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It is the 25th century. 
Many generations ago, Earth’s rich and powerful 
abandoned humanity to their fate, and left the 
planet in search of distant worlds to colonize. 
The polluted and war ravaged Terra survived, 
though many of her inhabitants did not.

After several generations of strife, Earth’s re-
maining inhabitants have struck a deal with the 
planet... 

Crops are just beginning to take to the on once 
infertile ground again, for the first time in many 
generations. For most left alive, this is the first 
time in memory that most people have had 
enough to eat. It’s a resurgence, although much 
has been lost... people, information, and technol-
ogy.

Population levels are about the same as prehis-
toric times, and high technology, while scattered, 
remains a mere myth to most. 

The Reclaimers, a cult of technology, revere the 
procurement and implementation of Technol-
ogy above all else, while the Hy Planes Drifters, 
a generally nomadic people with a colorful and 
criminal past, are constantly in search of goods 
and materials to fuel their booming population.

This is the story of an encounter between these 
two groups, at the site of an Omen.

If you wish to play the role playing game as a 
player, you should not read further, as it will spoil 
the surprise and mystery.

Our goal with Wreck Age is first and foremost 
to tell a story. That story takes place in several dif-
ferent forms. We wanted to find some commonal-
ity between traditional tabletop wargame, while 
incorporating the concepts and strategy of a board 
game, and having the depth and background of an 
RPG.  This scenario is an introduction to that game 
and that world, and we hope that you’ll find it excit-
ing and interesting. 

The world we’ve created is intended to be 
greater than one individual battle on a tabletop, but 
we simultaneously wanted to make that one battle 
enjoyable and frantic. A resourceful player can win 
a battle without resorting to fighting, using cun-
ning and strategy to disarm, trick, or trap their op-
ponents. Furthermore, not every encounter will 
lead to a battle, unless that’s the way that players 
choose to play their characters. However, as a word 
of warning, we’ve made combat quick and brutal, 
so if you do decide to take up arms as the means 
to solve each and every problem, you might find 
yourself creating a lot of new characters. With that 
in mind, we’ve tried to make character generation 
quick and enjoyable... 

The rules have been kept simple and stream-
lined, but are intended to have enough flexibility 
to allow for players to accomplish most things that 
they can think up. Our goal is to make the world di-
verse and dynamic, and allow for a wide-open space 
where players could have a great deal of input into 
creating the background in their own vision.
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The last of the satellites that were placed into orbit during pre-
Exodus times have begun to crash into Earth. These satellites 
are revered by both Drifters and Reclaimers.  

 
The Drifters believe them to be the spirit of their ancestors, and seek 
their parts to draw strength from, and a reminder of their ancestor’s 
dominance over the stars.  
 
Reclaimers, while more practical, are no less devout. Small groups are 
sent to reclaim any lost technology that the satellites might contain, or 
to salvage anything useful from the wreckage of humanity’s past

As a test of worth, four Drifter locusts are sent out to recover the sky 
omen and return as warriors.  

This adventure serves as an introduction to Wreck Age and the world 
contained within, with several sample encounters, multiple side-paths for 
the players to take, and multiple means of resolving the final encounter 
with the Reclaimers at the Satellite. This adventure can be used as 
just a simple introduction, or as a jump-off point for a larger campaign, 
based either in a narrative RPG adventure, or a tabletop miniatures 
campaign.

The Game Master (or GM for short) should read through this adventure 
and familiarize themselves with the content prior to playing a session 
with the rest of the players. 

Any text in orange is intended to be read aloud or paraphrased. 

SeTTing:
Out in the forested expanse of what was once considered the Atlantic 
coast, lives a once nomadic Drifter tribe called Quest. Quest is unusual 
for a Drifter community, in that it makes its home in the remains of 
one of the few small towns to survive the rapid urbanization of the pre-
exodus world. 

Before Quest’s inception, during the Big Push, the area had remained 
relatively stable, with its small population more interested in surviving 
than in the machinations of a distant government.  Because of this 
independence, when the spinters of the original Tribe started its journey 
east, the town was quickly swallowed in chaos. Having been rebuilt by 
Stakers during the resurgence, the lack of any central defences again 
led to an easy conquest by the Drifters.

Quest was formed in the towering jails of the Appalachian moun-
tains. A region known for it’s prison’s and mining. Many of the origi-
nal members of Quest had once been miners who either fell behind 
on their company town’s rent payments, or committed other infrac-
tions against the mining companies. 

Seeing the lush fields, and plentiful game in the area, large portions 
of the tribe gave up the nomadic lifestyle typical for Drifters, Those 
that didn’t wander off resettled the town and named it after their 
tribe.

Many generations past, with Quest swallowing up the surround-
ing communities. With resources becoming scarce in the area, 
the tribe has taken a growing interest in happenings further and 
further away.  

You are Locusts, unproven warriors, helping keep Quest on it’s 
path to glory in the name of your ancestors.

geTTing STarTed:
Erik the Earless, the Locust Keeper who has led your training is 
a loud, boisterous man, who is always ready with a story. He has 
lost his ears to frostbite as the only member of a scouting party 
caught in a heavy snow to return. He tells his Locusts a half dozen 
fanciful stories about how he lost his ears in battle. These stories 
are usually tailored to point out the weakness of the Locusts un-
der his care. 
 
‘Now I know even you lot aren’t so blind that you would miss the 
fiery omen from our ancestors come crashing down from the sky 
last night, but you might just be stupid enough to not know what 
it means.
  
The silver bird fell, and the elders want a few of its feathers 
plucked, so I figure this is as good as an opportunity I will get 
to send a few of you cowards to your deaths. Melky, Yata, Emaly, 
Edinson- it is time you four faced your ordeal.
 
The bird of omen fell to the northwest, right in the middle of those 
wooded hills the children are too afraid to play in. A few lost souls 
shouldn’t scare off fearless warriors like yourselves, should they? 
It might be a few days walk, so we packed you a weeks worth of 
saltfish and lizard jerk, make sure it lasts or be prepared to spend 
half your day hunting berries. Now go find yourselves the honor-
able death you all crave so badly, your ordeal has begun.’

Without a further word of well wishing the Locusts have their 
packs shoved into their hands them, and are pointed in the right 
direction. The Characters may note that there doesn’t seem to be 
much enthusiasm, probably due to the fact that few in the tribe 
expect the player’s group to return successfully, or possibly not 
return at all.

TrapperS:
Not every denizen of the Resurgence is attempting to build a 
community, many of the population is scattered through-
out the wilderness, their lives marked by desperation and 
suffering. The Locusts come across one such group of 
outcasts, a small band of trappers that are keeping to 
the ‘old ways’, when the Dark Times required a person’s 
diet to be often supplemented by human flesh. 

The Omen
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A few hours after leaving Quest, the group enters a thick forest, 
After a 15 minute walk into the forest. A successful Wits check 
will allow the party to discover a dull yet powerful spring trap in the 
underbrush of the woody field they are passing though. Any play-
ers not passing a regular (4+) wits test will take a power 2 hit. 

A pile of boiled and stripped human bones can be found a few 
dozen meters away, a successful Biology test will show fractures 
in the bones that match the teeth of the trap.

It is clear to even the uninitiated senses of the Characters, that 
these traps have been used recently, and whoever set them is 
nearby, and checking them regularly.

-If the Locusts decide to move on and try to avoid the trappers 
they will find themselves hunted by the group of four cannibalistic 
woodsmen that night, despite any efforts they make to hide their 
trail. 

-If instead, the players decide to try and find the source of the 
traps, A successful Survival skill roll will allow the Locusts to hunt 
down the trappers who have a ramshackle campsite that spills 
outside of a cave only a quarter kilometer away. 

The perimeter of the semi-permanent camp is littered with a 
variety of traps (want to come up with those, with rules?) There 
are two trappers on lookout while the others are resting. Only two 
of the trappers have basic rifles, while the others are outfitted 
with bows. There is little of value in the camp other than their 
equipment and a number of animal pelts (roll 2 dice and take the 
highest for quantity).

Old Timson- the unofficial leader of the band of cannibals.Timson 
shows no sign of emotion on his cracked and weatherbeaten face, 
only showing disgust and anger by elaborate and disgusting sign 
language involving his spittle. The man has cheated death so many 
times that he is concerned with little else than his survival and has 
sold out better ‘friends’ than his current companions. He has even 
taken bites out of a few.

AP Movement Power Fighting Shooting Wits Nerves

2 3 2 3 2 3 3

Veteran

Alexis- Timson found Alexis half starved and freezing. Luckily for 
her, he did not stumble upon her in one of his ‘lean times’ and the 
man found her attractive in a fatherly way. Since that day Alexis 
has been the old mans devoted shadow, and is tireless in her work 
for the camp. There is still a measure of mercy in the woman, 
which has led her to release human prey from traps she was sent 
out to check on, a ‘betrayal’ Timson would not abide and one that 
fills Alexis with remorse.

AP Movement Power Fighting Shooting Wits Nerves

2 3 2 2 3 3 3

trained

The Boys- Two brothers and an old friend, caravan runaways just 
out of their teens and the newest recruits in Timson’s band. He 
found the group when they had set up amateurish traps in his 

territory, obviously left to capture a man. He recruited the 
boys to show them the tricks of his trade. If times ever 

get tough like they used to be, Timson supposes he can 
crack their skulls as they sleep and they could feed 
Alexis and him for nearly a season.

AP Movement Power Fighting Shooting Wits Nerves

2 3 2 2 1 2 2

green

Trappers Dialogue- If the Locusts are able to sneak up on the trap-
pers, evading traps and alarms, they can hear this conversation:

‘In the old days you boys would be grateful for the pickings we have 
in the hills, we went hungry more days than not and there was less 
meat to go around’ The man spat into the fire, an exclamation point 
to his statement, but his gravelly voice never rose.

‘We have heard plenty of your ‘old days’ Timson, enough that it has 
aged us with every telling. Now if you don’t mind we will be getting 
some rest, the traps towards the East won’t be checking themselves 
when the sun rises.’ The young man with the broad shoulders said 
with derision. He was only answered with spittle that popped and 
hissed in the fire. The old man took a whet stone and began slowly 
applying his blade to it, certainly for the enjoyment of his fellow 
trappers.”

Intimidation- The trappers are cowardly by nature and can be cowed 
by a few well placed threats. Trying to persuade the trackers against 
violence in any way other than intimidation will be seen as weakness, 
and Timson will begin tracking the Drifters at first light the next day. 
If Timson is convinced that the Drifters have more numbers to their 
group he can be persuaded to surrender have the trappers surren-
der their weapons.

Avoidance- The Drifters may decide to evade the trappers entirely, 
in which case there is a 50/50 chance (feel free to flip a coin) that 
either Timson or one of his boys find evidence of the Drifters the next 
day and decide to track them.

Combat- The Trappers are of equal strength to the Drifters, the 
notable differences being that they have more knowledge of the area 
but less combat training than the adventurers. In combat they will 
use cover in order to fall back into a more heavily wooded area. If 
they reach a spot that they can vanish into the trees they will do so, 
but the war is not yet won for the Drifters, as any surviving trappers 
will harass the party in hit and run attacks for the duration of their 
journey. 

another day into their journey, the group finds a small Staker 
outpost in the woods that has the remains of a small building.

“The thick pines opened up onto a small grove, which had a wood-
en building next to a watch tower. The tower is of simple metal 
construction, consisting of a single light blue pole that has rungs 
on the side and at the top is a small, flat platform with no rails.” 

 -If the building is explored, they find blood on the floors, but no bodies. 

Upon entering the cabin you see blood dried on the floor. There 
are no bodies, and other than the blood, no apparent signs of 
struggle

-If the cabin is searched (A successful Scavenge check), the players 
find 1 scoped hunting rifle (with a rifle scope) and ammo within the 
cabin under the floorboards. Also, a used tranquilizer dart can be 
found. If a 5+ wits check is made, that character will realize that this 
is a dart from a Stitchmen weapon. There is a small generator that 
is too heavy for the Locusts to carry by themselves. The generator is 
powered by three solar panels attached to the roof of the cabin. The 
panels are small and light, so they can be removed and carried by 
the characters. There is nothing else of value.
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If the players climb the platform for a better look, a successful 3+ 
wits check will allow them to see the smoke coming from far off in the 
distance from the direction that they’re traveling in (see the burning 
caravan scenario below). 

-No check required: In the direction that the players are traveling, they 
can see the forest eventually opening up into a large field.

The players head off in the direction of the satallite, and enter the 
large field that they saw if they climbed up onto the tower in the 
old Staker outpost. 

-If players make a successful wits check at 5+, they can 
see movement in the tall grass, but nothing else occurs 
for the rest of the day. Unbeknownst to the players, this is 

a pack of wild cats, called Mountain Screamers.

Players make camp that night and hear strange growling 
sounds throughout the evening, which is soon answered by 

the rest of the creature’s pack. 

The unique growl belongs to the mountain 
screamer; a descendant of the mountain lion 

that has reverted over the centuries to become 
a pack animal and dominant hunter in the region.

The party can stand guard or try to find the 
source of the growls, but will find nothing until the 

following morning.

As GM, feel free to make the players feel like there will 
be an eminent attack. A truly devious GM may even 
have the players set up miniatures ‘just in case’. Noth-
ing further happens this evening.

The next morning the party comes across the prey of 
the big cats, which was once a large dog- a 5+ Wits 
check will tell the party in which direction the pack 
headed afterwards, and that the mountain screamers 
are headed in the same direction as the party. The 
party can set up any traps that they scavenged from 

the Timson encounter accordingly, with a Wits check 
at 5+, and an additional die being rolled for using the 
Survival Skill (which all characters have). Trap place-

ment successes force each Screamer to take a 3+ 
wits roll to avoid ensarement.

The next night (while still in the same forest) the 
characters will be attacked by a pack of four moun-

tain screamers. The Screamers attack simultane-
ously, two mountain screamers attack whatever 
party members are awakeand the two others go 
after the sleeping humans, hoping to rip out their 

throats for an easy kill, assuming none of the Mountain 
Screamers were ensnared by a well placed trap.

Mountain Screamer pelts are prized by leather work-
ers. Locusts coming back with screamer 

skins from beasts they have slain 
themselves earning respect and 
Renown. The meat on these lean 
creatures is tough and stringy, 

but the party could feed off what 
they find for four days.

Mountain Screamer

AP Movement Power Fighting Shooting Wits Nerves

4 8 2 3 - 3 3

beast

Caravan plOy:
e arly the next morning, the characters see smoke on the 

horizon, and no forested areas nearby to naturally explain it.
As the party nears the site:

The pungent smell of charred flesh mixed with the scent of 
wood burning fills the air. The makeshift road you been follow-
ing all morning clefts two tall hills, and in the valley lies the 
wreckage of a caravan. The wagon train lays broken and burn-
ing with bodies haphazardly piled nearby.

-If a player looks upon the scene with an image enhancing  device 
(rifle scope, binoculars, etc), or from within 12”, a wits check 
(2 successes at 4+) will leave the player  with a sense that 
something isn’t quite right. 3 successes  will indicate that the 
bodies have not been stripped of their  valuables, and 4 or more 
successes will indicate that the bodies have been dead for days.

-If the characters approach the bodies, a cursory examination 
of the corpses by someone with a biology skill will indicate that 
many of the bodies have been tampered with and were dead 
days before being arranged next to the burning caravans. 

-If the Party does not heed any of these danger signs and begin 
digging through the corpses:

“You hear a soft groaning sound coming from the body you 
touched and a light green gas begins pouring out of the 
corpse’s mouth. 

This gas is a nerve agent, and is intended to paralyze any that 
breath it. Characters without Rebreather gear will have to take a 
Power roll (roll like any other characteristics check, at 5+), failing 
means the player has succumbed to the gas and collapses onto 
the ground for 10 turns.

Two Stitchmen Hunters have positioned themselves in a cross-
fire in the hills waiting for the corpses to activate, they open 
fire on the party with a narcogun if any characters have not 
succumbed to the poison gas. If fired upon, the Hunters will flee 
temporarily. 

-If any of the party is downed by the gas or darts, they will at-
tempt to ambush the group again before the effects wear off in 
2-4 hours. If the party walks away from the site at full strength, 
the Stitchmen will wait for easier prey to come along and will not 
follow.

-If any of the characters are left behind, the Hunters attach a 
device to their arm that keeps them continuously drugged.  If 
the rest of the party is away from the group,  the hunters begin 
the grisly task of harvesting the victims’ organs. The last sound 
the victim hears is a whoosh and a click as their organs are col-
lected in airtight containers.

The Hunters are a mating pair known as the Darlings, arranged 
by their Overseer, because of their similar age and background. 
Both were kidnapped as infants from nearby settlements. The 
pair hunt together exclusively, and prefer subterfuge and trickery 
to an out and out battle, which has been very effective over 
the years. The Darlings have received upgrades from their 
master, but only go under the knife when both of them can 
undergo the surgery consecutively. 

-If one of the Darlings is slain in battle it will cause the 
other to go into a frenzy. The hunter will remain in a 
frenzy until it has  torn the party to shreds, of if it dies. 
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A frenzied hunter ignores the need for any and all Nerves checks, 
and will attempt to engage the party until one or the other is dead.

All of the bodies on the top of the corpse pile are rigged to release 
the gas upon moving. The gas is contained within a sphere  that 
dissolves in water. Any player handling this sphere with bare hands 
absorbs the toxin and is automatically knocked unconscious for 10 
turns.

Between all the bodies, there are: 

2 Stitchmen Hunters

AP Movement Power Fighting Shooting Wits Nerves

3 3 3 3 4 3 4

elite

1 armed with a narcogun, 1 w/ a net gun. Both have assault car-
bines tucked under blankets should they need them, and are wear-
ing light armor which is supposed to mimic Caravaneer armor.

-If the players simply avoid the destroyed caravan, the Hunters will 
not follow.

The Omen

Two days after the caravan attack the players reach 
the valley of the satellite crash. The path the players 
are on dissolves into rough terrain before they reach 

the top of the hill. 

“As you near the top of the ridge you see that several trees are 
blackened at their tops, and branches are strewn everywhere. 
In the valley below, you see the wake of the great beast’s fall to 
Earth. Four robed figures can be seen scavenging through the 
wreckage” where the Omen has come crashing to earth, and 
its wake of destruction is becoming more apparent.. Trees are 
flattened around the area of impact, creating a blackened ring 
around the winged monstrosity at the bottom. 

The Locusts have been instructed to bring back a cube the satallite 
in order to prove their success, but it appears that they have been 
beaten to the prize.

The Drifters hear voices and a low humming as they approach the 
crash site. Unless they choose to either attack or just walk up to the 
voices, they can easily sneak up on the site.

As you approach, you see that all four robed figures are entranced 
by the Omen. Two of them are holding welders and are cutting 
through the Omen’s metallic shell. The other two hold technologi-
cally advanced weapons, and scan their surroundings periodically. 

(the GM may allow them to roll a 6+ wits check if they choose, a 
success indicating that they spot the party). The two figures with 
welders speak to each other loudly, their voices have an oddly metal-
lic tone and each sentence is finished with a hiss and a click. 

The Drifters can clearly hear the people speak over the distance and 
the noise of the welder’s humming, as the Reclaimers need to shout 
to be heard over their tools.

‘Miraculous how intact the vessel is, I had not expected it to be more 
than a smoldering ruin. There is inspiration here for the taking, an-
other step forward.’
says the hooded figure laying on top of the wreck.

‘While I share your encouraging views, we still don’t know the mes-
sages it holds. Remember the last one? The cypher from that satcom 
has yet to be broken.’

says a voice that sounds slightly feminine, but the bulky clothing 
worn by the thing gives no indication of sex. 

The characters recognize these figures as Reclaimers, scavengers who 
seek out ancient technology. Reclaimers are known to horde their 
prize and to defend it zealously. .taking their spoils back to their lairs 
to horde like a dragon. However, their fire comes from weapons they 
manufacture, rather than a magical breathe. 
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‘The Rooks were clear that they only desire the heart of the thing, we 
could  profit if we found a way to transport the rest back.’
 there is an audible click as the first one finishes speaking, their rebreather 
laboriously filtering air for the atmosphere.
‘It is not worth the risks.’ The second, higher pitch voice answers. These 
hills are dangerous for our like, it would be best for us to return with the 
box and quickly.’

You find amusement in the Reclaimers speaking of caution, but the 
two who are armed typically watch the two with the welders, all of 
their backs to the party. 

-Quiet communication between the Drifters is possible, as there is little 
chance that they can be heard over the din made by the welding and 
arguing of the Reclaimers.

The rifles held by these Reclaimers look alien and fearsome, and they 
have spoken of leaving with only a piece of the prize, just as the Drifters 
planned. Throwing away ones life needlessly is not part of the Code, but 
there is also nothing against claiming glory when it was stumbled upon.

Give the players a moment to plan their course of action. If they are tak-
ing too long, you can indicate that the Reclaimers seem to be packing 
things into sacks and are preparing to leave. 

Combat- If the players open fire, all Reclaimers will immediately begin 
to attack (the two Reclaimers w/ welders have laser rifles laying on the 
ground near them, which they can pick up using one AP). Although they 
will not seek additional cover in an effort to protect the satellite, they 
will be provided partial cover from the intervening terrain. There are 
enough broken trees around the crash that any player seeking cover 
can easily find it.

4 Reclaimers:

AP Movement Power Fighting Shooting Wits Nerves

2 3 2 1 2 3 3

green

They wear medium armor, 3 have laser rifles, 1 has a plasma 
caster.

Communication-If greeted and engaged in dialogue, the Reclaimers are 
hesitant and jumpy. During this process, If any of the players raise their 
weapons, the Reclaimers immediately open fire.

-If threatened, the reclaimers will become angered and threaten back.  
-If the Drifters push the matter further, the Reclaimers will attack

Barter- The Reclaimers are not willing to part with the core of the sat-
ellite. Players asking for this will be told that the center “must be taken 
to the Rook for examination”

-If the solar panels are visible on the players, or if the players attempt 
to trade the scavenged panels for the core, the Reclaimers will offer 
the players the more damaged of the satellite’s two solar panels as 
a trophy. “Take this panel back to your barbaric camp, and tell your 
elders that there was an explosion on impact and that this is all that 
remains. Maybe you can affix it to one of your heathen altars for blood 
sacrifices and orgies.” If the characters take offense to these state-
ments to the point of aggression, the Reclaimers will tone down their 
rhetoric, apologize, and offer to throw in a week’s worth of rations for 
all 4 characters(worth 4 Resource Units). The Reclaimers will also part 
with these rations if any of the characters roll two or more successes 
on their Barter tests. 

Stealthy Resolution- The players may choose to follow the 
Reclaimers, who will camp just a few hours out, in the opposite di-
rection from Quest. They will post one guard with a laser rifle (will 
notice anyone entering camp on a 6+ wits check, as the guard 
is very tired after all the work for the day). The players may then 
choose to attempt to steal the core, or may even kill the Drifters in 
their sleep.

-The Drifters may also set traps outside the camp, for the Re-
claimers to be caught in.

Devious Resolution- Finally, the Drifters may simply lie to their 
elders, and claim that they either couldn’t get anything from the 
satallite, or that it was burned up on re-entry. This will cause Yata 
and Emaly to take Nerves checks (at 4+), or rebel against this 
idea. The other characters may choose to put them down to keep 
them silent, or may try to convince them to follow along... insisting 
that no harm is done to anyone. 

The JOurney hOme
The journey back will be uneventful (or the GM can throw in a 
Mountain Screamer attack if they’d like), and takes about 4 days.

The Earless is the first to greet them outside the encampment, 
with a look of relieved exhaustion. 

-If players return with a solar panel instead of the core, Erik 
comments that “while you haven’t returned with the heart of our 
ancestors, you have returned with their strength.” 

-If Erik finds out that the players were lying or if the players openly 
admit that Reclaimers claimed the core first, the players fail their 
mission. They are no longer considered Locusts and are placed 
into the servant caste. 

He leads them to the elders, who quickly squirrel away the arti-
facts and without any additional fanfare, began the ceremony that 
would make the locusts true warriors.

The Ceremony
Erik performs the rite, slic-
ing the end of his thumb and 
placing a drop of blood over the 
locusts closed eyes.

‘All your lives I have been 
teaching you how to die, ac-
cept this blood offering, and 
when you open your eyes you 
will see your ancestors in the 
world, and you will truly know 
how to live’

Each warrior is then led away 
by the elders, who recite a long 
list of ancestors for them to re-
cite back, the warriors having 
earned this sacred knowledge 
and with great honor, add 
themselves to the long 
list of honorable ances-
tors the tribe has cre-

ated over the years.
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Characters:
Edinson- Edinson has no memory of any past outside of the tribe. 
He is coolheaded to the point that some consider him a coward, 
but Edinson has the gift of speech that many Drifters lack. He 
is able to read simple texts, and can even write a little bit. He is 
assistant to the tribe’s Chron who is part historian, and part sooth-
sayer. Edinson wields his words as well as he does heavy iron pistol 
and steel sword.

AP Movement Power Fighting Shooting Wits Nerves

2 2 3 2 2 4 2

green

Edinson is armed with an auto pistol, and carrying a medium melee 
weapon, Edinson favors light armor, but has a suit of medium 
armor he sometimes takes out on excursions (some of the rest of 
the tribe point to this as just one more example of his cowardice, 
requiring the protection of heavier armor, rather than his skills as 
a warrior). The player controlling Edinson may choose which armor 
he will be wearing. He also has a data scroll, as well as a pair of 
binoculars.

Melky- An older locust (in his late 20s), who is focused primarily 
on his own survival. He has never fully been accepted by the tribe, 
even though tribal law dictates that he is an equal member. There 
has always been something a little “off” about Melky, although his 
ancestry isn’t known to any of the players. He is easy to anger, 
and is seen as somewhat of a pariah by many. Melky is the oldest 
of the group and after numerous failures this is probably his last 
chance at the warrior caste. 

AP Movement Power Fighting Shooting Wits Nerves

2 2 2 3 1 2 2

trained

He is armed with a knife, a revolver, and wearing light armor.

Yata- Yata is a scarred woman who began her life in a community of 
wind-farmers. She was taken at a very early age, and fully integrated 
into the group when she coupled with an older Locust named Mag-
num. He was killed shortly after their son was born, and the son was 
integrated into the tribe. Yata has some feelings of anxiety over her 
separation from her son, but she is fully dedicated to the tribe and 
understands it’s culture and morés. Yata is passionate in speech but 
cold in combat. She favors an axe or a blade to a pistol or revolver. 
Since the birth of her son, and death of her first partner, Yata is so 
laser focused on honing her combat skills that many other aspects 
of her life have suffered.

AP Movement Power Fighting Shooting Wits Nerves

2 2 3 3 1 3 3

trained

She is armed with a medium melee weapon, 2 knives, and a revolver. 
Yata favors going without armor, feeling that it slows her down in 
combat.

Emaly- Emaly is a tribal birth. Some believe her to be on the short 
list for the next chieftain of the tribe. She has led many successful 
raids, and has acquired a small harem of men from other Drifter 
tribes during her notorious harvest festival raids. She operates alone 
during the harvest, and has been known to bring back her “prey” 
two at a time. Her thirst for men is only matched by her thirst for 
combat. This mission is thought by many of elders of the tribe to be 
a true test of her leadership skill. She has not been given any special 
instructions, and has no first-hand knowledge that the elders are 
considering her for a higher position within he tribe, but some of her 
partners overhear things, and she gets enough pillow talk from them 
to know that this is a pivotal moment for her.

AP Movement Power Fighting Shooting Wits Nerves

3 2 2 3 1 3 3

trained

She is armed with a hunting rifle (with rifle scope), 3 knives, and 
wears a suit of light armor.

Name: Ranges: PoweR: notes:
Target 4+ Target 5+

Small Melee Melee Or lOng 6” As User reliAble, stUrdy, silent, thrOwn, hOld-OUt

Medium Melee Melee Or lOng 6” As User +1 reliAble, stUrdy, silent, thrOwn

Spear Melee +2” Or lOng 8” As User +1 reliAble, silent, thrOwn, 2” reAch

Improvised weapon Melee Or lOng 4” As User UnreAliAble, silent

Shotgun shOrt 4” lOng: 8” POwer: 6 reliAble, scAtter

Laser Rifle shOrt 12” lOng: 30” POwer: 3 UnreliAble, silent, Very rAre

Plasma Caster  shOrt 6” lOng 18” POwer 7 UnreliAble, Very rAre, slOw

Revolver shOrt 3” lOng: 10” POwer: 3 reliAble, stUrdy

Auto Pistol shOrt 4” lOng 15” POwer: 3 UnreliAble, Very rAre

Hunting Rifle shOrt 12” lOng: 48” POwer: 5 scOPed, rAre, ArMOr Piercing

Break Action Rifle shOrt 6” lOng 24” POwer 6 reliAble, (scOPed), slOw

Assault Carbine shOrt 10” lOng 24” POwer: 4 AUtOMAtic Fire, UnreliAble, rAre (scOPed)
Net Gun shOrt 6” lOng 20” POwer: 3 nOn-lethAl, scAtter

Narco Gun shOrt 8” lOng 15” POwer: 5 nOn-lethAl, rAre, silent

Weapons:
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What you will need to play Wreck Age:
Players (that’s you and your friends), control individual characters 
that represent your alter-ego. These characters cross between 
imagined (in the RPG), and simulation (placing them on a tabletop).

For the RPG

One person•	  who is willing to run an adventure. This person 
is the story-teller, game-master, or narrator. Whatever you 
wish to call this person, they will be the one weaving the 
story which the rest of the players will be a part of.
A handful •	 of standard 6-sided dice. You will use these for 
rolling situations that involve chance.
••	 An Idea. You can use some of ours, such as the Omen 
adventure that is included in this booklet, or create your 
own using locations and framework that we’ve provided 
throughout our core rule book, and in upcoming supple-
ments. 
•Miniatures•	 , while not required to play a strictly narrative 
RPG, are helpful to determine placement of characters in 
combat (and non-combat) situations. This can be a large 
part of the gaming experience, as modeling and painting 
your miniatures is an experience that is fun and rewarding.
A tape measure (with inches)•	

For the tabletop skirmish: 

•A	willing	opponent.	Someone	who	shares	an	interest	in	a	•	

strategic simulation in a pretend world
A tape measure (with inches)•	

28mm Miniatures, representing each player’s characters •	

(sometimes a player will control more than one character). 
You will choose your models based on your preferred aes-
thetic. Hyacinth Games creates a line of models for Wreck 
Age, based on the various factions. You may use these, or 
any models that fit your desired aesthetic for factions.
Scenery•	

A playing surface (4’ x 4’ or 4’ x 6’ is recommended).•	

There are a few universal conventions that apply across the board:
All measurements are performed in inches. Measurements 

are taken from the edge of a model’s base.
When a distance between two points is measured, measure 

from base to base.
No measurements can be made before declaring an action – 

the player must judge ranges and distances wisely!
An individual miniature is referred to as a character in the 

rules. Characters act independently of all others. There are no unit 
coherency or formations.

When a dice is to be rolled to determine an event the text will 
say something to the effect of “make a ___ check”.  This will be ex-
plained in detail throughout the next few pages.

Models are assumed to have a 360° field of view at all times 
unless noted otherwise.

The tabletop game uses a large amount of abstraction. Char-
acters can crouch or peak around corners, however, the miniature 
that represent the character obviously can’t do that. Common sense 
is to be applied,  always taking into account that Wreck Age is de-
signed to be an enjoyable game, not a cause of arguments and 
stress.

Rolling Dice
Any time that a feat of skill or luck is required, you will roll a standard 
6-sided die, or dice to determine the result. This represent the random 
chance that the attempt may be successful, or that it may fail. You 
will roll a number of dice equal to the skill rating or Characteristic 
against a target number. This may sound a little confusing at first, but 
it will make a lot more sense as you read.

The rule of Six
Any time when making a roll; if you are rolling multiple dice, and you 
roll more than one six, you add an additional one to the final result. 

if you roll 3 dice, and they are all 6’s, your final results are three 8s. 
 
If you roll 4 dice and you get 2 6’s, the results are both 7’s.

Tests / Target Numbers:
To succeed at an action, you must roll at least one success (equal 
to or greater than the target number) by rolling the number of dice 
equal to your characteristic rating.  This is called a “test”. The test can 
be based off of any characteristic and can have modifiers based on 
traits or skills (which will be explained in a section later on). 
Movement is an exception. For movement, you are able to move 
your Characteristic rating + the result of a die for each AP that you 
spend. 
Light Armor does not modify your movement, Medium Armor slows 
all movement down by 1”, and Heavy Armor halves all movement 
(after you make your roll for total distance). You may not freely 
move	over	obstacles,	closed	doors,	windows,	etc.	You	MUST	spend	
an	Action	Point	to	move	through	or	over	these	obstructions.	So	for	
example; moving up to a door, opening it and then firing in would 
require a total of 3 AP.

Encounters:
In an encounter, time figuratively slows down to allow for all sorts of 
actions to happen. 
Encounters are broken down to “turns”, and further into “rounds”
To start a turn, Each side chooses the character with the highest 
Wits, and then rolls the number of dice equal to their Wits, and 
takes the highest result.  This side gets to go “first” in the first round, 
even though all action is considered simultaneous. Once a round 
is complete, this roll is made again,  in each and every subsequent 
round.
The player/s who control the characters who won the ability to go 
first can then take their first action. This can be with any character 
that has AP left to “spend”. Then, the opposing side goes next, and 
it goes back and forth until every character has “activated”, in other 
words, taken an action. 

Turns:
A turn represents multiple rounds of taking action. This involves 
getting into position, negotiating, searching an area, reloading a 
weapon, fighting, shooting, or operating something. Each turn will  
have a number of rounds equal to the highest Action Points of all 
character	 involved	 in	 the	encounter.	So	 if	 the	highest	AP	 in	
the encounter is 3, you will have 3 rounds in a turn. If you 
a character with 5 AP in an encounter, you will have 5 
rounds in a turn. This allows for characters with high AP 
to react to the actions of character.
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Rounds:
A round represents the opportunity for each character who can act 
to do so. This follows a “you go, then I go” style, in which players take 
turns moving their characters until everyone who has Action Points 
remaining has taken their action for the round. This then resets the 
round.

Characteristics:
There are 7 characteristics, these make up the general nature of each 
model/character:
Action	Points,	Movement,	Shooting,	Fighting,	Power,	Nerves,	Wits.	
Characteristics are rated from 1 to 6.

Action Points:
Action Points (AP) represent the quickness and reaction that a 
character has. The more AP, the more things a character can do 
and react to before it all re-sets and goes into the next turn. Every 
action (shooting, moving, negotiating, harvesting, scavenging, etc) 
takes	AP.	Simple	actions	only	take	1	AP,	while	more	complex	actions	
may take more, or even all of a character’s AP for the turn. Action 
Points are used in order, with them alternating between sides until 
all characters have gone, this then re-sets. For example; if you have 4 
characters on one side of an encounter with 3 AP, and 2 on another 
with 4 AP, 1 will go from one faction, then the next faction, and so 
on. Once all 6 characters have gone, then you begin a new round, 
and keep going until you reach the maximum AP. 

What this means, is that a character with high AP 
will get to go after other characters have already 
completed their rounds. This allows characters with 
high AP to re-position themselves and react accord-
ing to what’s been happening within the encounter. 

You can’t save AP from turn to turn, however, you can save some AP 
to react to circumstances by “readying”. This will be explained later.
Action	 Points	 are	 used	 for	Moving,	 Fighting,	 Shooting,	 Readying,	
Scavenging,	activating	an	item	(such	as	flipping	a	switch),	reloading	
a weapon, opening a door, jumping an obstacle, interacting with 
another model/character, etc. A model/character may use up to 
their full Action Points every turn, unless they are suffering from 
suppression or are wounded (this will be explained later).
AP is also used in social settings- Attempting to sell a worthless piece 
of junk to a caravan you would have to check your barter skill (if you 
had it) while using 1 AP to lie.

Movement:
Movement (M) indicates how fast a character moves. The movement 
characteristic is added to a random die roll and this is how far the 
character can move in inches. 

Fighting:
Fighting (F) is how well a character is at close-quarters brawling/
combat, both armed and unarmed.

Power:
Power (P) is how hard a character can dish it out, and 

how well they can take it. Raw physical strength and 
resilience. This is used for attacking AND defending. 

Shooting:
Shooting	(S)	is	how	well	a	character	handles	a	firearm.

Nerves:
Nerves (N) indicate how  well you keep your confidence and 
composure in a tough or stressful situation.

Wits:
Wits are an indication of how well a character can talk their way out of 
a sticky situation, if they realize that they’re walking into an ambush, 
or how well they’re able to barter. 

Stat	Lines:
Basic humans fall into 3 main categories; untrained, average, trained, 
and elite. There are also “beasts”. Basic stats are as follows:

Green Trained Veteran Elite Beast
Action Points 2 2 2 3 4
Movement 3 3 3 3 6
Shooting 1 1 2 3 -
Fighting 1 2 2 3 2
Power 2 2 2 2 2
Nerves 2 3 3 4 3
Wits 2 3 3 3 2

Notes or legends for the table

A Shooting rating of 1 would indicate someone who has rare-
ly, if ever, used firearms, while 2 would be trained in the use of 
firearms,  3 would be an expert, , 4 would be of Special forces 
training levels, 5 would be the level of Olympic abilities and ex-
perience with augmentation (targeting computers, and such), 
and 6 would be almost inhuman accuracy with firearms.)

Green
Green characters are either new recruits, or those with very little 
combat experience, and very little (if any) training. They have a target 
of 6+ for Nerves tests. 
 

Trained
Trained characters have a level of competence and training. They 
may not much real world experience, but they feel prepared and 
confident in their abilities. They have a target of 5+ for Nerves tests.

Veteran
Veterans are characters who have a level of experience in their 
field. They have been there and done that. have a very high level of 
competence and training. They have a target of 4+ for Nerves tests. 

Elite
Elites are characters who have a excessive training and experience, 
as well as access to high quality gear. They have a target of 3+ for 
Nerves tests

Beast
Beasts are wild animals or trained companions. They have a target of 
5+ for Nerves checks if solo, and 3+ for Nerves tests if in a pack.
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Actions:
Below are a few of the actions that a character may choose to take that 
involve the use of AP beyond simple combat.

Readying:
Readying allows you to prepare for something, be it an opponent 
coming around a corner, or preparing for a long jump across a gorge. 
Spending	an	action	point	 to	 ready	allows	you	 to	 take	an	action	out	
of sequence (in other words, even if one of your other characters just 
acted). You may only Ready one AP at a time. It takes a single Nerves 
check to Ready (with a target of 4), and you must take another single 
Nerves check to activate. You may NOT use your Ready action if another 
character moved over an object or burst through a door with their last 
action (as a charge), but you may if a character just moved into your 
line of sight through any other fashion.

Scavenging:
The world is filled with all sorts of goodies, and even in the heat of the 
moment, you may catch a glimpse of something out of the corners of 
your eye that looks valuable or useful. You may scavenge a downed 
character,	or	an	Objective	Marker	(Such	as	the	Omen	in	the	adventure).	
Scavenging	 takes	 a	 full	 turn,	 and	 you	may	 attempt	 to	 scavenge	 an	
item once although you can sometimes do things that will modify the 
results (such as have a friend help you). Using the advanced RPG rules 
you scavenge specific items, in the basic game you scavenge “resource 
units”. These will be explained later.

Combat
Sometimes,	 words	 and	 communication	 fail,	 and	 people	 resort	 to	
violence. This is not always the preferred method of conflict resolution, 
as resources and lives are very easily lost when things come to blows. 
Combat is quick and deadly. If you are one hundred miles from your 
settlement, you may not want to engage in a fire fight with every band 
of wanderers that you come across, as it’s very unlikely that you’ll find 
any help should your characters be hurt.
Wreck Age’s combat system involves the use of a lot of modifiers; 
typically, basic addition or subtraction to the various attack and 
defense rolls.  If you wish, you can, you can forgo using modifiers, 
weapon’s condition, and weapon’s failures (which are all explained 
in	 the	 following	sections),	 and	simply	 roll	 your	Shooting	or	Fighting	
characteristics, followed up by opposing attack and defense rolls.  You 
then consult the results chart based on how many successes that the 
attacking character has.

The basics.
To	attack,	you	roll	the	number	of	dice	equal	to	your	Shooting	or	your	
Fighting characteristic. Count the number of results that are 4 or 
greater. 4 is the base “target number”. This can be modified, which will 
be discussed later.
You then add any hits over the second to a subsequent Power Rating 
roll, which is countered by your target’s Power Rating. As an example; 
if you roll 3 successes, you add 1 to the Power Rating of the attack.
Once you resolve both of these rolls (from the attacker and defender), 
you then consult the Damage chart to see the result
An	example	of	basic	Shooting	(without	any	modifiers):	

A Drifter with a Shooting characteristic of 3 fires a shotgun 
(which has a power rating of 6 at closer than 4”) at a Staker 
character with a Power of 2 that is 3” away. The player control-
ling the Drifter will roll 3 dice to hit. The results are 4, a 5, and 

6. This indicates three successes, and the player controlling 
this Drifter will then roll 7 dice for the Power rating of their 
attack (one for each additional success beyond the second).  
 
 
The target (the Staker who’s probably about to become 
paste) will roll their Power rating in an attempt to coun-
ter the Power of the hit. The Drifter rolls a 1, two 2’s, a 4, 
two 5’s, and a 6, indicating four successes. The player con-
trolling the Staker rolls a 1, and a 4, indicating one suc-
cess.  This negates one of the successes of the hit, reducing 
it to three successes. However, after looking on the Dam-
age Chart, three successes indicates that the Staker goes 
down and will die without immediate medical assistance. 

Suppression	markers
Any and all shots fired at long range or shorter (or if a scoped weapon 
is used at extreme range), cause a character to take a Nerves check 
for Suppression, even if no hit is successful. 
This is a Nerves test, with a target number based on the characters 
experience,.
For each suppression marker that a model has, their AP is reduced 
by 1.
Each time a character is shot at, or placed in other stressful 
circumstances, they must take a Nerves Check, every time you 
fail,	 you	 receive	 a	 Suppression	Marker.	 Every	 Suppression	Marker	
takes away one Action Point from a character. If a character is ever 
reduced to zero Action Points through suppression, and after the 
enemy character is through with their action for the current round, 
the character that has been reduced to 0 AP must immediately 
spend a free action point to move away from any enemies and try 
to reach the closest cover (directly away from enemies if no cover is 
within the distance allowed by using their Movement). At the end of 
the turn, the character may make a Nerves check. If successful, they 
recover d6 Action Points.
If	a	character	is	not	reduced	to	0	AP,	Suppression	markers	may	be	
removed during a characters’ turn by spending an Action Point 
to make a Nerves check. A success will remove d6 suppression 
markers.
A character may never have more suppression markers than their 
original AP. Once they are reduced to 0 AP, that’s it. They can’t get 
any more shaken! Likewise, a character may never regain more AP 
than they started with.

Damage:
Assuming that you hit, you roll a number of dice equal to the power 
plus the number of hits after the first one, so if you have hit the 
target 2 times with a power 4 weapon, you will roll five dice, 
This is called an attack roll
The target number needed for an Attack Roll is 4+

The opponent will roll their character’s Power rating and their 
successes will negate an equal number of your successes. 

This is called a defence roll
The target number needed for a defense roll is 4+, Roll as many dice 
as you have Power (so for example; the Target has a Power of 
3, you roll three dice. For each of the defender’s successes, 
they negate one of the Attacker’s successes. 

If you want to start using modifiers, which are highly 
recommended, here are the basics, starting with 
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damage (we will address other modifiers later). Modify the target 
number (not the die roll) accordingly:

Target Number
Lower power hit -1

Power of the hit doubles power of the 
defender

+2

Light Armor -1
Medium Armor -2

Notes or legends for the table

Subtract	 the	 successes	of	 the	 results	of	 the	defence	 roll	 from	 the	
attack roll. Then consult the following chart.

Damage Chart
Effect

0 successes the	Defender/Target	 is	Scratched/cut/scraped/bruised.	 (no	 lasting	
effect).

1 success
the target is wounded if attacked by a lethal weapon (any weapon 
not listed as nonlethal in it’s characteristic), or groggy if attacked 
by a nonlethal weapon. If wounded, they become Slow Moving (no 
matter how far they actually move). Additionally; their AP is reduced 
by 1, and Attack and Defense rolls suffer a -1 to succeed. 

Any further wounded or groggy results cause the character to go 
down, or be knocked out (depending on if they are hit by lethal or 
non-lethal attacks)., as indicated below

2 successes The character goes  down. They are out of action for the remainder 
of the game/combat. An exception to this; characters with the First 
Aid skill, may attempt to revive them. 

If struck by a nonlethal melee or nonlethal ranged attack the target 
becomes knocked out. They are out of action, but may make a hard 
(5+ target) Power test to see if they recover after one full turn has 
passed. If they fail this test, they may continue to re-take it at the 
end of every turn.

3 successes Knocking on heaven’s door, this character will die without prompt 
medical care.

If struck by a nonlethal melee or nonlethal ranged attack the target 
becomes knocked out. They are out of action, but may make a 
difficult (6+ target) Power test to see if they recover after one full 
turn has passed. If they fail this test, they may continue to re-take it 
at the end of every turn.

4 successes or 
more;

Reduced to a bloody pulp. Dead, no hope of revival (although the 
Stitchmen	might	have	a	use	for	them).

If struck by a nonlethal melee or nonlethal ranged attack the target 
becomes knocked out. They are out of action and may not take a 
Power test to see if they can recover. They are considered out of 
action for the rest of the game/battle.

Feel free to describe in gory detail any Attack rolls with more than 4 successes

Shooting
You	roll	the	dice	equal	to	your	Shooting	characteristic,	and	count	
the successes. This is called a Shooting Roll. The base target number 
is 4+. This assumes short range with no cover.  

Ranges: 
Point blank = 2” or under, 3+ target 
Short range: 4+ target 
Long range: 5+ target 

Extreme range = up to long range x 2: 7+ target 
(please note, extreme range causes no suppressions 

tests to be taken, UNLESS the weapon has a rifle 
scope.

Also,	please	remember	the	Rule	of	Six;	each	unmodified	(natural)	6	
AFTER	THE	FIRST	ONE,	adds	1	to	EVERY	one	of	your	results.	This	makes	
it possible to get a lucky shot where it would otherwise be almost 
impossible (7+ or higher target numbers) to hit. Furthermore; Each 
success over the second (ie; 3 or more successes) adds an additional 
+1 to the Power of the weapon.
If you roll one or more (natural) 1s, this requires you to roll on the 
Weapons Malfunction table. Further natural 1s beyond the first 
cause you to take your weapons malfunction roll at -1. Please note, 
this still ONLY causes you to take a (single) check for your weapon’s 
malfunction. Further 1s simply alter the effect.

For example; A character with Shooting characteristic of 4, 
would get to roll 4 dice. Any 1’s would indicate a potential 
failure of the gun, and any 6’s will add one to ALL of your 
results. Furthermore, 3 or more successes will increase the 
power of the hit.  In extreme circumstances it’s possible to 
hit with a shot even though it jams or breaks your weapon. 

Modifiers Effect
Partial Cover any part of the base or 

model is obscured
+1 to the target of the 

Shooting	Roll

Full cover most of the base or 
model is obscured

+3 to the target of the 

Shooting	Roll	(not	cumula-

tive with partial cover)
Fast moving anyone, or anything with a 

movement of 4 or greater, 
OR not wearing armor

+1	to	the	target	of	the	Shooting	
Roll

Slow moving Anything that is 
wounded, or with a M of 

1 or lower that could have 
moved if it had chosen to.

-1 to the target of the 
Shooting	Roll.

A natural 1 requires a roll on the weapon failure chart (additional natural 1s subtract 
another 1 from the final result).
A natural 6 adds 1 to all of your results (this does not apply to weapons failure results)

So for example, your character has a Firearms rating of 
4. Your target is at short range (+/- 0), fast moving (+1) 
and behind hard cover (+3) Normally, you would not be 
able to hit this target (the roll would require a 8, which is 
generally impossible to roll). However, you get extraor-
dinarily lucky and roll 4 sixes. This adds +4 to each of 
your rolls, equalling 10 (6+4). This makes them all suc-
cessful hits. This also increases the power of the hit by 2. 

Damage:

Assuming that you hit, you roll a number of dice equal to the Power 
of the character or weapon they are using plus the number of hits 
after the second one, 

if you have hit the target three times with a pow-
er 4 strike (or weapon), you will roll five dice, 

This is an Attack Roll
The base target number for this Attack Roll is 4+

The opponent will roll their character’s Power rating and any successes 
will negate an equal number of your successes. 
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This is a Defence Roll with a target number of 4+. the Character 
defending rolls as many dice as they have Power modify the target 
number by:
For each defense roll success, you negate one of your opponents attack 
roll successes. 
After this,  tally the results and consult the Damage Chart (located at 
the start of the combat section)

CLOSE COMBAT
The base target number needed to hit in close combat is 4+
This is modified by many factors:

Notes Effect
Charging (you are the one who 

initiated the assault on 
another model)

add +1 to your Fighting for the first round of 
combat ONLY). This means that you get to 
roll an additional die. When you charge into 
combat (the moment you get into base-to-
base contact) you DO get to make a fighting 
roll. During the next (and following) rounds, 
you will resolve combat out of sequence 
until things are completed (one character 
or the other goes down, or runs).

Attacking 
through 
cover

(if you assaulted around 
an obstacle, etc)

+1 to the target of your fighting roll

Fast 
moving; 

anyone, or anything with a 
movement of 4 or greater, 
OR not wearing armor

+1 to the target of the fighting roll

Small	target;	 this is anyone or anything 
smaller than 1 meter

+1 to the target of the fighting roll

Slow	
moving:  

Anything with a movement 
rating of lower than 2

-1 to the target of the fighting roll

Stationary:	 (anything that is not 
currently moving 
(sleeping or knocked out 
for example) or not able 
to move (a building for 
example)

-3 to the target of the fighting roll

Higher 
Fighting 

Higher skill level than  all 
of your opponent/s: 

may fight multiple opponents without 
penalty.

You MAY attempt to use one handed firearms in close combat, however, you do so 
at  +2 target on your fighting roll, and if you roll an out of ammo result on a Weapon’s 
Failure, you may not reload until after the combat is over (assuming that you’re still 
alive/conscious). If you choose to use a firearm in close combat attack, you use the 
weapons Power characteristic rather than your own.

Damage:

Assuming that you hit, the process for resolving damage is almost 
identical to resolving shooting damage. 
Roll a number of dice equal to the Power of the character or weapon 
they are using plus the number of hits after the second one, 
This is an Attack Roll
The base target number for this Attack Roll is 4+

The opponent will roll their character’s Power rating and any successes 
will negate an equal number of your successes. 

This is a Defence Roll with a target number of 4+. 

After this,  tally the results and consult the Damage Chart (located at 
the start of the combat section)
Close quarters fighting is very bloody and very decisive. You continue 
resolving rounds of combat (out of normal sequence) until one 
character runs away, or is put down. These actions happen out of 
turn.

A character that chooses to run away from Fighting will be the 
recipient of one free swing from their opponent.

Fighting does NOT cause a character to take suppression markers.

Weapons:
While weapons are not the only tools on 25th century earth, they 
are often an essential one. Defending (or taking) your resources is 
integral to survival.
Characters can carry up to 2 rifle sized weapons, or 1 heavy weapon 
at a time. They may additionally carry up to 3 pistol sized weapons 
that they have at the ready (more may be stored in packs, but would 
not be accessible in a battle).

weapon malfunctions
If you have any natural (unmodified) roll a to hit of 1, you have 
the potential for a weapon’s failure. Follow up with the roll of two 
dice, picking the highest. You only make ONE of these rolls (on two 
dice), even if you rolled multiple 1s. However, multiple 1’s rolled will 
modify the result on this table. The roll may be further by Weapon’s 
characteristics and condition factors.

Weapon’s Failure Chart
Roll Effect

0 or less the weapon either explodes or the player hits themselves with 
it and manage to break it. The character takes 1 automatic 
wound at the weapon’s Power Rating minus 1. Weapons that 
break or explode in this manor are considered beyond repair.

1 the weapon is damaged or broken, with no damage to the 
character.

2 the weapon is jammed or stuck, the character will have to 
spend a full turn (all of their Action Points) to be able to utilize it 
again. Please note that this means that it is impossible to clear 
a jam in the turn that it happened. 

In the case of melee weapons, combat is assumed to continue 
and they may utilize other weapons, or their fists. If the 
character moves from the spot they are in before spending 
the turn to recover the weapons, they lose it. The weapon may 
be recovered after the battle on a roll of 5+. Otherwise, it is 
considered lost.

3-5 Out of ammo (or the ammo in the weapon are duds. This has 
no effect on melee weapons. Ranged weapons must spend an 
Action Point (or more if indicated by the weapon characteristics) 
to reload and ready the weapon for firing once again.

6+ no effect

 Every additional natural 1 (beyond the first) rolled on the Fighting or Shooting 

roll: gives -1 to the die roll on the Weapon’s Failure Chart

Weapon Maintenance. 
Weapons must be regularly cleaned, oiled, fixed, and/or maintained. 
If they’re not, they can become neglected, which causes negative 
modifiers on the weapons condition chart if a failure is rolled.
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Weapon Characteristics 
Weapons come in a variety of shapes, sizes, qualities, and 
condition. The following chart indicates the effects of 
various conditions and characteristics. 
Weapons can have one or more of the following Condition 
Factors.	This	will	be	indicated	in	the	weapon’s	profile.	Some	
of these characteristics and condition factors will modify the 
results of the weapon’s failure result, others effect chances 
to hit, and some will effect other rolls made.

Effect
Maintained add an additional die to the Weapon’s Malfunction 

Roll. This will generally result in 3 dice being rolled, 
and taking the best result.

Neglected subtract one die when rolling on the Weapon’s Mal-
function Chart.szx This will generally result in only 1 
die being rolled,.

Reliable +1 to the dice result for a Weapon’s Failure

Unreliable -1 to the dice result for a Weapon’s Failure
Accurate +1 to the dice result at long range (no effect at closer 

range)
Inaccurate -1 to the dice result at long range (no effect at closer 

range)
Sturdy +1 to a dice result for a Weapon’s Failure
Automatic Fire May shoot at up to 3 targets within 2” of each other 

in a single round. This MAY include the same target 
multiple	 times.	 Resolve	 these	 Shooting	 attacks	
individually. Additionally, apply a -1 to the dice result 
for a weapon failure (Note: this only applies if you fire 
a weapon full auto, NOT to weapons that CAN fire in 
automatic mode, but were fired in semi-automatic 
mode in that round): 

Scoped -3 to the dice result at point blank, -2 to the dice result 
at short range, +2 to the dice result at long range

Indirect may fire over walls or obstacles, scatters.
Scatter +1 to the dice result at short range, -2 to  the dice result 

at long range & power is halved.
Silent Will not attract unwanted attention Needs specific 

rules
Thrown Thrown weapons use the Fighting Characteristic, even 

though it’s a ranged attack.

 Every additional natural 1 rolled: gives -1 to the die roll on the 

Weapon’s Failure Chart

Revolvers and most hand weapons are examples of “Reliable” 
weapons, while a cobbled-together Reclaimer plasma caster 
would be considered Unreliable. 



The scenario: 
The Omen

The night is lit up by an omen... 

a shooting star, a satellite from 

the heavens comes crashing 

down to earth. Teams are 

dispatched from two very 

different communities, both 

several days journey from where 

the stalite crashes... One, a 

group of Reclaimers from the 

Raleigh Data Hub, the other, 

Drifters from the tribal village 

of Quest.  The two crews meet 

at the site of the crash, the 

outcome yet to be decided. 

Overview

Reports of a shooting star are coming from East of 

Raleigh, sites of one of the Reclaimers’ Data Hubs. The 

Rooks have been invited to a conference of scholars to 

discuss the matter, and a flight of Reclaimers has been 

sent out to obtain knowledge and resources from the 

crash site..

The Reclaimers are given a electrical bike buggy for their 

personal transport,  They are entrusted with bringing 

back as much valuable salvage from the crash site as 

they can fit in the buggies storage area.

Cast

Reclaimers Flight consisting of 4 Reclaimers bands, Tesla 

Einstein the 4th (Zealot), Natalya Sputnik (Scrivener), 

Dian Fosey the 3rd (Reclaimer), and Alexander Bell the 

18th (Reclaimer)

The Drifter’s band consists of 4 un-tried locusts; Edinson, 

Emaly, Melky, and Yata

Set Up

The layout of the battlefield is shown on the map. 

The Reclaimers begin play next to the Omen, and 

must leave enter their exit zone to claim salvage..  

The Drifters start play in their deployment zone.

Special Rules

The Reclaimers arrive at the Omen first. The Drifters get 

there after the Reclaimers have had a chance to make 

one Scavange Roll (shown at the end of this scenario). 

The Drifters will will approach the crash site cautiously 

and can choose to either parlay, set up traps, or attack.

Resolution

The scenario can end for various characters in a number 

of ways. 

The simplest and most clear is combat. This will result in 

a ‘winner take all” situation, with each character getting 

to make a single Scaveging Check (another character 

can help out for a +1 to the result on the chart, but they 

will use their opportunity to scavenge). 

The Drifters and Reclaimers may also attempt to 

negotiate for the goods. This will result in both sides 

having to make Barter test. If successful, they make take 

turns making a Scavenge check.

While this occurs, characters may stand guard while the 

process is being executed, and every time a character 

gets close to the Omen, all characters on the opposing 

side, and within view of the Omen must roll (3+ target) a 

nerves test, or draw their weapons and open fire. 

The Drifters may also attempt to sneak past the 

Reclaimers, and place traps in the Reclaimers exit zone. 

This will allow the Drifters to enter into negotiations or 

combat with a great advantage.

The Satallite contains the following:

1) A smaller solar array worth 4 Resource Units (RUs)

2) computer parts worth 7 RUs

3) Copper worth 8 RUs

4) Electronic parts worth 15 RUs

5) Scrap metal worth 25 RUs

6)  Large Solar Panels worth 100 RUs

You may use counters, tokens, or objects to represent 

these items on the field. The Drifters will have to take 

them to their deployment to consider them aquired, 

while the Reclaimers will have to take them to 

Successful Scavenging rolls will allow characters to roll 

one die on the above chart. The results can be modified 

by +1 if more than one character spends their entire 

turn helping. 

The scavanged goods may be split up however the 

players see fit. This may result in further bartering, 

or possibly even combat after the satalite’s cargo is 

scavanged. 

Victory conditions

If one or more sides salvage more than 20 RUs, they are 

considered successful. This is worth 5 Victory Points.

If they Salvage at least 5 Rus, it’s considered a marginal 

success for that faction. It is worth 2 Victory Points.

If they resolve the situation peacefully, without the loss 

of any lives, each faction recieves a bonus of 2 Victory 

points, and the potential for opening up a trade route 

with the opposing community later on down the road, 

which can earn each community additional RUs. 
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getting Started 
as a player
It is the distant future. The people left on 
earth have been abandoned by the rich 
and powerful who have left in a mass Exo-
dus, taking as much wealth and technology 
as they could cram onto their large “seed 
ships”. That was hundreds of years ago. 
The pollution and war-ravanged earth has 
just started to be able to support life again, 
and you are a member of a typically nomad-
ic group called the Hy Planes Drifters. 

Superstition, snake oil, and myth have re-
placed knowledge, science and networks.

As with most RPGs, the things you know 
personally are not necessarily things that 
your character(s) will know. This will involve 
you playing the role of your characters.. in 
other words, role-playing!

terminology
Drifters- A member of the loosely affiliated 
group of nomads descended from the great 
Tribe, who were left to rot in their prisons 
when society finally collapsed long after the 
last seed ship left orbit. They honor their an-
cestors, and have a strict tribal code that 
members of the community must adhere 
to, or be cast out as “No-Ghosts,” those 
without a tribe or history.

Reclaimers- These are a group of wide-
spread techno-savants, who scour the lands 
and attempt to reverse-engineer technol-
ogy. Many of the faction adhere to a cult-
like reverence for all things technological, 
although there are those within the group 
that are just technophiles., and don’t sub-
scribe to the religious aspects of the cult. 

Cron- A Drifter Chronicler. Part sage, part 
wise-person, part soothsayer, and usually, 
part charlatan. Crons are the keepers of 
their tribe’s history.

Data Hub- Reclaimer fortresses, built over 
decades out of scavenged parts and metal. 
There are several of these hubs scattered 
around throughout North America.

Rook- Rooks are Reclaimer technocrats 
who work at Data Hubs downloading and 
deciphering all the (often conflicting) data 
that other Reclaimers bring in. Imagine sift-
ing through years worth of Jerry Springer 

episodes and trying to make sense of a 
society based on that research. That’s 

what a Rook does. 

Locust- Like a swarm, Drifter warriors de-
scend upon the battlefield. Their strength 
lies more in their numbers than in their skill 
and talent. Very few can expect to survive 
past this “larval” stage in Drifter culture, but 
there will be 2 waiting in place to replace a 
Locust when they fall.

Grub- A derogatory term for an untested 
Drifter.

rOlling diCe
Any time that a feat of skill or luck is required, 
you will roll a standard 6-sided die, or dice 
to determine the result. This represent the 
random chance that the attempt may be 
successful, or that it may fail. You will roll 
a number of dice equal to the skill rating or 
Characteristic. So if a target number is 4+, 
you will need to roll a 4, 5, or 6 to succeed.

The rule Of Six
Any time when making a roll; if you are 
rolling multiple dice, and you roll more than 
one six, you add an additional one to the 
final result. 

if you roll 3 dice, and they are all 6’s, your 
final results are three 8s. 
 
If you roll 4 dice and you get 2 6’s, the re-
sults are both 7’s.

TeSTS & TargeT 
numberS:
To succeed at an action, you must roll at 
least one success (equal to or greater than 
the target number) by rolling the number 
of dice equal to your Characteristic rating.  
This is called a test. The test can be based 
off of any characteristic and can have 
modifiers based on traits or skills (which will 
be explained by the GM). 

Characteristics
Action Points- Determine how many ac-
tions you can take in a turn.

Movement- is an exception. For movement, 
you are able to move your Characteristic 
rating + the result of a die for each AP that 
you spend. 

Fighting- the Characteristic that determines 
how well you are in melee range. 

Shooting- the Characteristic that deter-
mines how well you handle firearms ,

Power- the Characteristic that determines 
how well you dish out and take damage. It’s 
also a measure of a character’s raw physi-
cal strength,

Nerve- the Characteristic that determines 
how well you keep your cool ,

Wits- the Characteristic that determines 
how well you understand, know, communi-
cate,  and perceive.

experience
Characters don’t level up in the same way 
that they do in many familiar games. In-
stead, they earn Victory points, which can 
be used to upgrade your communities abili-
ties and technologies. This will allow you to 
re-start if your characters die. You can then 
use resource Units (RUs for short) to pur-
chase a new character to pick up where 
you left off.

Sample actions
Scavenging- Roll dice equal to your Wits 
Characteristic. A typical target number is 
4+, and what you find is based on how many 
successes you have.

Setting Traps- Roll dice equal to your Wits 
Characteristic. A typical target number is 
4+. If you characters have the Survival skill 
(which all the Drifters do in this adventure), 
you get to add an additional die to your roll.

Bartering- Roll dice equal to your Wits 
Characteristic. A typical target number is 
4+, with one success required to complete 
a trade and each success earning you a 
better deal. 

Note: the actions listed do not represent a 
complete list of tests you can attempt, but 
merely examples you may come across in 
this adventure. 

For this introduction, we’re starting you off 
with just the basics. If you have any ques-
tions about what you can or cannot do, you 
can always ask for help from the Game 
Master.

Wreck age player handout


