival in this 
new world. Securing, upgrading, and ultimately defending their 
home will likely be an ongoing part of any group’s challenges 
moving forward. 

For many of the reasons covered above, some groups may decide 
that they are going to find some horses, a recreational vehicle large 
enough to carry them all, or a series of vehicles that they convert to 
run on ethanol or methanol and just keep moving (see Ethanol & 
Methanol Stills on page 143). If a group chooses to be mobile rather 
than have a static location then they will face different challenges, 
such as the need to find fuel in a world where it is increasingly 
scarce, or the requirement to feed and allow horses to rest. If the 
group opts for this path, then they and the GM should work together 
to decide on suitable transportation and supply requirements in lieu 
of a static base. 

No matter what they end up choosing, each Base requires a certain 
number of Supplies for repairs and maintenance each month. Whilst 
a farmhouse in the middle of nowhere would need fuel to keep it 
heated, in addition to boards, nails and the other items required for 
the upkeep, the recreational vehicle mentioned above would still 
need Supplies each month to cover tires, wear and tear on the 

engine, upkeep on the ethanol still, as well as the 
Supplies required to produce the fuel.  

Given the relatively small nature and size, a Base of 
Operations is geared towards smaller groups and 
are able to provide for a dozen or less characters. 
They are not intended to provide extensive defensive 
capabilities, and while a Base of Operations can 
serve a groups’ needs for even an indefinite period, 
they are less than ideal as a long-term sanctuary for 
larger numbers of people.  

When a group reaches 13 characters or more, the 
need to put down roots becomes more important 
and they are considered a Homestead.

There is a Homestead Sheet on page 196 (and 
available for download from DistemperVerse.com) 
that allows you to track the various stats and details 
related to your base.  

As players start to add NPCs to their group (see 
Recruiting NPCs on page 199) it moves them in the 
direction of forming a Community and their collective 
requirements will increase.  

A smaller Base of Operations with just a few 
residents will go unnoticed by most, but as a group 
grows to include 13 or more members (including 
NPCs), any permanent base they choose is 
considered to be a homestead.  

As the associated Community expands, their needs 
will likely outgrow any single building and the 
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Homestead may come to encompass a series of buildings, a whole 
village or town, or perhaps even a territory they define for 
themselves. 

When selecting a location, players are encouraged to consider how 
accessible food and water supplies are, as well as how easy their 
Homestead is to defend. The bigger, the better organized, the more 
comfortable, or more effective that a Homestead appears to be from 
the outside, the more tempting a target it will be for someone else to 
try and take. 

Homesteads require significantly more work to maintain than a Base 
of Operations and unless the players plan to directly source the food 
and effect the repairs needed to sustain the residents and facilitate 
the Upkeep of them Homestead, then they will need to continue 
recruiting NPCs, who will be expected to carry out the more 
mundane tasks, at the direction of the characters in exchange for 
food and safety..  

Table 20 lays out Homestead Maintenance requirements and the 
other characteristics of the group’s base and there is a Community 
Workbook available at DistemperVerse.com to make tracking 
these details significantly easier.  

There is truth to the old adage “safety in numbers” and survivors will 
commonly band together with others to help with group survival. 
Over time a group of players may decide that forging their way as a 
smaller group is more dangerous or difficult than joining an existing 
community or even starting their own.  

In game terms, any group of 13 characters or more, including both 
PCs and NPCs, counts as a Community, but it can be any mixture 
of individuals or small groups, with the only real commonality being 
that the group isn’t entirely made up of members of the same family 
unit, which would commonly be thought of and referred to as a clan.  

These Communities are usually bound together by a common goal, 
even if that goal is no more complex than staying alive and watching 
over each other when they’re sleeping. Sometimes it’s less of a goal 
and more of a geographical location, such as securing a hunting 
ground, but whatever it is, it is enough to tie the community together.  

Although they will rarely give themselves a collective name, the 
terms tribe, team, gang, militia, horde, mob, bunch, flock, herd, 
pack, or posse would apply equally well to the various communities 
that the players may encounter. Even if they do not see it as such, 
the upcoming warlords and religious leaders are also building 
communities, they just generally have more grandiose plans, 
ambitions, ideas, and even names than the common survivor.  

No matter how they think of themselves, for any community to be 
effective, at the bare minimum it must offer food and safety. This 
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usually comes in the form of a dedicated, secure and defensible 
area, some organization of roles and responsibilities, and easy 
access to some kind of farmlands or hunting grounds with a clean 
water supply.  

In order to sustain a Community, the following is required: 

1. A Homestead large enough to house all the members of 
the community. This could range from several houses to a larger 
building, a town, or even a region or territory. This growth and 
expansion will largely depend on the number of NPCs that have 
been recruited, as Supply requirements will continue to increase 
as the community takes over more areas.  

2. The Community must be able to secure ongoing access to 
enough food and water to keep them healthy and content. 
Although the leaders are expected to plan and drive this 
outcome, the whole community is expected to help make it 
happen.  

3. A strong and enduring sense of security driving the belief 
that Community members are safer as a part of the Community
than on their own, and where they can be assured a good nights’ 
rest. The leaders will need to ensure that there are guards, early 
warnings, as well as enough weapons and ammunition to 
provide for the protection of its members.  

If the players are the leaders of their Community, the rest of the 
members will look to them to drive those outcomes, or they will 
leave and go their own way or try and find someone who can meet 
these needs.  

Players who encounter an existing Community may attempt to join 
them. Depending on the nature of the Community and on the 

existing relationships that group has, this might 
require as little as a Successful or Wildly Successful 
Sway check of some kind, with the players Filling in 
the Gaps.  

Given the lack of resources and trust, however, it’s 
much more likely to be a Negotiation (see 
Negotiations on page 149). This will be particularly 
true if the NPCs had a negative First Impression of 
the PCs or if there have been any issues between 
the groups. Any negative Relationship Modifiers will 
apply to this check.  

If the players are accepted into the community, it’s 
likely that they will initially have no leadership 
position, but may still have a vote, depending on the 
community structure (see below). 

Members of the community are expected to 
contribute in any way possible. All able-bodied 
members must spend their time hunting, foraging, 
scavenging, or otherwise acting in the interest of the 
community. They must also be willing to fight to 
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protect the community without hesitation.  

Players who are part of a community without any 
leadership role must be prepared to do what they 
are instructed to by the community leaders, or face 
Banishment (see below). In addition to a general 
lack of contribution, cowardice, or any other activity 
that might be viewed as working against the group’s 
best interests will get those participants Banished. 

Rather than join someone else’s community, players 
may decide to start their own. To do so, the following 
conditions must be met: 

1. Recruit enough NPCs to have a group 
size of 13 or more.  

2. Control, and be able to defend a base 
or area large enough for the current 
community, with room to expand. 

3. Decide on a community structure, an 
identity, and a code of conduct. 

4. Must be able to secure enough Rations 
for the members each week. 

5. Must be able to secure enough 
Supplies to maintain the homestead each 
week. 

6. Organize and provide ongoing security 
for the homestead and all its residents. 

Communities can be structured in a variety of ways 
although they most commonly fall into one of two 
groupings. If the players are joining an existing 
community, the GM should decide how that 
community acts and their structure. If the group is 
starting their own community, it is up to them which 
structure they choose, with the most common being 
outlined below.  

This is often someone seen as a savior or a wise 
person but who can just as easily be a dictator, a 
religious fanatic, or a supreme pragmatist with no 
ambitions for power and conquest, just an 
understanding of logistics and supply chain. This 
person usually wields full authority to make 

unilateral decisions and ultimately has a veto on everything. They 
will usually have at least one or two people who they trust for advice 
and to represent their interests and positions with others. 

If this is a character, the group should discuss how this dynamic will 
work in game terms. Presumably the rest of the group will be the 
leaders’ inner circle of advisors and essentially make group 
decisions, even if one character is the mouthpiece.  

If the group chooses this option, the GM should take care in the 
structure and setup of sessions to keep the whole group involved 
and ensure it’s not only fun for one, or a few of the players. See Rule 
Xero on page 10 for more details.  

Some communities function best with a more democratic approach, 
and there will often be a committee of leaders that represent clans 
or family units or aligned factions within the community. They usually 
have an equal vote on decisions and generally abide by the 
outcomes. Although there can be self-interest and even some low-
level forms of politics, the fact that the community requires each 
other for survival means that the greater good is usually put first.  

If the group chooses this dynamic, they should decide if they make 
up the committee or if there are also NPCs. 



By their very nature, communities invariably have an identity that 
derives either from the attitudes of the people in the tribe, the areas 
that they inhabit, or the environments that shaped them.  

This might be as intangible as a strong work ethic, a need for people 
to work the field, or the dark secret of cannibalism, but a group of 
players starting a community should put some thought into their 
community identity.  

Of overriding importance, this community identity can become a 
necessity in differentiating between one group and another, 
particularly as they grow. Some communities may give themselves 
names, but the group identity is more commonly represented in one 
of a variety of functional ways, ranging from calls or whistles, 
codewords, tattoos, clothing worn in specific ways or of specific 
colors, or even hand signals and subtle body language.  

Whatever it is, all communities have to determine a way of knowing 
who is one of theirs and, often just as importantly, who is not. 

As a group becomes a community, they must explicitly or implicitly 
agree on a code of conduct to maintain order. Codes of conduct can 
be as simple as an agreement not to kill one another but could be 
more complex and involve work schedules and communal duties.  

NPCs are largely given communal duties and are usually happy to 
carry them out if the community makes its weekly Morale Check 
(see below). While the players may need to train or direct the NPCs, 
they should not be handling the more mundane tasks.  

Not following the Code of Conduct will quickly lead to disharmony 
and conflict within the community, which may result in Banishment.  

Players can recruit multiple NPCs to become part of their 
community, and, in addition, each player can recruit one NPC to 
become their Apprentice.  

Characters can attempt to recruit NPCs as part of their community 
or clan via a Sway check. Due to the inherently difficult nature of 
gaining people's trust in this new world, a Success on this Sway 
check means that NPCs will initially only band temporarily with the 
PCs until the community’s next Morale check, which happens 
weekly (see page 191).  

It takes a Wild Success for PCs to be able to convince any NPC to 
join them long-term upon the initial recruiting attempt. Certain Sway 
skills, such as Inspiration or Entertainment, can help with recruiting.  

GMs should factor in RMods from First Impressions, as well as any 
interactions the characters have had with the NPCs previous, and 

players should be prepared to Make the Case and 
Fill in the Gaps to see if they can find a way to get 
CMods to improve their chances.  

The PCs may attempt to earn positive CMods 
whether by demonstrating their ability to provide 
for the NPCs or by undertaking tasks that 
otherwise benefit or help out the NPCs. This could 
be something simple, like helping out at the NPCs 
camp, or in a more meaningful way, such as saving 
someone the NPCs loved ones from a horrible fate 
or finding required medicines to keep someone 
alive. 

If a player gets a Wild Success or a Moment of High 
Insight on a Recruitment check, the player has the 
option of taking that NPC to become their 
Apprentice, if they choose (see below). 

PCs can recruit as many NPCs as they wish, but they 
must ensure that they are keeping the group Morale
up, or NPCs will begin to leave. See Morale, below, 
for more details.  

More than just a recruit or a member of the same 
community, an Apprentice is an NPC with whom a 
player character forms a strong bond or attachment, 
the PC can pass along skills and use as a proxy 
during play. 

Recruiting is already difficult enough but to convince 
an NPC to throw their lot in with the group in such a 
meaningful way means that they are required to get 
a Wild Success (or a Moment of High Insight) on a 
Sway check. 

Moments of High Insight notwithstanding, getting a 
Wild Success requires a roll of 14 or more, which 
cannot be achieved without modifiers or Distemper 
Dice. This means that, before the player can even 
attempt the Apprenticeship recruiting check, they 
must already have enough AMods, SMods, CMods 
or RMods to be able to get to a Wild Success.  

For example, a character with a 0 Influence AMod, 
no levels in any Sway skills and no CMods or RMods 
could only get a maximum of 12 and would be unable 
to get a Wild Success. Therefore, that character 
would not be able to attempt to recruit an NPC to 
become their apprentice unless they are able to think 
of a way to build a relationship with them in the form 
of RMods or CMods. GMs should use the First 
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Impression as a basis and build from there, and 
player must Fill In the Gaps with the GM as to how 
they win the future apprentice over to determine 
applicable RMods.  

Once recruited, an Apprentice can undertake tasks 
and activities on the PCs behalf, in effect acting as 
their proxy. This means that if a character with levels 
in Farming wishes to train their Apprentice in how to 
run a farm, they could leave the Apprentice behind 
to tend the farm while they explore. Conversely, the 
farmer might choose to stay back and send their 
apprentice out with the rest of the group as they go 
and explore close by towns and villages.  

Each player character can only have one Apprentice
at any time, and it is possible for the player to take 
on the role of their apprentice during play, in effect 
having a second character with a potentially very 
different skillset or background. An Apprentice 
cannot take on their own student unless the player 
character dies (see below).  

Apprentices all start as a Paradigm of the players 
choosing (see Paradigms on page 73) and they 
must should roll 2d6 for both a Motivation and 
Complication on tables X and X. The player must 

also Fill in the Gaps around their relationship about why this NPC 
has been chosen as an Apprentice.  

Over the course of a Seasonal Activity block, it is possible for the 
character to train their Apprentice in any single Skill that the 
character has, by one level. This means that a character with levels 
in Farming could spend a Seasonal Activity block training their 
Apprentice and teaching them 1 level in Farming. The character will 
be required to spend the bulk of the time with their Apprentice, which 
may limit their other Activities while training.  

When characters receive Character Development Points (see X on 
X), they may choose to spend them on their Apprentices, instead of 
on their primary character.  

If an Apprentice dies, the character can find and train another. If 
their original character dies the player may simply choose to play 
the Apprentice as their main character, who can now in turn take on 
an Apprentice of their own.  

At the end of each weekly Activity Block, one of the leaders of the 
community must make a Morale check to ensure the group is 
content and cohesive. This is a 2d6 check, with modifiers for the 
leader’s Inspiration, Charm, Influence, or potentially even 
intimidation. If there is a group of leaders, they can make a Group 



Check using their combined abilities.  

The environment and conditions of the community provide positive 
and negative modifiers that can come into play, and the group is 
encouraged to Fill in the Gaps and Make the Case as to how they 
are dealing with the community’s needs.  

Although events are fluid and will be determined by the GM based 
on the situation, some examples of what can affect a community’s 
morale are:  

-1 CMod for each level of the group above Small to represent 
the difficulty of keeping a larger group cohesive. (This means 
-1 at Medium, -2 at Large, -3 at Huge and -4 at Nation State).  

-2 CMod if there isn’t enough food to support the community. 
This is cumulative and is incurred each week that there isn’t 
enough food.  

-5 CMod if at least one leader isn’t present when the Morale 
check is made.  

+1 CMod if there is sufficient food to provide each community 
member 1 Ration per day 

+2 CMod if there is ample food where no one is hungry and 
there are multiple Rations available per day 

-2 CMod is there have been open hostilities with anyone or 
an attack on the community or in the last week 

+1 CMod for each week of peace. This is cumulative, up to a 
maximum of +3 

-1 CMod if there aren’t enough Supplies to repair the Base. 
This is cumulative and is incurred each week there aren’t 
enough supplies 

If the group fails the check, 1d6 people will leave. The players can 
make a Sway check to keep them but face a -3 CMod on any 
attempt.  

On a Dire Failure, 1d6 people leave with no possibility 
of retaining them.  

If the community ever drops below 13 characters, it 
has failed and falls apart. Any remaining NPCs will 
leave, unless the players make a Successful Sway 
check to convince them to stay.  

Members of the community who break the code of 
conduct in an egregious enough manner will be 
banished from the community.  

Although the exact details of the punishment involved 
varies from community to community, it is a virtual 
certainty that the member, along with any family 
members or other close associates, will be banished, 
the community will likely keep all of their items and 
possessions, and may additionally choose to dole out 
physical punishment (such as a group beating), 
branding or other indelible marking.  

Although there is no network between most 
communities, if it is discovered that characters have 
been Banished from one community, they will 
generally not be welcomed by others.  

In game-terms, an Activity is something that a 
character does that benefits themselves, their group, 
or otherwise requires their attention and involvement. 
These Activities can range from things like hunting, 
farming, scavenging or otherwise gathering supplies, 
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of 90 days. However, during that time frame, they will have multiple 
Daily Activities where they undertake other tasks, like converting a 
car to run on ethanol, as well as other Weekly and Monthly checks, 
such as when they are training Apprentices or scouting new areas.  

No matter what else is going on, the feeding, upkeep, and the 
morale of a community is always measured in Weekly Blocks, which 
must be considered when working in Monthly or Seasonal Activity 
blocks. If they are the leaders of the community, at least one of the 
characters must be present with the community members when 
they make the weekly Morale check of they suffer a large negative 
consequence. 

If the group is working on a larger goal or involved in a complex 
Sequence of Events, Activities may be measured in Weeks, Months
or Seasons. Players should tell the GM what Daily, Weekly, Monthly
or Seasonal Activities they are engaging in and then Fill in the Gaps
about what they have done and the outcomes they are going for. 
They should then make any relevant dice check to see if they were 
successful.  

Although the decision rests ultimately with the GM, there are no real 
limits to what a group can attempt or how many things can be done 
in any given time frame, except for common sense and the number 
of Activity blocks available. 

As another example, there is a town close by that the group hasn’t 
yet explored and, after looking at the map, the players believe it will 
take 4 Daily Activity blocks to get there, look around and get back. 
This Sequence of Events might involve several encounters with 
NPCs, checks including skills such as Survival, Navigation, 
Perception, or Scavenging, or even combat. This would all be 
handled as one larger narrative, with the time frames changing as 
required.  

Characters approaching their Breaking Point and needing to reduce 
their stress may choose to take a Daily Activity block to engage in 
something for themselves and try to decompress. They should Fill 
in the Gaps about what they are going to do and on a Successful 
check, they may remove one Stress Block, double on a Wild 
Success (see Breaking Point on page 178).  

to making repairs to the homestead or structures 
buildings within their territory, scouting surrounding 
areas, recruiting NPCs, or planning and executing 
the conquest of a hostile neighbor. 

Activities can be undertaken in various time-frames 
- Days, Weeks, Months and Seasons – depending 
on what the group is trying to achieve, and these 
blocks can overlap with one another. For example, a 
group who established a farm will measure their 
crop production in terms of a Seasonal Activity block 



Each community and territory have certain requirements to ensure 
they are functional and the residents happy. This includes Mundane 
tasks such as gathering food or water, up to Complex tasks, such as 
ensuring the security of the community.  

As the number of tasks, as well as the level of food and supplies 
required to keep a community healthy can be considerable, 
available NPCs can have tasks assigned to them that don’t require 
the input of a PC and which happen without their direct involvement 
or oversight. The players or GM should roll for the NPCs success or 
failure in these tasks.  

Each task requires a specific number of characters to 
perform it, depending on the size of the group. The 
more mouths there are to feed, the more people will 
need to be sourcing food, for example. Although these 
tasks will often be performed by NPCs, when player 
characters are involved, they can attempt a group 
check. As there may be a large number of NPCs as 
well as the player, this roll is simplified by ignoring the 
NPCs skills and adding +1 CMod for each member of 
the group present and involved in making the check.  

The numbers of Supplies required for each base are 
defined below but are included in the Community 
Workbook available at www.DistemperVerse.com  

A Mundane task is anything that is required for the 
community to survive but doesn’t further the plot or 
story. This could be perception checks inspecting the 
base to look for plumbing leaks, or that the hot water 
heaters are working, checking food stocks for pests, 
out gathering new stocks of food, scouting an area, or 
otherwise ensuring the upkeep of the community. 
These tasks can be measured in Daily, Weekly, 
Monthly or Seasonal Activity blocks.  

As these tasks still have gradations of success and 
failure, it is up to the group to Fill in the Gaps on the 
extent of these tasks, and how they play out. Although 
there can be many other tasks assigned, several 
common ones are listed below. 

To ensure that the community has enough food and 
water, one third of the total number of the group 
(rounded down) must spend their time sourcing 
Rations, also referred to as Gathering.  

Whether that is by foraging, hunting, fishing, 
scavenging, or farming will depend on the type and 
location of the community, but one of the leaders 
should make a Scavenging, Hunting or Survival check 
and the group should Fill in the Gaps around the 
outcome.  

On a Success, perhaps the characters find enough 
supplies for one week and with a Wild Success, 
perhaps they secure ample food allowing for larger 
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Success, they find an Uncommon unit of supplies. This should be 
recorded on the Homestead Sheet (see page 197). 

On a Failure, they are unable to secure what they need. The Base 
removes 1 point from its Condition and the community suffers a -1 
CMod on the weekly Morale check.  

On a Dire Failure, something that the community relies on, such as 
a water heater, becomes irreparably damaged and needs to be 
replaced. 

As communities will eventually exhaust all consumables in an area 
over time, characters may be sent out on scouting expeditions to 
new locations. These expeditions will generally take a Weekly 
Activity block and on a Success, the scouting party checks out a 
nearby location and returns with any relevant details about the area 
that might be useful to the players. This could include NPCs they 
met or potential food sources they identified.  

On a Wild Success, they return with an additional set of Luxury 
Rations per member of the group.  

If the group is made up entirely of NPCs, on a Failure, 1d3 members 
of the group don’t return. This will cause a -1 CMod per person 
missing on the next Morale check and on a Dire Failure, no one 
returns, giving a -3 CMod per person missing on the next Morale 
check.  

portions, or even some luxury items such as 
chocolate.  

However, on a Failure they will not find any food 
(and the community’s Morale may drop as a result), 
and on a Dire Failure, perhaps they find food, but it 
is rotten and contaminates existing food supplies. 

To make sure that the buildings are in good working 
order and that the bases defenses are being 
checked, one quarter of the total number of the 
group (rounded down) must spend their time 
sourcing Supplies and ensuring everything is 
operational.  

To ensure the homestead gets the required level of 
upkeep and remains habitable means securing 
Supplies and affecting repairs where needed. 
Gathering supplies is a broad term and could 
include securing enough combustible materials for 
the campfire, making sure broken windows are 
boarded up and not letting in rain, or ensuring 
vehicles are kept running. 

Table 20: Base Upkeep Requirements shows the 
number of Supplies required each week. On a 
Successful Scavenging check, characters secure 
the right amount and type of Supplies and are able 
to affect any repairs needed each week. On a Wild 



Training an Apprentice takes a full Seasonal Activity block and 
requires most of the focus of the character providing the training. 
This limits the number of other Weekly Activities the character 
involved can undertake, although that may largely depend on the 
skills being trained. Characters training their apprentice in 
something like Farming or Pharmacology* will very likely require 
them to stay close to home, whereas it might be decided that 
another character training their apprentice in Hunting can spend 1 
or 2 Daily Activity blocks a week, or 4 weeks in a Seasonal Activity 
block training them, and the rest of the time the Apprentice is 
practicing.  

Some activities are considered Complex and involve the direct 
involvement of the PCs or their Apprentices. These tasks may 
include securing a territory, expanding into a new area, achieving a 
specific objective that requires its own Sequence of Events (such as 
getting a bullet mill operational), or perhaps even leading an attack 
on an opposing community. Complex tasks cannot be performed by 
NPCs without the involvement of player characters.  

As with Mundane tasks, until there is a reason to drop into real-time 
(such as role play between the players, a negotiation with NPCs, or 

combat), these tasks should be outlined between the 
players and GM, with the players making checks 
where appropriate.  

However, as Complex tasks are generally 
considered to be those driving the narrative forward, 
they should require more than a single role to 
complete and they may even take up the bulk of play-
sessions, depending on the Sequence of Events that 
the players are executing upon.  

A Community and Base of Operations Workbook is 
available at DistemperVerse.com that facilitates 
and automates the tracking of Activities over the 
course of Days, Weeks, Months and Seasons, so 
that the group can focus on driving the narrative 
forward without getting bogged down into excessive 
book-keeping.  

For each week filled with only Mundane tasks, the 
GM should make an Event Check to see if there are 
any external events that are outside of the group’s 
control. To do this, the GM should roll 2d6 at the 
beginning of each Weekly Activity block and look on 
Table 25: Weekly Events below, to see if anything 
noteworthy happens. If it does, the GM has the 
opportunity to weave the event into the week’s 
activities.  

On a 6-8, there are no Events, and the week unfolds 
as planned.  

See the upcoming “Eventful Day” supplement for 
playable examples of the events.  

Tab2e R

2 Friendly strangers turn up

3 Bad weather

4 A random pack with 1d3 infected 
dogs turn up

5

6

7

8

9

10 1 NPC gets sick

11 Environmental Challenge 

12 Unfriendly Strangers turn up 
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The world as we knew it is over.  
80% of humanity has been wiped out and what’s left isn’t very nice. 
Distemper is a survival/horror Tabletop Roleplaying Game (TTRPG) 

combining simple to learn yet robust game mechanics with collaborative 
storytelling elements to put the focus firmly on building a compelling 
shared narrative, but without sacrificing any of the fun or the crunch.  

Set very much in the here and now, players take on the role of survivors in 
a realistic, near post-apocalypse setting as they deal with having to find 

food and shelter - to say nothing of staying safe - in a world where 
everything is in short supply, particularly trust.  

Distemper has no zombies, no mutants, no vampires, no alien invaders, no 
lasers, no magic potions, and no fantastic creatures. There is just the 
gnawing cold, constant hunger and, scariest of all, other humans to 
contend with. They come in a variety of forms, including Survivors, 

Migrators, Militias, Survivalists, Nomads, Bandits, Cannibals, Warlords, 
Zealots and Government Remnants

GAME FEATURES: 
• Real world post-apocalyptic setting that takes place a year from now  
• Simple to learn 2d6 based mechanics 
• Fast and deadly combat system offset with Negotiation and Social Skills 
• Classless characters with multiple creation options ranging from a Backstory 

Generation life-pathing system that guides players through every step of a 
characters life, to customizing from one of the 16 easily recognizable 
Paradigms, to picking from a library of pregenerated characters. 

• Multiple mechanics such as Panic, Breaking Point, Morality, First Impressions 
and Gut Instincts help keep the game deeply personal for the characters  

• NPC recruitment, Community and Homesteading rules allow groups to 
execute on a grander vision of enlisting other survivors to help in their 
rebuilding efforts, or perhaps to raise an army for conquest 


