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aterworld is a canpaign setting
designed to work with the Fallout
Pencil and Paper Roleplaying Gane

system by Jason Mcal, adapted from the
comput er -based SPECI AL system designed by
Interplay. Although it uses the same system

(with sone slight nmodi fications), t he
setting isn't anywhere near the famliar,
Interplay-created “"retro-future” of t he
conmput er ganes, or the original core rules -
so forget places like Vault City and the
G eat Wastes. In fact, the Waterworld

"world" is a different Earth altogether; if
you have to rationalize it and work it in
with "canon" Fallout |ocations, just think
that Waterworld is on an Earth in one of an
i nfinite nunmber of parallel dinmensions.

Al t hough the theatrical release of the novie
is the main resource for ideas presented in
this expansion, it should be noted that sone
el ements were taken fromthe extended, Kevin
Reynolds "Director's Cut" shown on ABC
television in the US. In addition, certain
other elenments were taken from the official
novelization of the novie, and the official
com c-book series that Alliance issued in
1997. Purists will Ilikely say that the
comcs are "non-canon," but those |ocation
and group elenents were added to increase
diversity.

Waterworld takes place in the distant
future: at least the year 3100 AD, if not

farther. G obal warm ng, and perhaps ot her
factors like a nuclear war, have nelted the
Earth's icecaps. The entire planet is one
vast ocean, unending and harsh. Humani ty

managed to survive, but exists in small,
i sol ated conmunities that dot the surface of

the planet. The oceans are populated with
strange, new creatures, the product of
evolution's encouraging hand - natural or
ot herw se.

But Waterworld is slowy dying. Wthout new
natural resources such as woods and netals,
i nhabitants have been forced to scavenge
what little remains from the Tinmes of the
Anci ent s. When sonething is destroyed, it
is merely one nore thing that can no | onger
serve the dw ndling human popul ati on.

But nature, as a fanpus mathematician once
said, finds a way. There are runors of new
ki nds of humans - those who have begun to

adapt even nore to their new world.
These runors are spoken in hushed
tones in Hydrobars, or in angry shouts
from the pulpits of the self-righteous.
Either way, the world has changed, and
humanity is rising to neet the new
chal | enge.

. Rules Mdifications

his section covers all of the changes

to the base Fallout rules in the
Waterworl d universe. The ganme's mechanics
are exactly the sane: rolls against
statistics and skills are made nornally,
and conbat proceeds exactly as outlined in
the core rules book. Not e, however, that
there are only two races allowed in
Waterworl d, and some of the skills have

changed nanes and fornul ae. In addition,
there are a number of traits and perks
t hat are no |onger allowed in the
Waterworld environnment, and several that
have been added. For ease of use, the
rules nodifications are listed in the

order those rules are found in the core
rul es book, and an all-new character sheet
has been provi ded with t he skills
nodi fications summari zed.

For those wunfanmiliar wth the Fallout
PnP's version of the SPECI AL system now
m ght be a good tine to read through the
character creation and adventuring process
in the core rules book (Parts Il and 111,
respectively). The following
nodi fications wuse ternms defined in the
gl ossary of the core rules book, so a
famliarity with those definitions will be
hel pful, too.

A. Character Creation
Part One - Character Concept

Aside from the obvious differences between
the Fallout and Waterworld universes,
character concept is unchanged. Depending
on what kinds of characters a GV wll
allow in a canpaign, Waterworld characters
can come from al nost every society on the
pl anet. Before making a character
background, the GM and the players should
fam liarize themselves with the Waterworld
Canpai gn Setting, in Part (****), bel ow

. On Waterworld, you'll find many of the

same types of character you wll find




anywher e el se. Heavy
hitting boxers, sharpshooters,

sneaky t hi eves, mechani cs, sailors, T
har pooners, spies (or scout s, if you
prefer), and assassins are all different
character concepts that easily fit. Mst of
these people wll come from atolls, but
there are exceptions - see Societal Perks,
bel ow.

Part Two - Race

As previously nentioned, there are only two
available races in Waterworld - Humans and
Mut ant s. Super - Mut ant s, Hal f - Mut ant s,
Ghoul s, Deat hcl aws, Robots, and Dogs are not
racial options. Note that Miutants should in
no way be confused with Super-Mitants; a
Mutant in Waterworld is entirely different
than its Fallout counterpart.

Humans

Humans in Waterworl d are exactly the sanme as
in the core Fallout rules. They are between
1.5 and 2.5 nmeters tall at adventuring age,
live anywhere from 40 to 100 years, and
wei gh anywhere between 110 to 280 |Ibs.
Humans have a 30% resistance to electricity,
and gain a perk every 3 levels.

STR PE EN IN AG LK
M ni mum 1 1 1 1 1 1
Maxi mum 10 10 10 10 10 10
Mut ant s
Unli ke their Fal | out counterparts,
Waterworld's Miutants in the true sense of
the word. Sonehow, either through natural

selection or radiation damge, a Mitant's
parents DNA was changed in such a way that
it would be difficult to call the offspring
a Human. Mitants - al so known as Mute-os or

sinmply "Miutations" - are outcast from al npost
every society on Witerworld, and have no
real society of their own. Ther ef or e,

Mutants live entirely as outcasts, and are
forced to hide their mutations from "normal"
humans. For sone, this is relatively easy.
For others, it is inpossible. Usual |y,
Mutants with such nutations don't survive
past chil dhood.

Mutants are anywhere from 1 to 3 neters
tall, and their average |ifespan varies
greatly. For nost, it is the usual 40-100
years; however others, because of their

range. Mut ants can wei gh anywhere
from90 to 340 |bs and, |ike Humans,
have a base 30% resistance to
electricity. Mut ants gain a perk every 3
| evel s.

Mut ants have one other restriction - they
must choose a Trait (see below for an
explanation), and that Trait nust be from

the "Miutants only" list. This trait
represents their mutation and, as with any
trait, is a doubl e-edged sword. In the

case of Mutant Traits, the better the
bonuses, the harder the nutation is to

conceal . Parties with a lot of Mitants
showing off their mutations aren't going
to last very long on Waterworld. The
pl ayer can choose one and only one Mitant
Trait. For a list of sanple Mitant

Traits, see bel ow.

As a side note, the GM and the player can
meke their own "mut ations. " The
requi rements are sinple: the nutation nust
be somewhat within the realmof scientific

possibility (a tail, for exanple, is
encoded in mammualian DNA, while feathers
are not). In addition, the greater the
bonus, the harder the nutation is to
conceal. If that tail helps a nmutant swim
at a 50% faster rate, for instance,

chances are it's going to be large - and
very difficult to hide. Al  custom

mut ati ons nust have GM approval before
bei ng i npl enent ed.

STR PE EN IN AG LK

mutations, may fall on either side of that

M ni num 1 1 1 1 1 1

Maxi mum 10 10 10 10 10 10

Part Three - Traits and Soci etal
Per ks

Traits work exactly the same as in the
core rules - a character can choose one,
two, or no Traits. The exception to this
rule is Mitants, who nmust choose at | east
one Trait from the "Miutants Only" |ist.
The Mutant character can only choose one
Trait fromthat list, and that Trait takes
up one of the tw available Traits.
Therefore, Mitants can only choose one
other Trait other than their Mutant Trait,
if they desire. No one can have nore than
one Miutant Trait.

@ The other change to the core rules are




Soci et al Per ks, listed
bel ow. Soci et al Per ks
represent a certain Wterworld

that a character belongs to. Characters

wi t hout Soci et al Per ks are consi der ed
generic, atoll-dwelling, "nor mal "
i nhabi tants of Waterworl d. A character can
only have one Societal Perk. Think of a

Soci etal Perk as a "trait" that can never be
changed, but doesn't count as one of your
two traits; much like the Slaver or Porn
Star perks in Fallout 2.

Al'l changes to specific Traits are listed
bel ow. Note that some Traits are no |onger
available in a Waterworl| d canpai gn.

Fast Metabolism Unchanged

Brui ser: Unchanged

Smal | Frane: Unchanged

One Hander: Unchanged

Fi nesse: Unchanged

Kani kaze: Unchanged

Heavy Handed: Unchanged

Fast Shot: Unchanged

Bl oody Mess: Unchanged

Ji nxed: Unchanged

Good Natured: Unchanged

Chem Reliant: Only Miutants can choose this
Trait, although it does not count as a
Mutant Trait.

Chem Resistant: Only Miutants can choose this
Trait, although it does not count as a
Mutant Trait.

Ni ght Person: Unchanged

Skill ed: Unchanged

G fted: Unchanged

Sex Appeal : Unchanged

Unavailable in a Witerworld

d owi ng One:
canpai gn.

soci etyq""'

Tech W zard: Unchanged

Fear the Reaper: Unavailable in a

Wat erwor | d canpai gn.

Vat  Skin:
canpai gn.

Unavailable in a Wterworld

Ham Fi sted: Unavailable in a Waterworld
canpai gn.

Donesti cated: Unavailable in a Waterworld
canpai gn.

Rabi d:
canpai gn.

Unavai |l abl e in a Wat erwor | d

Tight Nuts: Unavailable in a Waterworld
campai gn.

Targeting Conmputer: Unavailable in a
Wat erwor | d canpai gn.

EMP Shi el ding: Unavailable in a Waterworl d
canpai gn.

Beta Software: Unavailable in a Waterworl d
canpai gn.

New Traits
Har pooner
Call you Ishmael. Your character was

specially trained in the use,
construction, and repair of spring-|oaded
and gas-loaded firearms, such as harpoon
guns. However, conventional firearnms -
those that use gunpowder as a propellant -
aren't your cup of tea. You get a 30%
bonus to your Small Guns, Big Guns, or
Unconventional Guns Skills when using guns
that do not use gunpowder as a propellant.
When using a conventional, gunpowder -

propelled firearm you suffer a 40%
penalty to the appropriate skill

Sea Legs

Since you've lived nmost of your life in

smal | outposts, on boats, or on the ocean
itself, your character does not suffer any
penalties to novenent t hat m ght be
incurred from rough seas. In addition,
your character can swim at a faster rate
than nost others; it only takes you 1 |less
AP to nove 1 hex. Bei ng confortable on
the sea is a disadvantage on large atolls
(and some enornmous vessels), where you

& cannot feel the rocking motion of the




waves. | n these situations,
the character is unsteady, and

combat .

Landl ubber

The vast mpjority of your life was spent on
a large atoll or simlar place - perhaps

even the nythical Dryland - and you are wel
adapted to life off of the rolling of the
waves. You get an extra 3 AP in conbat, but
those AP can only be used for nmovenent, and
only when conbat is taking place on a large
atoll, enornous vessel, or Dryland itself.
In addition, your character gains a +2 bonus
to Sequence when involved in conbat where he
or she cannot feel the roll of waves. When
you are in the water, though, you can barely
dogpaddle. It takes an extra 2 AP to nove 1
hex whil e sw nmi ng.

Endurance Swi mmer

You have an unnaturally high amunt of slow

twitch nuscle fibers, and can therefore swim
greater distances than other people. You

only need to nmmke an Endurance check every

10 mnutes when you're in the water; the
drawback is that you don't swim as fast as
ot her people, and it takes you 1 nore AP to
nove 1 hex while you're sw mi ng.

Speed Swi mrer

You have an unnaturally high amount of fast-
twitch nuscle fibers, and therefore swim
much faster than other people. It takes you
1 less AP to nove when you're in the water;
the drawback is that you tire out sooner,
and nmust meke an Endurance check every 30
seconds (every 3 combat rounds).

Soci etal Perks

As outlined above, these perks reflect
menbership in one of Waterworld's societies.
Most of the time, the drawback to these
perks is the sane as the bonus: nenbership
in the group.

Sl aver
Your character is a nenber of a famly that
is involved in the sale of human beings.

You start off wealthier than everyone else
(the GM should decide just how nuch wealth
is appropriate to the canpaign), but unless
you continue to participate in the slave
trade - and therefore negatively affect your
famly wll

Deci si ons,

Karma and Reputation - your
begin to hunt you down.

it takes 1 AP extra to nopve 1 hex i|1ﬁ"

s get an initial 15% bonus.

deci si ons. . . For nore information

on the Slavers, see the Groups
section of the Waterworld Canpaign
Setting, bel ow.
Mar i ner
The few, the proud - the Mariners. Your
character belongs to the elite sailing
class of Waterworl d. Mariners live their
entire lives sailing between atolls,

trading and bartering between thenselves,
and the inhabitants of the floating towns.
Your character . ;

gai ns anpE
i mmedi at e 40%[ =5
bonus to his or
her Seafaring
skill (after that

s kil | i s
determ ned), but g

|l oses 1 point of
Chari sma. Thi s =
means that,

i nst ead of 5
initial starting
Charisma points,
your character

starts Wi th 4
points, and can ==
never take his or
her Chari sma | =g
above 9. You are z
great at sailing, but people skills aren't
exactly your forte.

Snmoker

Al t hough Snokers al nost never strike out
on their own, there are exceptions. Once
a menber of this ruthless organization,
you are now a lone wolf - or, perhaps, a
Snoker spy. Regar dl ess, you have access
to a higher initial tech level at the
begi nning of the ganme - where others m ght
have bows, you'll have a firearm On the
downsi de, you're hunted like a rat by the
Snmokers - and you're addicted to nicotine

If your character does not get a nicotine
fix once every 8 hours, you'll experience
wi t hdrawal as outlined in the core rules.

Recycl er

Your job on the atoll was one of the nost
i mport ant - you ran the recycling
facilities. Thi s means you have
connections and fame on any atoll you

should happen to find yourself in, and
your Seafaring, Science, and Repair skills
Unfortunately,



you haven't had nuch tinme to
refine your fighting skills.
Your Smal | Guns, Bi g Guns,
Unconventional Wapons skills all start off
at a 15% penalty, and your Unarmed and Mel ee
Weapons skills get a 25% penal ty.

Foundat i oni st

Foundationists rarely |leave their conpound,
and when they do, it is for research
purposes only. Foundati oni st characters
should be extrenely rare, as it wll be
obvi ous to anyone on Waterworld that they do
not belong; their skin wll be pale and
easily burned by the sun, and their speech
patters are odd and out - of - pl ace.
Foundationists get a 15% bonus to their
Unconventi onal Wapons, Science, and Repair
skills, but suffer a 1-point penalty to
Endur ance. This means that your character
starts with 4 Endurance points, and can
never take his or her Endurace above 9.
Characters with the Foundationist trait
cannot choose a Miutant Trait.

Mutant Traits

As outlined above, Miutant Traits represent a
mutation in the character - and an extra
rol epl aying challenge for the player. The
nore extrene the nmutation, the harder it is
to conceal . A nutant character who isn't
being careful can doom herself and her
fellow adventurers with one slip-up, so
mutations are not to be taken lightly,
either by the player or the GM Endi ng up
at the bottom of some atoll's recycling
tanks isn't the best way to end a canpai gn.

| ct hyosapi an

Your character has devel oped the npst
obvi ously beneficial traits on Waterworld -
gills and webbed feet. While all human
fetuses develop gills at some point during
their gestation, sonehow, you nahaged to
keep yours - and they work. In addition,
you have an wunnatural amount of webbing
bet ween your toes, allowing you to swimat a
faster rate. You don't have to make
Endurance checks while swimmng, either on
top of the water or underwater, and novenent
in water costs you 1 less AP per hex.
Anot her added bonus is that, because of the
way your body can absorb oxygen through
water, you do not suffer any ill effects of
deep-sea diving related to air (the bends,
etc.) For nore information, see Diving in
the Life on the Water section, bel ow

Fel i sapi an

Somet hi ng bubbled up from humanity's
massi ve genetic history and nanifested
itself in your eyesight: you have an
unnaturally high anobung of rods in your
eyes. This nmeans that you can only see in

bl ack-and-white, but |like a cat, you can
see perfectly in al | but absol ute
dar kness. Your pupils reflect this

mutation; like a cat's, they are slitted
in high light and get wi de and glassy in
the darkness. Anyone | ooking at your eyes
will notice they are not nornmal. Li ght
nodi fiers in combat, and for adventuring
pur poses, are conpletely ignored, except
when you are in absol ute darkness - either
at the bottom of the deepest parts of the
ocean, or in a conpletely enclosed area
such as a deep cave or solitary prison
cell

Cani sapi an

Al though the expression "nose like a
bl oodhound' s" has | ost sone of its nmeaning
on Waterworld, as bloodhounds have been
extinct for hundreds of yars, it mght
fit your character perfectly. Genetics
has endowed your character with a super-
keen sense of snell, which includes the
ability to sense things that normal humans
cannot, such as enenmies hiding behind
wal | s and ot her hidden dangers. Because
of this, your nose, although human in
appearance, is about three tinmes the size
of a normal hunman nose, and whenever your
character snells sonmething out-of-sorts,
he or she makes an involuntary "snuffing"
sound, like a dog on the scent. Try
explaining that to the local sheriff.

Or angusapi an

It's long been known that humans have
vestigial tails, and occasionally children
are born wth a short, non-functional
model , but sonmehow your character got a
| arger share of simian DNA that the rest
of Waterworld's inhabitants. Your tail is
not only functional, it 1is strong and
wel | -trai ned. You can control it like a
third hand, using it to balance yourself
as well as clinmb or hang from hi gh pl aces.
Your character gets a 1-point bonus to
Agility, and the maxi mum  for t hat
Statistic becones 11 (nmeaning you can
raise your Agility beyond the nornmal
raci al maxi mun .




Sauri sapi an
Reaching far, far back in our
evol utionary hi story, your

mani fested an unusual trait; instead of
normal, manmalian skin, you have a nore
reptilian, scaly hide. While you still have
normal hair on your head and body, your skin
|l ooks incredibly dark and alnost green in
color. A close inspection will reveal that,
i ndeed, you have raised reptilian scales
i nstead of skin. The good news is that your

skin protects you far better than your human
friends, giving you a 10-point bonus to your
Arnor Class. The bad news is that everyone
is going to want to nmeke boots out of you -
or, perhaps, just make sure you don't Ilive
to pass on your genes.

Sodi osapi an

One of the nobst beneficial and potentially

| east-revealing nutations, your genes have
devel oped to the point where your body can
process the high amunts of sodium in
seawater to allow you to drink it wthout
any harnful effects. You don't need nornal

hydro to survive at all, renbving one
i medi ate and pressing need from your to-do
list. In fact, although it should never be
a problem you *need* to drink seawater at

| east once a day, as your body is reliant on
the sodium content. Everyone on Waterworld
knows that drinking seawater will kill vyou,

so partaking of this beverage when around
others will immediately arouse suspicion and
m strust.

Ferrousai an

No one is quite sure where this genetic
trait came from but somehow your DNA
includes a few genes that tell your body to
produce small claws on the ends of your
fingers. These four-inch claws ae razor-
sharp, and you never need to worry about
bei ng wi thout a weapon. Unfortunately, that
isn't going to matter if some nosy atoll-
dwel l er gets a good | ook at your hands.

genesq""'

Ferrous Cl aws

Mn. ST:. VAW NADng: M>+5 Rng: 1 AP S 3
T. 4 B NA
Pl at ysapi an
The nane is probably nisleading, but this

strange genetic nmutation has given you | arge
paddl es instead of feet. Each about a foot-

and-a-half long, your swimring ability is
greatly enhanced, but as you can inmagine,
wal king on land is a bit of a chore - not to

mention the problens involved in

dancing, or just trying to keep them

out of sight. Swimring takes you 2 |ess
AP per hex when you choose this trait.
Wal king (or waltzing) on |and takes you 2
nore AP to nove 1 hex than normal, and
sonmeone's bound to notice your unusua

gait.

Hel i osapi an

Li ke a dolphin or a whale, you can store
| arge amounts of oxygen in your body for
ext ended dives. Your skin and nuscle

ti ssue has several "pockets" where you can

store air when you dive underwater; of
course, it is obvious to anyone watching,
as your chest, arms, and thighs will bl oat
up |ike balloons. Your body returns to
normal as you slowy exhale the air, and
when utilizing this ability, you can go
five m nutes, or 30 conbat rounds, without

maki ng an Endurance check while sw mi ng.

Venusapi an

Not necessarily a genetic trait but an
environnmental adaptation, your character
needs far |less oxygen than normal to
continue cellular activity. This nmeans
that you can walk in areas where there is
little-to-no oxygen - such & a burning
room or a tank full of fumes - and not

suffer any ill effects. Chem cal weapons
and other toxic vapors, such as snpke and
gas clouds, only do half their norma

damage to you. O course, explaining how

you were able to crawl out of the belly of

an oil tanker when everyone else died
m ght take sonme creative engineering on
your part.

Part Four - Statistics

Primary Statistics

Primary statistics are determned as
normal; note that sonme Traits change
maxi mum anounts for statistics, and
starting values for those stats. Be sure

to renmenber
shapi ng your

to apply those changes when

character.
Secondary Statistics
determ ned as

statistics are

Secondary
nor nmal .




Skills, including choosing tag skills, are

al | det er mi ned as nor mal , Wi th t wo
exceptions. Energy Weapons skill has been
renanmed "Unconventional Wapons," as there
are no energy weapons in Waterworld, and
Qut doorsman has been expanded and renanmed

Seaf ari ng. For a detailed explanation of
these revised skills, see below. Note that
Pilot skill <covers the physical act of
sailing a boat or driving a jetski, but not
actually navigating it. Also note that the
renaned skills use the sane fornulae
outlined in the core rules for the skills
t hey repl ace.

Unconventi onal Wapons

This skill covers the basics of firing,
mai nt ai ni ng, and reloading weapons not
covered in either Melee, Small Guns, or Big
Guns skills. These weapons include harpoons
and any other gun that doesn't use
conventional propellants, as well as certain

advanced fishing devices.

Initial | evel : Starting Unconventi ona
Weapons skill is equal to 0% + (2 X AQ.
Aver age characters start with a 10%
Unconventi onal Wapons skill.

Seaf ari ng

Seafaring covers the arts of survival
surface of Waterworld. Seaf ari ng know edge
covers all the basics: navigation, rigging a
boat, harvesting clean hydro, know edge of
different marine animals, fishing, and any
ot her survival skill. It's always good to
have at |least one party nenber who knows
somet hi ng about navigation and life on the
open waves; wthout him vyou're just a
sitting duck, sailing in circles, and likely
to die due to lack of water and food.

Initial level: Starting Seafaring skill is
equal to 0% + (2 X (IN + EN)). Aver age
starting characters will have a 20%
Seafaring skill.

on the

Part Six - Finishing Touches

Fi ni shing t ouches are pretty sel f-
expl anatory and are the sane as detailed in
the core rules.

S

7
£

Conbat

Conbat, and vehicle conbat, is prefornmed
exactly as outlined in the core rules
book, with a few notable exceptions.

There have been sone additions to ship-to-

ship conbat, and there are now rules for
crashing on the water. Previ ously, there
wer e no rul es for crashi ng, only
capsi zing, and those rules have also been

expanded, bel ow. Not e expanded rules for
sailing and swimring in Life on the Water,

bel ow, that nmight have sone bearing on
vehi cl e combat. Also note rules for
darkness and depth, below, that will also
have sone bearing on underwater conbat.

Li ght Modifiers to Underwater Conbat

Water isn't
of 1ight

necessarily the best conductor
particles, and being underwater
reduces the effects of the daylight
over head. For every two meters of water
between the diver and the surface, to-hit
rolls suffer a 1% penalty. At 70 neters

that's a 35% penalty to the to-hit roll.

Note that these penalties are added to
penal ties rendered from weat her, sunlight,
and moonlight as outlined in the core
rules. O course, a light source such as
a flashlight or underwater flare can
negate sone or all of the penalties for
lack of [light underwater. For nore
i nformati on about diving, see bel ow

Battl es on the Waves
Not es about Vehicl e Speed

On the water, vehicle speed and w ndspeed

isn't neasured in Kkiloneters per hour
rather, it is measured in nautical mniles
per hour, or nmore sinmply, Kknots. A

vehicle's top speed is given in knots, and
is affected by wind speed and direction,

and ot her factors such as damage.
Converting knots to KPH is relatively
sinple, as is figuring out how many hexes
a vehicle moves in a round. Use the
foll owi ng formul ae:

Knots to KPH

Speed in Knots X 1.392 = Speed in KPH
Movenment in One Round

Speed in Knots X 2 = Meters (hexes)

# traveled in one round




Vehicle
Watercraft

Systems

Since the overwhelmng mpjority of vehicles
on Wat erwor | d are boat s and simlar
wat ercraft, sone nodifications are necessary
for cal cul ati ng damage to vehicul ar systens.
Instead of the five basic areas outlined in
the core rules, each class of vehicle is
broken down into one or nore systens,
dependi ng on the cl ass. For complete lists
of vehicles in each class, see the Vehicles
headi ng under Equi prent, below. Rudders are
an exception, and rules for destroying this
i nval uabl e device are outlined bel ow.

Rudder s

Not all boats have rudders, but many | arger
vessel s, especially those powered wth
propellers, do. If a boat has a rudder,
that rudder can be destroyed, rendering the
craft uncontrollable until repaired. 1t can
be assumed that a rudder has about 10% of
the hull's total hit points; therefore, if
the hull of a boat has 100 hit points (which
is a fairly weak vessel), then the rudder
has 10 hit points itself, *in addition* to
the hull's total hit points. In the exanple
above, if the ship had no other systens, the
ship's total hit points would be 110. The

rudder cannot be hit unless the attacker
makes a targeted shot; even then, the
attacker nust be in sight of the rudder. |If

the rudder is underwater, the attacker nust
sonmehow find a way to get within attacking
range and the appropriate depth.

For this reason, rudders are exceptionally
difficult to destroy in conbat, especially

when deal i ng with | ar ge, ship-to-ship
weapons that cannot be targeted. Al t hough
it is possi bl e to render a ship
uncontrollable in such a way, it is far

easier to destroy a rudder before conbat
actual ly begins, either by using expl osives,
tools, or sone other form of sabotage.

As stated above, a ship whose rudder has
been destroyed - all of the rudder's hit
points renoved, and not a hit point |ess -
cannot change course, and nust continue in a

straight Iine wthout turning. Note that
the rudder, when destroyed, is obliterated,
not disabled, so the boat wll just go

straight, not in a circle.

Boat Types

Si npl e Boats

Sinpl e boats have few or no noving parts,
and include canoes, rowboats, and diving
bel I s. Sinpl e boats do not have systerns;
all hit points are concentrated in their
hul | s.

Sai | boat s

Sai | boats harness the wind using |arge
sheets of cloth as their source of
propul sion. Although there are many ki nds
of sailboats, nmpst are divided into two
systenms: the hull and the sails and
rigging. The sails and rigging is byfar
the nore delicate of the two systens; if
the sails are damaged or the rigging
destroyed, a sailboat becones difficult to
control or, worse, dead in the water.

Power ed Boats

Power boats cone in all shapes and sizes
ranging from a one-nman jetski to a 100-
crew cabin cruiser. Sone sail boats
contain power propul si on syst ens as
backups; in that case, the sails and
rigging are added as an additional system
to those bel ow. Powered boats are divided
in much the sane way that a land vehicle
is divided; they have a hull, some kind of
propul sion such as propellers or an
i nboard engine, the engine itself, and a
control system that is Ilinked to the
rudder. Note that these are, in fact, al
separate from a rudder, iif one exists
(and, in nost cases, it wll).

Capi tal Shi ps

Capital ships are |oosely defined by their
si ze, tonnage, and crew size. Basi cal |y,
a capital ship is any boat that carries
100 or nore people. While there are, no
doubt, sone capital ships that use sails,
it is not the nost efficient method to
nove an enormous boat around, and the
overwhel ming majority of capital ships use
sone kind of power system For this
reason, they have the sane systens that
powered boats do, just on a nuch |arger
scal e.

Danmagi ng or Destroying Ship Systens
Below is a chart detailing effects of

damage and destruction on various ship
syst ens. Note that when the hull and

/= sails are both dammged, the ship's speed




is slowed first by the
sails, and then by the hull
Therefore, if the sails were 50% gone,q""'
that would be half the normal speed; and
then the hull damage would be a percentage

of that speed. |If a ship that was traveling
at 50 knots lost half its sails, its speed
woul d drop to 25 knots.

System Ef f ect

Hul | Ship's speed is slowed by a
percentage equal to the
percentage of danmage the hul
has taken; if the hull is 70%

destroyed, the ship can only
nove at 30%its usual speed

Sails Ship's speed is slowed by a
percentage equal to the
percentage of damage the sails
and rigging have taken; if the
sails are 70% destroyed, the
ship's speed is slowed by 30%

its usual speed. This has the

ef f ect of lowering a ship's

maxi mum speed. - for this

reason, sai l damage is

cal culated and deduced before
Rudder hul | damage.

When the ship's rudder is
conpl etely destroyed, the vessel

Contr ol can no | onger change course
The ship can no |onger be
controlled, and wll be at the

mercy of the wind, the waves,
and the currents. Note that the
ship is stuck in whatever
throttle position it was |ast
set to, and can no | onger change

di rection. Unfortunately, if
the ship has a rudder, then the
ship continues in whatever

direction the rudder was |ast
Propul sion turned; this could nean the ship

will travel in circles. The
ship begins to slow down and is
adrift. It can still steer, use
oars, or use sail power, if

appl i cabl e

Engi ne The ship stops dead in the
water, and nmust find another
form of propul sion. There is

also a 30% chance that the
engi ne expl odes, doi ng damage
equal to 1d10 X (2 X Tonnage) to
al | systens and all peopl e

unlucky enough to be on
boar d.

New Vehi cl e Conbat Techni ques

Fighting on the open sea has led to the
devel opnent of di fferent hazards and
fighting procedures t han | and- based
vehicl e conbat . Some are j ust
nodi fications of |and-based rules, while
others are new to ship-based fighting.

Crashing on the Water

Disregard the statenent "sea vehicles do
not crash" in the core rules book; when a
boat crashes into another boat, a wall, or
a rock, passengers will suffer the same
effects as when on | and. However, instead
of rolling 1d10 for every 10 KPH, rol
1d10 for every 15 knots, rounded down.
Therefore, if a ship is traveling at 32
knots and crashes, everyone aboard takes
2d10 points of damage. Broken linbs are
rolled for wusing *one half* of the
vehicle's speed in knots; head wounds
happen only on a critical failure or 2% or
less. |If the passengers are able to brace
for the inpact, damage from the crash is
hal ved after it is deterni ned.

Ranmi ng

Wile not the npst elegant neans of
destroying an eneny vessel, ramming is one
of the npbst effective nethods to sink the
ot her guy. Ranm ng, as you m ght inmagine,
i nvol ves smacking the front end of your

vessel , ei ther i ntentionally or
unintentionally, into another ship, an
atoll wall, or a creature that is either

| arge enough or dunmb enough to sit still
while you hit it. Unl ess your ship has a
ram on the front, you also damage your
boat in the process, but sometinmes this is
preferable to losing a conbat al together -
or, if your ship is on the verge of
si nki ng anyway, it's a great way to go out
wi th a bang.

In order to ram an object, you have to be
pointed at it, and navigate your way into
it. O course, this nmeans that the object
has a chance to respond, and in nost
cases, will try to get out of the way. |If
your ship nmanages to connect wth your
target, the target takes damage equal to
Xd20, where X is equal to your ship's
Tonnage plus one-tenth of it's current
speed, rounded nornmally. Therefore, if
#1 you were sailing a 20-ton boat at 44
knots, you <could ram sonething for
24d20 points of damage. Your boat




takes one-quarter (25% of
the actual damage incurred to

the other wvessel, but that danmage
concentrated just in the hull. 1In addition,
passengers on both ships nust nmeke rolls for
crashing on the water. If the ranmng
vessel is equipped with a ram - a |large
device specifically designed to punch hol es
in walls and other ships - then the ranm ng
vessel takes no danmge, al though its
passengers still roll for crashi ng damage.

Grappling Anot her Ship

Al t hough harpoons are primarily wused for
hunting large aninmals such as \Wal ephins, a
speci ali zed harpoon, called a grapple, is
used to latch onto other ships. There are
two Kkinds of these grapples; the personal
ki nd, which a character holds in her hand

and the ship to ship (or StS) kind, which is

attached to another boat. The persona
grapple is small and can easily be held in
the hand or attached to sonmething like a

bandolier or belt; the StS nodel is huge and
can tear a large hole in another ship's

hul | . Grappling has two effects: first,
depending on the size of the vessels, it
all ows one ship to begin pulling the other;
second, and
it adds
extra weight
to the
target ship,
sl owi ng it
down or
pul I'i ng it
al ong (see
Boarding,
bel ow)
When t wo
ships are grappl ed together, whichever ship
has the greater tonnage will begin to pull

the smaller ship; the ship that wins this
contest is then slowed by one-half of
what ever percentage the smaller vessel is of
the larger's total tonnage. That neans that
if a 50-ton catamaran were to grapple onto a
200-ton ironclad, the ironclad's top speed
woul d then be reduced by one-half of 25% as
the catamaran is 25% of the ironclad's tota
wei ght . In other words, of the ironclad' s
top speed was 40 knots, it would be reduced
to 35 knots as it was dragging the other
ship behind it.

Not e that grappling works both ways; snaller
ships can begin to weigh larger ships down,

i g —

slowing their escape, and |arger
ships can drag snmaller ships around,
pulling them off-course. Once the
grapple is attached to both ships, it
doesn't matter which ship fired the hook,
everything is determ ned by weight.

OF course, it is possible for the crew of
the target ship to renpbve a grapple; such
an action requires two conbat rounds worth
of time and two sequential, successfu

Strength checks, one each round. If a
Strength check fails, the crewnan can
attenmpt to renove the grapple in the
following round. If two crewren each nake
successful Strength checks in one round,
the grapple is renoved. Note that the
grapple falls out at the beginning of the
next round of conbat.

Boar di ng Anot her Ship

VWen vyou don't want to destroy your
opponent's vessel, but still want to kill
him or take his stuff, you are going to
have to board his ship to do it. Boarding
can be difficult, especially if your eneny
doesn't *want* you on his ship. I'n order
to board a noving vessel, you nust fire

at a mininum three StS Gapples into his
hull (see Unconventional Wapons in the

Equi pnrent section for nore details on
specific grapples). Then, you nust reel
in the grapples until your ship is

al ongside of his, which can take quite a
whi | e. Then, when cl ose enough, you nust
have a gangpl ank of appropriate length to
bridge the gap between the ships (or a
| oose piece of rigging, or a mast, or
sonething simlar). Then, you nust cross
t he gangpl ank and board the eneny ship.

of course, as outlined above, your
opponent can renove your grapples. He can
al so destroy or renobve your gangplank as
you come over. As a last resort, he can
gang up on you once your boarding party
crosses the gangpl ank, easily cutting you
down, as only one or two people at a time
can usually cross a gangpl ank. In other

words, boarding is sonmething that is best
done once you have elimnated a | arge part
of your eneny's crew, and/or you have a
| arge enough crew of your own to survive
t he process.



Ships turn like normal vehicles, but some =

shi ps cannot handle the stress of a fast
turn. A turn at nore than half of the
ship's top speed requires a roll against
Capsi zing, outlined below, but *only* if the
ship does not have a keel or other support
system

Capsi zi ng

Al t hough capsizing is always a concern on
the ocean, certain craft are nore prone to
ti pping over than others. Crafts w thout
keel s or other nmeans of steadying thenselves
are at a far greater risk of tipping over
than their advanced counterparts; if a craft
has no keel or support system it is noted
in the vehicle's description. Advent ur es
will stipulate at which points rolls against
capsi zing should be made; these rolls are
modi fied rolls against the current driver's
Pilot skill. If the craft has no driver
when such a roll needs to be made, it
automatically capsi zes.

Every craft has a CAP rating: this is the
bonus (or penalty) to the Pilot skil
required when maki ng a roll agai nst
capsi zi ng.

Rolls against capsizing should be nmde
during inclenment weather, rough seas, hard
rains, vicious conmbat, and hard turns.

C. Life on the Water

This section details inportant information

about life on Waterworld, including rules
for sailing, diving, and other inportant
wat er sports. It also contains overviews of

different societies on Waterworld as well as
ot her good things to know about life at sea.
Basic skills like setting traps and sneaki ng
around are all covered in the core rul ebook;
what you will find below are additions and
changes to those rules. Modifications, when
necessary, wer e made to reflect t he
di fferences between the Fallout universe and
the Waterworl d universe.

Energy, Gas (Petrol), and Power

Unlike the Fallout wuniverse, vehicles and
itens do not use energy cells in Waterworl d;
it is assumed that the cataclysm happened
before these things could be invented. One

the reasons sail power is so
popular is that gasoline (petrol to
our European readers) has becone an
excruci atingly rare comuodi ty, wort h
al rost as much as prem um dirt. To nmeke
matters worse, nost of the oil and gas (or
go-juice) reserves lie in the hands of
Smokers and Sl avers. For this reason, it
is rare to find a gas-powered notor
anywhere but in the hands of these groups.

The atolls and mariners, however, have
turned to alternative energy nethods. One
thing that is never in deficit in
Waterworld is wind, and nost, if not all,
atolls have some kind of w nd-harnessing
power station to drive notors, |ights,
recycling facilities and, in rare cases,
refrigeration. Mariners use w nd power
generators to nmmintain powered parts of
their boats, like snmall, battery-operated
mot or s, distilleries, and even
gr eenhouses.

A nmuch nore comon system especially for
movi ng | arge objects like town gates or
rigging on a boat, are elaborate pulley-
and-wei ght notors. While these are nuch
easier to repair and maintain than w nd-
powered engines, their complicated nature
means they are harder to construct, and
require nmuch nore space.

Maps and Navi gation

Maps of \Waterworld are fairly useless
after periods of nobre than six nonths, as
currents and winds tend to blow atolls
around and keep them in only the nost
gener al of ar eas. Wiile there are
distinct climte zones, with seas turning
icy-cold near the poles, for the nost
part, Waterworld is unbroken ocean and can
be difficult to navigate due to |ack of
per manent | andnmarks. How the GM decides
to handl e navigation is conpletely up to
him or her; the characters, on the other

hand, always assune they are navigating
correctly when attenpting to find their

way. Qutlined below are two possible
met hods for navigating around Waterworld

one is sinple, and hel ps to ease ganepl ay,
while the other is nore conplicated but

far nore imrersive in the nautical
envi ronnent .
The easiest nmethod of navigation is to

/= roll against the navigating character's




Seafaring skill. A
successful roll means they are

on the right course; a failure neans theyq""'

have strayed off course. How often vyou
require these rolls is up to you; once per
day, or once per j our ney are bot h
accept abl e. The nore often the rolls are
required, the nore realistic things are. |If
a character makes one or nore unsuccessful
rolls and then nakes a successful one, he or
she will notice inmediately that the craft
is off course. Anot her successful, secret
Seafaring roll nust be made imediately to
determine if the navigators can get back on
course. If that roll is unsuccessful, then
the characters mght be in for a real treat
as they try to bunmble around a featurel ess
| andscape.

Of course, if the party doesn't trust their
navi gator (lE, if he or she keeps getting
lost), then nore than one character is
allowed to mmke the navigation roll. | f
both rolls fail, the characters can agree on
the wong route; if both succeed, they agree
on the right route. If one fails and once
succeeds, the GM should not tell t he
characters which one is right, only inform
them of their difference of opinion and
wat ch the bickering
conmence

Anot her met hod  of
navi gation requires
a little nmore work

from the players,

but can be a fun

di version from

conbat - plus, it

yJ . i s far mor e

~ realistic. Sailors

Ast rol abe use a device called
an astrol abe to

take sightings of the sun and noon, called
"shooting the sun" and "shooting the noon"
respectively. Sun sight and nmoon sights are
taken either at noon or mdnight, depending.
The astrolabe is positioned so that the
celestial body is directly in the device's
viewfinder, and the rmeasuring bar sits
directly on the bottom of the object.
Sailors would often take multiple sights in
a day, guaranteeing accuracy when there was
no clock to keep track of exact noon and
m dni ght . From these sightings, and a
notion of the time of year, the sailors can
determine the latitude at which they are
currently sailing. Wth a sen -precise

latitude, it will not be difficult
for the sailor to determine
| ongi tude, based on the speed at which
the craft has been traveling and the tine
since the ship left port.

In gaming terms, it mght be best to have
a map or chart of the surrounding area;
crude maps will do fine, although there
shoul d be some scale on them to help the
pl ayers determ ne distance. Two flat
rulers to lay across the map will al so be
hel pful, and wll add an elenment of
realism \When the players decide to shoot
the sun or noon, the GM secretly rolls the
Seafaring skill. Success indicates the
character calculated latitude correctly;
the GM can then place one of the rulers
down over the nmap across the proper
latitude I|ine (for those that flunked
basi ¢ geography, latitude lines run up and
down on a map - the International Dateline
and the Geenwich (Prine) Meridian are
both latitude |ines). It is then up to
the players to determne, either through
skills or actual calculations, how far
they've come from port, and then use that
distance as a hypotenuse of a right
triangle. The other side of the triangle
is the second ruler, which determ nes the
craft's longitude - and coordinates on the
map.

Should the character fail the roll to
deternmine l|atitude, the GM places across
the map at an incorrect latitude; how far
fromthe actual latitude is up to the GM
If the roll failed by a | arge amount, then
the GM might want to consider placing the
ruler further than a smaller failure.
This can conpletely throw a ship off
course, especially if the error is not
caught in a day or two.

Of  course, shooting the sun and noon
depends largely on a lack of cloud cover.
If the characters cannot make an exact
measurenent due to clouds, the GM should
add penalties to the Seafaring roll. Note
that shooting the sun and noon nust be
done exactly at noon and nmi dni ght
respectively (although various sightings
t hroughout the day will help assure the
navi gator a closer-to-noon sighting), and
can obviously only be preformed and roll ed
for once a day (or night).




Ri ggi ng, and W nds

propul si on. Those that do are largely at
the mercy of the winds, which are erratic
and can change at any monment. Wnd speed on
Wat er wor | d is measur ed in knot s; a
sail boat's maximum speed is based on a
percentage of the current w ndspeed, and, of
course, the direction the ship is traveling.
Each ship's speed is given in the vehicle's
description in the Equi pnent section, bel ow.

There are two kinds of ships: those that are
square-rigged, and those t hat are
triangularly-rigged. The advantage of
square-rigged ships is that they can catch
the wind better and are therefore usually a
little faster - or bigger - than their
triangularly-rigged counterparts. The
drawback to these boats is that their
direction and speed is largely limted by
which way the wind is blowng. Because
their sails are stationary on their nasts,
their best point of sailing is broad reach,
or slightly turned from the w nd. A
triangularly-rigged ship, on the other hand,

has the option of rotating its sail around
the main mast, allowing it to catch the w nd
from al nost any direction; therefore, these
shi ps can perform a maneuver called
"tacking," and sail alnost directly into the
wi nd. A square-rigged ship attenpting the
same thing would likely be bl own backwards.

Therefore, while square rigging is the
easier type of rigging to construct, and is
better for hauling | arge amobunts of cargo, a

triangularly-rigged ship can travel faster
in less wnd, and has a far greater
maneuverability.

Some sailboats have two sets of sails,
specifically desi gned for di fferent
conditions. Smal | er sails al | ow

triangularly-rigged ships to tack at higher
speeds, and so forth. It requires a crew or
machinery to change sails, especially if it
needs to be done in a hurry. Different sai
configurations, and their nodifiers, are
found in the Enhancenents section of the
Equi prent |ists, bel ow

The chart below shows the different termns
used to describe directions a ship can

travel, according to which direction the
wind blows from Each ship has a "best
point of sailing,” which describes which

travel to

sai | boat nmust

direction the

Not all boats rely on sails as a form of

achi eve its maxi mum speed.
Penalties to speed are different for
each type of ship, and are described on
the charts bel ow

Broad beam reach  §

Broad reach

Running ci
ose-hauled
broad reach into the eye
Running Inio
wind of the Wind blows
ba from this
Funning direction
Close-hauled
Dot reach into the eve
Broad reach Close-hauled

Broad beam reach Close-hauled beam reach

Beam reach

Squar e- Ri gged Shi ps

Reach Penal ty

Runni ng -10%

Br oad 0%

Beam -40%

Cl ose- haul ed -80%

Into the Eye -110%

Tri angul arl y- Ri gged Shi ps

Reach Penal ty
Runni ng 0%
Br oad 0%
Beam -10%
Cl ose- haul ed -25%
Into the Eye -80%

Tacking is the method by which a
triangularly-rigged ship can sail nore o
less into the wind. The hel msman (or
hel mrswonman) turns between the two close-
haul ed points of sailing, attenpting to
mninmze the tinme the ship spends sailing
"into the eye" and keeping the ship on a
roughly zig-zag course, into the wind.
The exanple below shows how a ship would
travel if tacking.

< — Wnd

= lowering sails, or

Changi ng Sails

Cccasionally, your ship can be outfitted
W th di fferent ki nds of sails for
different situations. When raising or
changing sails, it




t akes one character 4
conmpl ete rounds (40 seconds) to

perform the task. At the *end* of the ==

fourth round, that character nust make a
successful roll agai nst Seaf ari ng to
det ern ne i f t he sails wer e rai sed

successfully, or if something got fouled up
Note that adverse weather conditions mn ght
call for a penalty to this roll

Shoul d the sails get fouled, it will take an
addi tional conplete round of combat to fix
them and another successful roll against
Seaf ari ng.

Trading, Barter, and Currency

Waterworl d's econony is primarily based on a
system of barter and exchange. Goods are
bartered in the normal method described in
the core rules, with one exception: there is
no real form of currency accepted on nore
than one atoll, except pure dirt or pure
wat er .

Atolls wll issue their own currency,
sonetimes called dollars, chits, or clanms,
whi ch represent deposits made into a "bank."
The bank isn't actually a bank per se, but
handl es the influx of dirt into the atoll's
farmng and recycling centers. VWen a
trader brings a certain anmpunt of dirt to
the atoll, the bank will issue the trader an
anount of chits equal to the value of the
dirt. O course, this transaction is open
to the sane kinds of bartering that occurs
in normal trades. For nore information, see
the core rules.

Ot her trades, such as goods-for-goods or
hydro-for-goods, are handled in the normm
manner described in the core rules. Hydr o
is worth about 1 unit per fluid ounce. For
conpari son's sake, a can of soda usually has
12 fluid ounces in it.

Pure dirt is also worth about 1 unit per
ounce. An ounce of dirt is about equal to a
t abl espoon. Dirt can vary in quality; pure
dirt has no sand or rocks in it. Most dirt
used for trading purposes is pure dirt,
while nost dirt characters will encounter is
likely to have some rough material init.

Water, Hydro, and Dehydration

Strange as it mry seem water is an enornous
t hough

concern on Wat er wor | d. Even

Waterworl d's inhabitants live their
entire lives on boats and floating
cities, as the old saying goes, "water
everywhere, and not a drop to drink."

Dri nkable water, what inhabitants cal
"hydro", is a precious conmodity. Wat er
is either distilled through a waste
recycler, or collected during rainstorns.
In sone areas, rain is unpredictable and
sporadic, and atolls in those waters can
go months without rainfall. Ther ef ore,
pure water can be as valuable as pure
dirt.

In ganme terns, it is inportant that
characters drink at least half a liter of
hydro per day; when characters cannot
consune this mnimm they begin to suffer
from dehydration. For each day past the
first when the character does not get
enough hydro, that character begins to
lose 1 point to his Strength and Endurance
Statistics, per day. When t hose
statistics both drop to 1, the character
goes unconscious and becones del usional
The character will then die in the nunber
of days equal to their original Endurance
total before dehydration began. When
dehydr at ed characters get suf ficient
amounts of hydro, they begin to recover
their Strength and Endurance at a rate of
1 point per day.

Pl ayi ng Under wat er

Wat erwor | d isn't entirely above the
surface of the ocean. For the few that
know about it, there is an entirely
different world below the surface of the
waves; a world not only of fish and other
marine creatures, but the shattered pl anet
and the remains of the civilization that
caused the cataclysm For this reason,
and many others, people often find it
necessary to spend |large ampunts of time
underwater. Whether it is diving for dirt
or swimi ng under a ship to drill a hole
in its hul |, di vi ng and swi mmi ng
underwat er works much the sane as sw mmi ng
on the surface. Base novenment rate is at
3 AP per hex, with nodifiers, if
necessary, and rolls against Endurance are
made normally as described in the core
rul es. The swimer can only stay
underwater for a short time wthout some
necessary equi pnent. Also, wvisibility

3 underwater is linmited unless the diver




uses some kind of eye cover
and, if needed, a |ight source.

A character can hold his or her breath for 1
combat round (ten seconds) times their
Endur ance. Therefore, a character with an
Endurance of 4 could hold their breath for
40 seconds. After that tine, the character
begins to take damage, and nust nmake an
Endurance check each round to avoid bl acking
out; if the character fails one of those
checks, he or she is out cold, has inhaled
water, and begins to sink, but still takes
damage as described below. For every round
the character goes wi thout oxygen, he or she
takes damage at a rate of 2 HP for the first
round, 4 HP for the second, 8 HP for the
third, 16 HP for the fourth, and so on. | f
the character's hit points drop below zero,
that character wll die unless soneone
fishes him out *within three rounds* and
resuscitates him with a successful rol
agai nst First Aid or Doctor

Sonmething to renenber
acting underwater -
is that it is a

when swinmmng and
especially in conbat -
t hree-di mensi onal worl d,

unlike the normal, nostly two-dinensional
realm of regular conbat. This can neke
tracki ng the conbat on a hex-sheet extrenely
difficult, but clever Gvs will likely find a
solution to this potential problem

Depth and Pressure

Depth and pressure is another concern
under wat er . The further soneone dives, the
more water is on top of that person, and the

more pressure is built. Alittle bit of

wat er pressure won't hurt, aside from making
an unpl easant "pop" in the diver's ear. A
| ot of water pressure, or a sudden change in
pressure, can be |ethal. Divers refer to
this condition as "the bends," wher e
nitrogen in the person's veins begins to
expand and collect at joints, causi ng
terrible pain and tw sting the body, when
t he person hasn' t spent enough tinme
equal i zi ng pressures on ascendi ng -

i nci dentally,
Boyl e's | aw.

a phenonenon that hel ped prove

Al t hough conditions largely determne how
deep a person can dive, equipnent is a nuch
| arger factor. A pressurized suit or

subnersi bl e can easily dive for 300, 500, or
even 1000 nmeters, depending on the suit or
sub and the amount of oxygen it carries.

Peopl e, on the other hand, usually
can't make it past 30 feet using
flippers and snorkeling gear. To go any

deeper requires either a rebreather or a

form of SCUBA gear.

Nei t her the rebreather or SCUBA gear will
take care of the problens associated with
pressure, however. A person using SCUBA
gear can conceivably dive up to about 70
meters, depending on the size of the
oxygen tank. On the way up, however, the
di ver nmust ascend no faster than 10 neters
a mnute, or a little less than 2 neters
per round. In addition, the diver nust
make stops at 13, 10, and 7 neters to
equal i ze pressure. Those stops nmust be no
| ess t han 4, 9, and 14 nm nut es
respectively. Therefore, diving is as

much about budgeting oxygen as it is
finding dirt, especially in Waterworld. A
diver who went no deeper than 10 neters

does not need to depressurize.

than a rate
takes | ess than

ascends faster
round, or

If a character
of 2 nmeters per

the mnimm time to depressurize, that
person has a chance equal to twice the
depth to which he or she dived that the
person will suffer from The Bends.

The only way to ease the effects of The
Bends is to get the person into a
pressurized chamber. Unfortunately,
pressurized chanmbers usually aren't a

priority in
If no chanber

resource-hungry Waterworld
is available, the character

suffers 1d10 points of damge per round
and in conpletely incapacitated. Her
Armor Class drops to just what she is

wearing (no Agility bonus), and she rolls

about in a 1-hex radius from where she
| ays. An Endurance check is made each
round; success indicates the player takes
half of the damage shown on the dice.
After six successes, and six rounds of
half damage, the condition goes away,
al t hough t he pl ayer wil | still be
incapacitated and in great pain for
anot her 1d10 rounds. Note that the six

successes do not all have to be in a row

Anot her nasty side-effect of diving is
sonmet hing called narcosis. Al so referred
to as the "rapture of the deep," narcosis
is a strange, surrealistic high that
from the nitrogen mx in their
t anks. The deeper a diver

di vers get
7= breathing




t he wor se the
condition can get. Every 10

m nut es, the player should rol
Endurance check, with a -1 penalty for every
40 nmeters between himself and the surface

A character at 80 neters would therefore
make an Endurance check with a -2 penalty.
If the check fails, the character begins to
suffer fromnarcosis. This is an excellent
chance for the player to roleplay actions

t hat his character would not normal |y
perform The effects can range from a
harmess high to dangerous and deadly
hal luci nations; in one case, a diver died

because he tried to give his oxygen mask to
a passing fish. Nar cosi s di sappears as a
di ver begins to surface.

Vi sion and Light in the Deep

Water not only conducts |ight poorly, but
human eyes aren't attuned to seeing
underwater very well. VWhen trying to see
underwat er, a character suffers a -3 penalty
to their Perception (note that any Prinary
Statistic cannot go lower than 1), unless
that character is wearing goggles or sone
kind of mask. This penalty affects many

t hi ngs, from to-hit rolls to noticing
enenmies to detecting potential traps.
Li ght is another matter. As stated

previously, penalties begin to add up when
diving deeper; after 300 neters underwater,
no discernable sunlight penetrates the

ocean, even in broad daylight overhead.
This mnmeans that characters wll need to
bring sonme kind of artificial |ight source.

Many pressure suits and subnersibles sone
with some kind of built-in light; whether or
not it works is another story entirely.

Falling Damage and Falling Into Water

One oversight in the core rulebook is the
lack of information regarding what happens
when a character falls off of a high
surface. Falling is wusually a very bad
thing, unless the player plans on falling
onto sonething soft and cushy. Falling onto
a hard surface, however, will cause damage
and probably a few broken |inbs.

For every 10 meters that a character falls,
the character sustains 2d10 points of
danmage. If a character fell 30 neters, she
takes 6d10 points of pain-inducing danmmge.
In addition, the character has a chance

anﬁ-'

equal to twice the height, in
met er s, of breaking a Ilinb (or
cracking their skull). The poor soul who
fell 30 nmeters has a 60% chance of
breaki ng sonething. What exactly the
character breaks is up to the GM it m ght
be based on how badly the character failed

the roll. If the character failed by only
a few points, then she mght have only
broken an arm If she failed by quite a
few points, she mght have broken two
arns. If the character nmakes a critical

failure (a roll of 3% or Iless), the

unl ucky sot |anded on her head, and takes
an additional 8dl10 damage and (if still
alive) is knocked wunconscious for the
nunber of rounds equal to the damage
incurred fromthe head wound.

'-'Falling onto

= wat er is a
A little different
story. Wt er

tends to give a
little nore than
solid earth,
especially when
the falling
per son's
velocity is |ow
A character can
fall up to 50
met er s ont o
wat er and needs
only to meke an

failure i ndi cat es t he

check;
character |anded incorrectly and had the

Agility

wi nd knocked out of him He nust struggle
for one round to regain his breath before
he can take action. Struggling takes
pl ace the next conplete round after the
fall; treat this as a loss of remaining
APs for the current round and a total |oss
of APs for the next round. Characters
falling fromgreater heights begin to take
damage normally, but height for damage
purposes should be calculated from 50
meters up instead of the water's surface.

Experi ence and Advancenent

Leveling Up

Leveling up in a Waterworld canpaign is
the same as it is in a regular Fallout

gane. There are some perks that are no
| onger avail abl e, ot hers t hat have

/& changed, and a few brand-new perKks.



The following is a list of perks from the ==

Fal l out core rules. Sonme of them have
changed, and some are no | onger avail able.

Action Boy: Unchanged

Adr enal i ne Rush: Unchanged
Ani mal Friend: Unavail abl e
Awar eness: Unchanged

Bend the Rul es: Unavail abl e
Better Criticals: Unchanged
Bl uf f Master: Unchanged
Bone Head: Unchanged
Bonsai : Unavai |l abl e

Bonus HtH Attacks: Unchanged

Bonus Ht T Danmage: Unchanged

Bonus Move: The bonus AP cannot be used for
novenment out of water.

Bonus Ranged Danmge: Unchanged

Bonus Rate of Fire: Unchanged

Braci ng: Unchanged

Break the Rul es: Unavail abl e

Brown Noser: Unchanged

Brutish Hul k: Unavail abl e

Cancerous Growth: Unavail abl e

Cautious Nature: This perk does not apply to
random encounters where the critter or
critters are underwater, and the character
is on the surface or otherwi se above the
wat er .

Conpr ehensi on: Unchanged

Crazy Bonber: Unchanged

Cult of Personality: Unchanged

Deat h Sense: Unavail abl e

Unchanged

Denplition Expert:
Di e Hard: Unchanged

Di vi ne Power: Unchanged
Dodger: Unchanged
Driving City Style: Unavail abl e

Drunken Master: Unchanged

Earlier Sequence: Unchanged

Educat ed: Unchanged

Enpat hy: Unchanged

Expl orer: Unchanged

Faster Healing: Unchanged

Fl exi bl e: Unchanged

Fl ower Child: Unchanged

Fortune Finder: Random encounters wth
ot her humans only will yield small amounts
of pure dirt instead of nobney. CObviously,
sea creatures do not carry around caches
of dirt.

Gain x: Unchanged

Ganbl er: Unchanged

Ghost : The
under wat er .

bonus does not apply

Gunner: Unchanged
Har m ess: Unchanged
Heal er: Unchanged

Heave Ho!: Unchanged
Here and Now. Unchanged

Hi de of Scars: Available only to nutants
with the Saurusapian trait.

Hit the Deck!: Unchanged
Ht H Evade: Unchanged

Kana Sutra Master: Unchanged




Leadf oot: Unavail abl e

Leader: Unchanged

Li f egi ver: Unchanged

Li ght Step: Unchanged
Li vi ng Anat onmy: Unchanged

Loner: Unchanged

Master Thief: Unchanged

Mast er Trader: Unchanged

Medi c: Unchanged

Ment al Bl ock: Unchanged

More Criticals: Unchanged
M. Fixit: Unchanged

Mut ate!: This perk cannot
or choose, a nutant or Societa

be used to change,
Perk trait.

Mysterious Stranger: Unchanged

Negoti ator: Unchanged
Ni ght Vi sion: Unchanged
Pack Rat: Unchanged

Pat hfi nder: As
the open water,

this perk does not
it becones usel ess.

apply on

Pi ckpocket: Unchanged
Presence: Unchanged
Psychotic: Unavail abl e

Pyromani ac: Unchanged

Qui ck Pockets: Unavail abl e
Qui ck Recovery: Unchanged
Rad Child: Unavail abl e

Rad Resi stance: Unchanged

Unavai | abl e

Ranger :

Road Warrior:
Sal esnan: Unchanged
Scout :
Scrounger: This

amuni tion for
such as harpoons.

perk does
Unconventi o

Shar pshoot er: Unchanged

Sil ent Deat h: Unchanged
Sil ent Runni ng: Unchanged
Sl ayer: Unchanged
Snoot h Tal ker: Unchanged
Snakeat er: Unchanged
Sni per: Unchanged
Speaker: Unchanged
Stat!: Unchanged

Steady Arm Unavail abl e
St onewal | : Unchanged
Strong Back: Unchanged
Stunt Devil: Unchanged

Survivalist: Thi s perk
nodi fies the Seafaring skill.

Swi ft Learner: Unchanged

Tag!: Unchanged

Tal on of Fear: Unavail able

Team Pl ayer: Unchanged

Thi ef: Unchanged

Tough Hi de: Unavail abl e

Toughness: Unchanged

Tunnel Rat: Unchanged

Way of the Fruit: Unavail abl e

/= WWeapon Handling: Unchanged

Unavai | abl e

Does not apply underwater

not apply to
nal Weapons,

(obvi ously)



The following is a list of
new perks for wuse exclusively
in a Waterworl d canpai gn.

Ar gonaut

Your travels have given you an uncanny
ability to master the winds and currents.
When helnming a vessel that uses sails as a
means of propul sion, the boat's top speed is
i ncreased by 25%

Ranks: 1
Requi rement s:
Level 9

Strength 5, Intelligence 4,

Don't Pani c!

You are a seasoned traveler, ad know the
ins and outs of the different atolls. Your
Charisma is increased by 2 for the purposes
of reaction rolls when deal i ng with
Waterworld's other inhabitants, and your
Barter is increased by 25%

Ranks: 1

Requi rements: Intelligence 5, Charism 5,
Level 9

Machi ni st

All  that time you' ve spent around the

machi ne shops has finally paid off. You' ve
pi cked up a thing or two, and are now mnuch

better at fixing things. For each rank of
this perk, your Repair skill is increased by
20%

Ranks: 2

Requirements: Intelligence 6, Level 6
Nauti | us

Diving is no longer a problem or a nystery
for you. You do not suffer any ill effects
from diving, including narcosis and the
bends. Must Dbe nice to not have to
depressurize, huh?

Ranks: 1
Requi renents: Strength 6, Endurance 7, Leve
12

Navi gat or
Prince Henry has nothing on you. You' ve
mastered the nmethods of finding your way

around Wat er wor | d. For pur poses of
determning location or other navigational
procedures *only*, your Seafaring skill gets
a 50% bonus.

Ranks: 1

Requirements: Intelligence 5, Level 6

Ri ggi ng Rat
You have beconme adept at learning how to
It only takes you 2

rai se and | ower sails.

conpl ete rounds of conbat to change
your ship's sails when you have this
perk, and you get a 10% bonus to your
Seafaring skill.

Ranks: 1

Requi rements: Strength 5, Agility 5, Leve

12

Sleep Wth the Fishes

Your lung capacity has become nuch | arger
than the average person. Wiile it doesn't
actually allow you to sleep wth the

fishes, you can last a |lot | onger
underwat er than nost. Instead of running
out of air at a round equal to your

Endurance, you don't need to begin rolling

until rounds equal to twice your
Endur ance.
Ranks: 1

Requi rements: Endurance 6, Level 3

SwimWth the Fishes

You' ve devel oped your swimrming skills to
olynpian levels. |t takes you one |less AP
to nove 1 hex while sw nm ng. Not e that
this perk can eventually bring sone
characters to the point at which they can
nove 2 hexes for 1 AP.

Ranks: 2

Requi rements: Strength 5, Endurance 4,
Level 3

Tugboat

You've |earned how to haul heavy objects
when you're sw mng. For each rank of

this perk, you can carry an extra 3 Ibs. X
STR of equipnment while sw mmng, diving,
and playing Marco Pol o.

Ranks: 3

Requi rements: Strength 6, Level 3

Il A Geographical and Soci al
Survey of Waterworld

A The Pl anet

Hi story

Approxi mately 1000 years ago, the polar
ice caps mel t ed due to i ncreased
greenhouse gasses conbined with a nucl ear
strike. The water raised the ocean |evels
to where little or no |and was above the
surface. The inhabitants of the planet
began to refer to their home as
Waterworl d, and today, none of those who

= dwel | on the surface know of any other




kind of planet. When the
waters cane, only a snmall area

ever-rising del uge. Today, this tiny
section of Earth is called Dryland, and it
is spoken of in reverent whispers. Many
consider it to be little nore than a myth to
tell children before bedtine; some actively
look for it, and the promse of a better
life on I|and. A few have actually been
t here.

The exact cause of Waterworld's cataclysmis
unknown. The nmilitary vessels that litter
the ruins of cities |ike Denver seem to
point to a gradual process, and one that
civilization mght have tried to avoid, even
if their efforts were too little, too late.
Per haps the greenhouse effect combined with
the fallout froma nuclear war to drive the
nails into Waterworl d's coffin.

Not es on the Sci ence of Waterworl d

If the idea that the polar ice caps could
conpletely nmelt and cover the planet wth
wat er seens unfeasible, you're right, for
two main reasons. First of all, it seens
that nmelting icecaps would cool the seas
down enough to actually cause an ice age,
| eading, in the long run, to glaciation of
nmost of the |and and an eventual re-freezing
of the ice. Second, even if all the ice on
Earth were to nelt (an event that would
require tenperatures at the equator to stay
wel | beyond 100 degrees Celsius for years
and years), there would not be enough water
to cover the entire planet. Dryl and would
consist of nost of the nountain ranges in
the world, including sections of Antarctica.

Also, iif the polar ice were to nelt as
depicted in the novie, the ocean water would
be diluted to the point where it was easily
dri nkabl e.

One other interesting note is that, due to
the Coriolis effect, massive storms would
form and there would be no land masses to
break them up. These hurricanes would
continue to circle the globe, growi ng
stronger, much like the Red Spot on Jupiter

A last nitpicker's note: human  urine
contains nore salt and toxins than ocean
water, so even if the ocean water were stil

as salty as it is today, the Mariner's
distilling nmachine could easily have nade

of the Himalayan nountains escaped the =

all the hydro required from the

O course, none of these facts |end
themselves to a decent story or post-
nucl ear canpaign world, especially one as
creative as Waterworl d.

Geogr aphy

There is no way to properly map
Waterworl d, as nobst of its settlenents are

free-floating and nmove quite a bit. There
are t wo mai n "per manent " surface
fixtures - Dryland, which only neasures
about 50 square kiloneters, and the

Sargasso Flats, an area of high seaweed
concentration that reaches the surface.

Dryland should be sonething that is
adapted to each individual Wat erwor | d
camnpai gn. Its existence should al ways be

something that is questioned, and if the
party ever finds Dryland, it should be as
a culmnation of the entire adventure or
canpai gn. Maps of Hawai'i, specifically
smal l er islands like Kaua'i or Mau'i, will
make excel |l ent references as to the
geographic nakeup, flora, and fauna of
Waterwor| d's Dryl and.

The Sargasso Flats, on the other hand,
span hundr eds of square kil oneters,
stretching from around Seattle, Wshington
north into the highlands of the Canadi an
Rocki es. Al t hough these features are al
under wat er, the currents, weat her
conditions, and relative shallow | evels of
the ocean have allowed an enornous patch
of different kinds of seaweed to grow in
this area. Growth can be sporadic, but
smal | atolls | ayi ng t hr oughout t he
Sargasso Flats have |learned to process the
seaweed for all Kkinds of uses, including
clothing, food, and distillation of their
fanbus Sargasso Al e.

As demand for these products slowy but
surely increases the wealth and resources
for harvesting, engi neers have turned
towards exploring other uses of t he
seaweed, such as nedicines. Even raiders
like the Snokers avoid hitting the Flats
too hard, as it represents one of the few
rays of hope on Waterworld. Other atolls,
t hough, are nmore than nmunbling about the
i ncreasing wealth of the Flats, and should

= t hey band together with a raiding force




the Flats' fragile peace and

prosperity could be shattered
in a mtter of days.
Under wat er Geogr aphy
All of the old cities still lie under the

waves, home to no one ex
creatures of the deep

drowned first, such as
Ansterdam Rio de Jener

cept fish and other
The cities that
New York, Veni ce,
io, Cairo, Sydney,

and Shanghai, are in much worse shape than

cities further inland.
growmh and rust, everyt
|l eft hundreds of years

Except for seaweed
hing is as it was
ago as the waters

rose. Whether or not the ruined cities play

a role in a canpaign is
GM they should be diff

entirely up to the
icult to reach, as

they are potentially the npst rewarding
anet. There is one
t he Foundati oni st
nformati on on the
see their entry in

treasure troves on the pl
area of i nterest:

conmpound. For nore i
Foundati on and its base,

the Groups section, bel ow

Cities and Atolls

"Atol " is a generic

term for cities on
Wat erwor |l d; al though the

word actually refers to
t he smal | er floating

island communities, it
has come to represent

every town, from tiny
ham ets of a few dozen

to t he | argest

fortresses housing tens| ==

of thousands of people.

Atolls also represent what renmains of hunan

civilization on Waterworl
met al and, occasionally,

d. Built nostly of
wood, they act like

medi eval towns, offering the inhabitants

protection while the indi
for the good of ever
usual Iy, the good of an
comittee.

As stated, atolls range

vi dual s i nside work
yone else - and,
overseer, myor, or

in size from 30-40

peopl e to up to and about 10, 000

i nhabi tants. They ae
square in shape, with
| ookouts or defensive
excl usively, atolls have
to climb and gates that
approved boats passage.

generally round or
towers to use as
positions. Al nost
wal I's much too high
only open to allow

The makeup of atolls varies widely.
Every building rests on sone kind of
pontoon or floatation device, and since
enterprising raiders began sw mming under
the walls, there are often giant screens
or nets that can extend thousands of feet
beneath the perineter.

Atoll governnent varies greatly, but the
majority of towns are ruled by a counci
of elders and wealthy citizens. Usual | y
the atoll will hire a kind of sheriff to
di scourage crime and, in case of attack,
plan and lead the defense of the city.
Larger atolls wll have proportionally
larger police forces, and nmany wealthy
traders have their own private guards.

Every atoll also has a recycling tank

where any organic matter is processed into
nutrient-rich goop that is used for
hydroponics farmng. It would be a bit of
a stretch to call this matter dirt, as it
isn't traded in the same way, but the
bi omatter created from this conpost

process works just as well for farmng
pur poses. As the recycling tanks are the
lifeblood of the atoll, they are usually

the nost wel | -def ended part of t he
settl ement.

Additionally, each atoll wusually has a
kind of bank where dirt can be exchanged
for local currency, and a store where

goods are traded. Many of the |Ilarger
atolls have nore than one bank and store,
and t hese busi nesses are of ten in
conpetition wth each other. Lar ger
atolls al so have restaurants, bar s,
casinos, and other types of gathering-
pl aces. The largest cities mght even
offer a theatre, featuring a play or sone
nmusi c.

Rel i gi on on Waterworld

Religious life hasn't died completely, but
it has becone less of a driving force
anong Waterworld's inhabitants. Many
people are either too oppressed or too
poor to believe in a loving deity, and
religious cerenonies have begun to reflect
Waterworl d's needs - fresh hydro and dirt.
Since every corpse is recycled back into

dirt in an atoll's recycling tanks,
Wat erworl ders are very aware of t he
fragile balance and <cycle of life,

/3 recognizing they owe their continued




existence to their
ancestors. For this reason,
ancest or veneration has becone
popular, and not only in societies wth
|l arge concentrations of peoples descended
from Eastern and Asian cul ture groups.

Aside from cults like the Children of the
Levi at han and, ar guabl vy, t he Snoker s,
organi zed religion on a scale larger than a
single atoll is nore or |ess unheard-of on
Wat er wor | d.

B. The Peopl e

Waterworld's inhabitants represent a wde
variety of ethnic groups and linguistic
backgr ounds. Any ethnic group present in
the 20th Century survives in sone form on
Waterworl d, and hunmans conme in every shape,
size, and color. Most are quite athletic
and fit, and being overweight is seen as a
bit of an obscenity in a place where food
and water are so rare. Everyone's skin is
tan from alnbst constant exposure to the
sun, and hair tends to bleach out as a
result of UV radiation and the oceanic
condi tions.

Wiile the wvast mjority of Waterworld's
people live in the atolls, there are a few
groups that wander around. Not all of them
are traders, either. You'll find below an

outline of the different societies wander

the waves.

Snoker s

The Snmokers aren't a society so nmuch as a
| arge, well-equi pped band of thugs. They
take their name for two reasons: their ship,
the Deez, holds an enormous cache of
cigarettes, which they enjoy liberally; and
it also happens to be an oil tanker, meaning
the Snokers have a nunmber of gasoline
(petrol) powered craft - nore than anyone
el se on Waterworld. They are a very close-
knit group, and don't accept nenbers from
the outside - you are either born a Snoker,
or you are enslaved (or, far nore likely,
killed) by them There are about 800
Snokers living aboard the oil tanker.

Structure

The Deacon, a ki nd of hi gh- pri est,
navi gator, and warlord, |eads the Snokers.

H s position is hereditary and patriarchal;
the only way to beconme a Deacon is to be the

quiteq""'

son of a Deacon. Fortunately, all
the previous deacons have borne sons,
so |eadership has not yet conme into

questi on. The Deacon is surrounded by a
small  group of advisors, who Kkeep him
abreast of everything from supplies to
nor al e.

Everyone else on board the oil tanker is

nmore or less equal; they willingly go on
raids, do any amount of work, and even die
for the Deacon. This form of slavery,
based | argely on t he control and

propaganda the Deacon and his advisors
feed the people, has lasted for hundreds
of vyears. The Deacon occasionally makes
noti vati onal speeches, invoking the nane
of "Saint Joe," the last captain of the
oi |l tanker. The Snokers act even nore
fervently when they have a goal or
purpose, much |Ilike the Ilatest Deacon
noti on of finding Dryland.

There is little to no crinme to speak of
anong the Snokers; disputes are usually
settled wth fists or weapons, when
necessary. There is an honor system anobng

the group - when soneone steals, rapes, or
murders a shipmate, if no challenge is
Snmoker s

refuse to

k-

S

i ssued, the other
barter, f eed,
and watch out

for t he
criminal
Those peopl e |

usually end up |
dead, nmmarooned
on flotsam or
wor se.

Life on the tanker is hard, but Snokers
try to have sone playtinme each day. Auto
races through the nmaze of cabins and beans
under the main deck, tractor pulls - where
contestants pit engineering skill and

machi ne strength against each other -
across the deck, and traditional ganes
|i ke pool, dice, and cards fill free tine.
Snokers live in dormtory-style cabins,

often with twenty or nmore in a crowded
room and fanmlies wusually split up -
raising children is nore of a communal
effort rather than a job tackled by two
peopl e.

Econony
Snokers engage in a limted anmount of
=y barter with atolls and outposts. Mor e




often than not, they take
what t hey need - f ood,
supplies, dirt, etc.
usual ly practice a limted amunt of fishing
and agriculture, they have been known to
rely on these nethods when ripe atolls are
scarce. On the snoker's ship, cigarettes
are exchanged around for goods, services,
and bribes anobng other snokers. Never,
under any circunstances, will cigarettes be
traded to non-snokers; they are far too
val uable on the ship, and no one else has
any use for them

Unfortunately, t he smoker s’ t wo mai n
econonic staples - gas (which they refer to
as "go-juice") and cigarettes are not
unlimted in their supplies. The group
knows this full well, and in the last few

years, great pains have been taken to ensure
these resources last as long as possible -
but the smokers still have a long way to go
to reach necessary conservation |evels.

Technol ogy

As previously nentioned, the Snokers have a
very hi gh tech | evel in Wat erwor | d,
primarily because of their easy access to
| arge amounts of oil, which can not only be
used to power their craft, but also provides
power - and grease - for their machine
shops. The oil t anker has a fully

functional machine shop, where weapons are
both nmade and repaired; casings frombullets
are scavenged and saved on raids, and then
either reused or nelted down for other
parts. Despite what outsiders initially
m ght see, Snopkers waste no nechanical parts
or netal, putting everything in the skilled
hands of machi ne technicians, who work magic
not seen for hundreds of years. Most
Snokers have at |east cursory know edge of
machi nes, especially firearms, and
technicians begin training children at a
young age.

Near |y any technol ogy avai |l abl e on
Waterworld is - or has been at one tine - in
Snoker hands. They are excel | ent
navi gators, and use tools wunavailable to
others to lay traps when raiding atolls,
especially if it means nminimzing |oss of
Snmoker |ife and resources. They have little
know edge of hydroponics, however, as they
tend to take food rather than growit.

Al t hough t he smokers ==

Sl aver s

Unli ke the Snokers, the Slavers aren't a
cohesive group at all; it is nmore of a
catchall title for anyone who engages in
the slave trade on Waterworl d. There are
quite a few enterprising individuals who
do so, and there may be nmore than 10,000
peopl e who make their living by the slave
trade. No formal "Slavers Guild" exists
to regulate the trade, although slavers
will often band together and form snmall
gangs or even comuni ties; sl avers
sometines build small atolls, but these
outposts are rare. Sl avers mmy even be
citizens of atolls attenpting to make a
living for thenselves doing sonething
ot her than hydroponics farmng or factory
wor k.

Structure

Because the slavers don't have a strict
society, and aren't a true group, the
structure of slaver life is hard to |abel
and pin down. Rul es certainly do exist,
and ol der, nore powerful, and nore wealthy
slavers tend to nmake those rules - and
enforce themwith private armes. Slavers
usually don't have pernmanent residences
(al t hough, as menti oned, there are
exceptions) and are accepted in all but
the pickiest atolls. The lack of a hone
base and the scattering of slavers across
the surface of Waterworld nake slavers
even nore difficult to classify. Li ke
mari ners, slavers have a code of honor;
slaves are only traded or stolen to pay
off a debt, at least from other slavers
When disputes occur, the two sides make
every attenpt not to harm the property;
after all, dead or mangled slaves aren't
worth anything at all. Al so, younger
slavers are expected to defer to their
el ders when on slave capture runs; this
isn't out of respect for age so nuch as
respect for the elders' mercenary forces.
If a younger slaver happens to have a
| arger group of thugs, the goods are fair
gane.

Sl ave atolls aren't cities in t he
traditional sense; rather, they are nore
like | ar ge, sonmewhat sel f-sufficient
pri sons. They have recycling and

hydroponics labs, and a few have crude
machi ne shops, but anywhere from 100 to
500 sl aves occupy these facilities across
& Wat erwor |l d.

Sl ave colonies are |ocated




away fromthe prying eyes of

atolls and major trade routes,
and slavers often choose to keep these
| ocati ons secret even from ot her slavers.

It is difficult to tell how many Slavers
sail around Waterworld; often, the lines
bet ween Sl aver and Mriner, or even Slaver
and common busi nessman, can beconme bl urred.

There may very well be between five-thousand
and ten-thousand of them give or take a few

hundr ed. Larger slave colonies constitute
many of these nunbers.

Econony

The slaver econony is based primarily on
trade. In sone places, slaves are worth
their weight in dirt, especially young,
female slaves (no one ever said |oss of
civilization would be kind to wonen). \Aere

sl avers have banded together enough to form
atolls, they usually practice hydroponic or
kel p farm ng and fishing. O herw se, al nost
all goods are acquired fromlarge atolls in

exchange for slaves (or other goods).

Technol ogy

Slavers don't have a single technology
| evel ; many of them are fairly well-
equi pped, with working firearns and perhaps
even a gas-powered boat or two, but a good
nunmber rely on sails, harpoons, and tw sted
metal cages. Since slavers don't have any
manufacturing facilities of their own,

everything they own will either be second or
thi rdhand, or bought at an absolute prem um
and therefore alnpbst too priceless to use in

conmbat . Sl aver atolls usual |y have
electricity, as it is required to maintain
order through fences, |I|ocked cells, and
ot her inplenents of incarceration. Unless a
slaver is down on his luck, his boat wll
usually be a very well-equipped, top of the
line craft.

Mari ners

Mariners, |ike slavers, aren't an organi zed

comunity or society, but they are a specia
class of person on Waterworld and live by a
strict code of ethics and honor. Li ke the
archetype of the "wandering outsider,"
mariners are people who don't usually fit in

with atoll society - or have been forced
out, either as crimnals or as undesirabl es.
They travel Waterworld along mmjor trade

routes and across open sections of water in
scrapi ng by however

custoni zed boats, t hey

(

Technical ly, any single
person or snall group of people
traveling between atolls is a Mariner,
but if they aren't making a living out of
it, they - and other Mriners - feel no
need to adhere to Mariner traditions when
encountering such adventurers.

Structure

Mariners have no hierarchy; they live by a
traditional code of Ilaws that provides
them protection against each other. Wen
two mariners neet, they usually exchange
information (although that i nformation

mght be intentionally nisleading) and
al ways exchange goods - a sign of trust
and brotherhood in an otherw se harsh
pl ace. Mariners respect each other's
boat s, but i f
present ed with an
opportunity to take

what | ooks to be
abandoned - or
unguar ded - t here
isn't a sailor on
Wat erworl d who
woul dn't junp at the
chance, wusually after
a generous allotnent
of tine. I f anot her
Mar i ner is in trouble, or needs a
particular supply, others wll usually
trade for it or help out; good deeds have

a way of spreading around the atolls, and
Mariners easily renenber each other's
boat s. It is difficult to tell how many
Mariners prow the oceans of Wterworld;
there are probably close to ten-thousand
if not nore.

Econony

Mariners get along by trading and nothing
el se. This exclusive lifestyle obviously
means that there are sone |lean tinmes when
a mariner can't trade for food, and he or
she is always at the nercy of supply in
the atolls, but an intelligent Mariner
tries to conpensate for these problenms by
keepi ng hordes of foodstuffs and val uabl e
goods in their boats - and perhaps on tiny
buoys strewn (or half-sunken) throughout
the vast oceans. Some Mariners offer
uni que services to trade instead of goods;
for example, a Mriner mght keep a snal
machi ne shop aboard his or her boat,
trading weapon repair for food and water
to an atoll that |acks that service.




Technol ogy
Mariners tend to have access to

but it is wusually in the form of useless
gadgets that even they are unsure how to
operat e. Since their belongings are things
traded for, scrounged, or stole, it is
i npossible to state that Mariners have one,
al | -enconpassi ng technol ogy | evel

Children of the Levi at han

The Children of the leviathan are a full-
blown religious cult, and their |eader, a
mysterious man called sinply "Leviathan,"
has found a way to play on the fears and
lack of beliefs anong Waterworld's sinple

f ol ks. The Children have a flotilla of
ships that travel Wterworld, |ooking for
converts. They are also raiders and

traders, but these activities are kept quiet
and apart from main Children society.

Structure

All  Children owe absolute devotion and
al | egi ance to t he Levi at han and hi s
henchmen. They, and their priests who often
act as inquisitors and police on the
flotilla, are the one and final say anobng
the Children. This suits the Children fine,

as they would all be wlling to die for
Leviathan and their cause, which is,

obstinately, to bring sone sort of order to
the blind darkness of the atolls. There are
over twenty-thousand Children, wth about
fifteen thousand living and working in the
flotilla and the rest trying to recruit new
menber s anong t he atol | s. Sl avery,

ganbling, and consunption of alcohol has
been conpletely outlawed anong the Children,
although it is runored that the Leviathan
has some fairly strong ties to severa

weal t hy sl avers. Some outsiders have begun
to realize that Leviathan has an enornous,

wel | - equi pped, and fiercely loyal army at

his disposal, and it nmight only be a matter
of time before he decides to use it.

Econony

The Children have a comune-style economny,
where everyone owns everything. OF course,
Levi athan and his retainers own nore than
everyone else, but nobst followers are too
blind in their devotion to realize this.

Technol ogy
The Children have quite a bit of technol ogy
at their disposal, and have some top-of-the-

nmore technol ogy than other Waterworl ders, T

line guns and machinists. I nst ead
of merely using old, discarded itens,
their machinists actively try to invent
new devices, relying on current situations
rat her than using the discarded remains of
a corrupt and destroyed civilization

The Foundati oni sts

The Foundation is the closest t hi ng
Waterworld has to sonething like the
Br ot herhood of Steel. Before the waters
rose, one of t he remai ni ng wor | d

governnments build an enornpus structure
deep in a cave in the side of a nountain
and send 10,000 scientists, artists, and

mlitary personnel to inhabit it. The
Foundation was intended to be entirely
sel f-sufficient, and it has survived
al rost 1000 years under the waves. | f

there is ever any hope of rebuilding the
civilization that was |ost when the ice
caps nelted, the Foundation is that hope.

Structure
The Foundati on is controll ed by a
President and his or her advisors. The

President is elected by popular vote from
all Foundationi sts over the age of 18, and

selects the cabinet after elected. There
is little or no crime to speak of, as
every Foundati oni st realizes t he
precarious nature of their conti nued

exi stence, and therefore there is no need
for a police force. The military branch
of the Foundation can be called upon to
mai ntain control, but so far, this hasn't
been necessary.

The Foundation structure itself is huge,
with 20 floors descending deep into the
Eart h. It lies about 3000 meters beneath
the surface of the water, at the foothills
of the Rocky Mountains in what used to be
Woni ng. There are machines for every
concei vabl e problem from hydro production
to hydroponics farnm ng and nore.

Cccasionally, the Foundation sends one of
its nenbers out to scout Waterworld, and
therefore, they are aware of life on the
surface, although they may not know all of
the ins and outs of the atolls and various
ot her groups. The Foundation is currently
deciding whether to attenpt to nmake

contact with a group above, or to just
continue as they have for
/@ years.

hundr eds of




of Foundati on

conmpound is a system of mines,

meani ng they have access to new netals and =

mat eri al s. If anyone on the surface were
ever to get word of such an operation, the
Foundati on knows it would becone the target

of every hal f-powerful trader wi th del usions
of grandeur; therefore, it values secrecy
above all el se, and their scouts are
i nstructed to kil l t hensel ves before

reveal ing anything about the Foundation or

t he conpound.

Econony

There is no econony to speak of anong the
Foundation because it is a collective
soci ety.

Technol ogy

Foundati oni sts have access to every
technol ogy avail able on the surface and then

some. Basically, if any kind of technol ogy
exists on Wterworld, the Foundationists
have it.

111 Technol ogy and Equi prent

Waterworl d's technological level is about
the sane as Earth at the end of the 20th
Century. This neans that many of the
advanced weapons in Fallout would Ilikely

unbal ance the gane or becone entirely out-
of -place in a Waterworld canpaign. Belowis

a chart detailing which weapons are all owed
in three different kinds of canpaigns: a
lowtech Waterworld where nmachinery has
disintegrated (LT), the Waterworld detailed
in the novies and the books and this
canpaign setting (WY, and a Foundationi st
Waterworl d, where the Foundationists have
re-introduced sonme technology (FO. These
charts are adj ust abl e and represent

suggestions for Gvs and adventure witers; a
| ow-tech canpaign can be just as fun as a
hi gh-tech one, depending on the level to
whi ch the players want to rol eplay. Wapons
are designated as Common (C), Uncommon (U),

Rare (R), Unique (Q, or Not Allowed (NA).

Uni que weapons are found only in the hands

of the wealthiest nerchants, the toughest
warl ords, of the Foundation elite. Not e
that no energy weapons are allowed, and
those weapons that wusually require energy
cells to charge wuse nornal electricity
instead. The only exception is in a highly
techni cal Foundationalist campaign - in this
case, at the GMs discretion, some high-

ranki ng NPCs m ght | aser

have a printive

pi stol, bu
electricity
power cells.

Not e al so that
from the Fall out
Wat er wor | d.

Weapons
Unar ned Ski | |

Brass Knuckl es
Ti ger Claw
Sapper

Shr edder s
Lacerators

Mace d ove

Spi ked Knucl es
Boxi ng d oves

Pl ated B-d oves
Punch Dagger
Punch Gun

I mpact d ove
Adamanti ne Cl aws
Power Fi st
Mega Power Fi st
Mel ee Weapons

Rock

Sap

Shi v

Br oken Bottl e
Shar pened Pol e
Met al Pi pe
Wboden Cl ub

Cl ub

Shovel

Kni fe

Cl aw Hanmer

AX

Swi t chbl ade

W ench

Cr owbar

Spear

Machet e

But cher's Cl eaver
Sl edgehamer
Scal pel

Conbat Knife
Waki zashi

Loui svill e Slugger
M cro Sl edge
Cattle Prod

Ri pper

Super Prod

7= Decofil ament

t
to

it

rechar ge

none of

wi | |
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manual

LT
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Chai nsaw
Prot on Ax
Super Sl edge

Smal | Guns
Primtive Guns

Sling

Bl owgun

Wboden Bow
Wboden Crossbow
Composi t e Bow

Conposi te Crossbow

Pi stol s

10mm Pi st ol
Zip GQun

.22 Pistol

. 38 Speci al
9mm Beretta
Colt .45

. 357 Magnum
Casul | Revol ver
.44 Magnum
Br owni ng HP
Desert Eagle 44
Calico M 950
Sig P220

Sig 14mm
9mm Mauser
Needl er

PPK

Fl amer Pi st ol
Scorpio MP

. 223 Pistol
M7 8

PPK- 12 Gauss

Shot guns

W nchester 129
W nchest er Sawed
Punp- Acti on Shot
Beretta 470

W nchester C-shot
CAWS

Jackhanmer

Neost ead Conbat

Submachi ne Guns

MP-9
MAC- 17
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JC

Uzl W27
Tommy Gun
Ruger AC556
Sten Gun
MP- 38

G ease Gun
MPL

Super Soaker
Li berty 100
AUG

P90C

uzI W34

Rifles

BB CGun

Pipe Rifle

.22 Hunting Rifle
ML Gar and

ML7- A

Colt Hunting Rifle

ML9

Spear Gun
DKS- 501
SVD- 4000
PSG1

G3

Red Ryder
M72 Gauss

Assault Rifles

ML4
Browni ng Aut o
AK- 47
AK-112
FN- FAL
AK- 74
MLE6A2
XL70E3
Gl1

AK- 97
ML6AL
ML989A1

Bi g Guns
Machi ne @uns
M/ MeHB
Lewis MII

M50
Bren Gun
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CZ-53 M ni gun

M249 SAW

LSwW

PK- 1 SG

Bozar

Avenger M ni gun

Vi ndi cat or M ni gun
MEC Gauss M ni gun

Grenades & Mortars

M203
BG 1
M7 9
MK- 19
AGS- 17
M

PS- 22

Anti - Tank Weapons

LAW 80
L-72
TOWM I |

Fl amret hr ower s

MBEL17
FI anmbe 450

Thr owi ng Weapons

Rock

Powder Bag
Shar pened Pol e
Dart

Bol a

Booner ang
Throwi ng Stars
Kni fe

Chakr am

Mol ot ov Cockt ai |
Spear

Throwi ng Knife
Snmoke Grenade
Frag Grenade
Conmbat Knife
Fant asy Bal |

Pl asma Grenade
Gas Grenade
Aci d Grenade
Fl ash Grenade
Tangl e Grenade
Inc. Grenade
Pul se Grenade
Boom Bugs
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M nes

Ar mor

Robes

Leat her Jacket
Leat her Arnor

Rai der Ar nor
Vandal Ar nor

Br ot her hood Arnors
Conbat Leat her

Met al Ar nor

Reaver Bandi ng
Ghoul Arnor
Greader Bandi ng
Mut ant Arnors

Tesl a Ar nor

Conbat Ar nor

Radi ati on Suit

Envi ronnent al Ar nor
Pseudo- Chitin Arnor
Power Ar nor

Mut ant L. Jacket
Bul | et - Proof Shirt
Kevl ar Vest

Deat hcl aw Hi de
Kevl ar Suit

Hel net s

Leat her Cap

Rai der Hel net

Har dened L. Cap
Met al Hel net

Deat hcl aw Skul |
Head Bandi ng

Kevl ar Der by

Mut ant Hel net
Conbat Hel et

Envi ronmental Hel m
Power Arnor Hel net

Equi prent

Fl are

Li ghter

Fl ashl i ght
Rope

Shovel

Cl aw Hanmer
Lockpi ck
Tool Set

Boot s

Scal pel

Gas Mask

. Expanded Pi cks
Safe Kit
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El ectronic Picks NA NA NA

Dynanite R R R

Medi cal Kit R U C

Gei ger Counter NA NA R

C 14 NA Q R

Doctor's Bag NA R R

Chens NA NA NA

New Equi pnent

Unconventi onal Weapons

The skill that replaces Energy Wapons,
unconventi onal weapons are those that do not

use traditional propel |l ant s, such as
gunpowder, to fire shots. Mst of them have
been specially adapted for Wat er wor | d.
Weapons with a "grapple (x, vy, z)" effect
have an X-neter-long cord attached to the
gun; the projectile is barbed, allowing it
to stick into a target, and the cord can
hold an object that weighs *y*. *Z* is the
length of line that the weapon can retract
in one round; in other words, how nuch rope
it can reel in, pulling the shooter and the
target closer together.

Fi shing Gun

Val ue: 500

A small, hand-held, pistol-gripped harpoon
gun with a Ilimted range, designed for
| anding smaller species of fish. It uses a

spring mechanism to fire. Variations on
these guns are found throughout Waterworld.
The Fishing Gun holds 1 Small Harpoon.

Mn. ST:. 3 W 5 |bs. Dng: 1d6+2, G apple
(25, 30, 5 Rng: 12 AP S 4 T. 5 B NA

Har poon Gun

Val ue: 800

A larger, two-handed version of the Fishing
Gun, the Harpoon Gun is designed to hunt
|l arger prey. It holds 1 Medi um Harpoon.
Mn. ST:. 5 W 15 |bs. Dng: 3d6+3, Grapple
(40, 100, 5) Rng: 21 AP S: 4 T. 5 B NA

Har poon Rifle

Val ue: 1200

A harpoon gun designed for the sniper, this
is a "rifled" version of the Harpoon Gun,

wi t h i ncreased accuracy but | ess
reliability. This weapon holds 1 Medium
Har poon.

Mn. ST:. 5 W 12 |bs. Dng: 2d6+2, Grapple
(60, 75, 10) Rng: 35 AP S: 4 T: 5 B NA

Personal Grapple
Val ue: 2000

Not actually a weapon per se, although it
will work in a pinch, this little tool is
designed for a person to grapple up onto
walls, rigging, and such. It can attach

to a belt or bandolier to allow free
movement of the hands. The Personal
Grappl e holds 1 Small G apple.

Mn. ST: 4 W 3 |bs. Dng: 1d4+2, Grapple
(25, 300, 10) Rng: 13 AP S 4 T. 5 B NA

Shi p-t o- Shi p Har poon

Val ue: 2100

This huge gun isn't necessarily designed
to be used on other vessels, but if the

situation should call for it, it can be.

Oiginally intended to hunt Whal ephin and
ot her large narine creatures, it is
powerful, destructive, and strong. It

also needs to be fired from a ship-based
mount, otherw se, the shooter is likely to
get yanked off the deck and taken for a
ride. It holds 1 Large Harpoon.

Mn. ST: 5 W 30 |bs. Dng: 4d6+6, Grapple
(100, 10000, 5 Rng: 50 AP S: 5 T: 6 B N
A

Shi p-to-Ship G apple

Val ue: 3000

This huge, barbed hook was designed to
all ow one ship to grapple onto another,
either to tow it or board it. A StS
Grapple nust be firmly anchored to the
vessel from which it is being fired. It
hol ds 1 Large G apple.

Mn. ST: 5 W 70 Ibs. Dmg: 5d10+10,
Grapple (100, 50 tons, 10) Rng: 50 AP S: 5
T. 6 BB NA

Ar mor

Al though certain arnors from Fallout are
allowed in a Waterworl d canpaign, it mght
hel p keep the "flavor" of the ganme if the
GM al |l owed only these arnors.

Mari ne Leat her Arnor
Val ue: 300
Strips of

| eather, sewn together wth

crude pieces of cloth or |eather strings,
make up this basic protective shirt.

W 5 1bs. AC 10 N 0/15 L: 0/15 F: 0/5 P:
0/5 E: 0/5
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Mari ne Scal e Arnor
Val ue: 600

| eather, and nmetal bands and chunks held
together with cloth and thin pieces of
met al . A step above your basic Waterworld

protection.
W 10 Ibs. AC: 15 N: 0/20 L: 0/20 F: 0/10 P:
0/10 E: 0/10

Marine Metal Arnor

Val ue: 900
This suit of metal arnmor is nade from
slightly flexible bands of netal, held

together by strings and ropes of |eather and

cl oth. VWile it doesn't provide the
gr eat est protection, it's better t han
not hi ng. You probably wouldn't want it on
if you fell in the water, though.

W 20 Ibs. ACC 20 N: 1/25 L: 0/30 F: 0/10 P:
1/25 E: 0/10

SCUBA Wet sui t

Val ue: 1500

Not really a suit of arnmor, although it wll
offer sone basic protection, this suit is
good for SCUBA divers on a budget. A
"wetsuit" allows water to pass through the
suit, so it probably isn't great for cold
water diving, but it's better than nothing

SCUBA suits wusually hold about 60 minutes
worth of air. Weight given is fully | oaded.

W 25 Ibs. AC 5N 0/5L: 0/0 F: 0/5 P: 0/0
E: 0/0

SCUBA Drysuit

Val ue: 2100

VWere a wetsuit allows water to pass
t hr ough, a drysuit keeps t he di ver
conpletely dry. These suits are very rare
W 35 Ibs. ACC 10 N 1/20 L: 0/0 F: 1/20 P

0/0 E: 0/0

Pressurized Dive Suit

Val ue: 5000

Whil e not practical as a suit of arnor, this
dive suit allows the diver to move around a
little whi | e under wat er and, nmor e
i mportantly, dive to depths far bel ow
nor mal . Fully | oaded, it has about 3 hours
worth of air. When wearing this suit,
Agility is reduced to 2, and it takes 1 nore
AP to nove 1 hex. Dependi ng on the nodel
sonmeone can dive up to 1000 neters in one of
t hese suits; t he di ver surfaces by
triggering and releasing pressurized air
into a tank, nmuch like a submarine. The
suit then surfaces at a rate of 10 neters

This "scale" armor is made up of plastic, T

per round.
W 70 Ibs. AC. 25 N. 2/40 L: 0/0 F:
3/60 P. 0/0 E: 0/0

Equi prrent

Wat er proof Flare

Val ue: 20

This flare works underwater. Anmazing!

Fl i ppers

Val ue: 30

One of the nobst valuable dive tools, and
one of the easier to construct, flippers
are shoes that go over the feet and have
| arge webs on the end, |ike a duck's foot.
It allows the swinmrer to nmove much faster
under wat er. Soneone wearing flippers
takes 1 less AP to nove 1 hex while
SWi nmi ng.

Di vi ng Goggl es

Val ue: 40
When wearing these goggles, a character
can i gnore Perception penalties

under wat er.

Snor kel

Val ue: 50

A snorkel is a tube that a diver sticks in
his nouth, allowing him to breathe while
keeping his head underwater. It is no
Il onger than half a meter at the npbst (any
| arger and the user could not effectively
use it to breathe), and is wusually nade
from plastic.

Di vi ng Mask

Val ue: 60

Much like a pair of goggles, this nmask
allows a diver to ignore Perception
penal ti es while underwater.

Rebr eat her

Val ue: 500

A rebreather is a mask-like device that
allows a diver to breathe normally, by
m xi ng exhaled air with water and draw ng
the oxygen from the water, into the air.
Rebreathers can function for about 30
m nutes before they need to be returned to
the surface.

Chens

Al t hough there aren't any healing chens in
Waterworl d, and therefore characters nust

= be *much* nore careful and reliant upon




First Aid and Doctor skills, dependent on the material the boat
the inhabitants have still is constructed from and Gvs should
found sone fun ways to rel ax. T apply this nunber accordingly.
Ni cotine (Cigarettes) Boat Arnmor Cl ass, Based on Materials
Primarily a drug used by Smokers - in fact,
it's where they get their name - nicotine is Mat eri al AC
a stinulant delivered by inhaling the snoke
from burning tobacco. It causes the user to Wbod 10
feel a head rush and can nmake people Thin Metal 15
slightly ill to the stomach. After a person Thi ck Met al 30
is addicted, the synptons are reversed, and Honeyconbed
they feel nauseous if they don't get their Met al 50
fix. N cotine has no effect on statistics,
but cigarettes have a cumulative addictive Different enhancenments can increase the
nature - for each cigarette snoked, the ar nor cl ass of a shi p; for nor e
chance of addiction is increased by 3% i nformati on, see the Enhancenents section
beginning at 3 for the first, going to 6 at bel ow.
the second, 9 at the third, and so on
Renenber that different kinds of ships
Sargasso Al e have different systens, and are always
The only form of al cohol brewed on expressed in this order: Hull (H), Sails
Waterworl d, Sargasso Ale is a strong, dark (S), Controls (C), Propeller a External
ale formed from fernmented seaweeds from the Propulsion (P), and Engine (E). When
Sargasso Fl ats. Served warm it is a there is a potential for confusion, the
favorite anmong slavers and rich traders all systens are designated wth 1-letter
over the planet, and has becone al nost as abbrevi ati ons. Recall that a ship's
fanbus as |egends of Dryland. After rudder has 10% of the hull's total hit
i mbibing an ale, the drinker loses 1 point points, but that total is added on to the

to Perception for 1 hour. If Perception
drops to 1, the person passes out for 1d10
hours and is hung over for 2d10 hours after
waki ng up. Wil e hung over, the poor sot
| oses 2 points of perception and nust rol
an Endurance check every hour to avoid
puki ng. Al cohol has a cumnul ative addiction
rate of 2% per drink, resetting back to 0%
24 hours after the last drink.

Vehi cl es

Much |ike the core rules, vehicles include a
top speed (in knots), an Accel erati on Range,

a Braking (stopping) range, and the Turning
Radi us. There are also statistics for
Driving (Sailing) Range, where applicable,

the Nunmber of Passengers, and the maximm

Carry Weight. Hit Points are divided anmpng
systens on |arger craft, and each boat has a
certain tonnage - a neasure of its nmass.
Soneti mes, speeds are based on the wi nd (W)
or the nunber of passengers (NP), and are
therefore given in formulae. Not e that
| arger boats have a carry weight nmeasured in

tons, and wll weight that nuch nore when
riding low in the water - when they are
fully |oaded wth cargo. Note also that
Armor Class values for boats can be highly

hull's tota
the ship has,

when det erm ni ng how many HPs
total .

Si mpl e Boat s

Sinple boats are those that carry one or
two passengers, don't have a keel, and are
relatively easy to nake - therefore, they
are the nmost common craft on Waterworld
They aren't designed for travel on the
open waves, and are usually only found in
or very near larger ships and atolls.
Sinmple boats will probably be the first
type of craft the party acquires, but wll
be relatively usel ess for traveling
bet ween pl aces.

Canoe
A canoe is a sinple,
powered by paddling.

| ong, keel-1less boat
It sits low and fl at

in the water, making it very difficult to

capsi ze.

Canoes aren't

i nt ended for =

use on t he -

high seas, and are wusually only found

inside atolls or near their protective

wal | s. Even if a canoe is subnerged or
g "gunched,” it will not inmrediately sink,




due to pockets of air in the
bow and stern. It is possible

s

conmpl etely gunched, although the passengers
will want to be ready to ditch it at the
first sign of trouble.

TS: 3xNP AR 3xNP BR 3xNP TR 3 DR: N A NP
3 CAP: +10% CW 1200 | bs. Tonnage: 0.25 HP:
80

Rowboat
Rowboats are a staple of |ife on Waterworl d.
They conme in many different

shapes and sizes, from a
tiny, round tub to a ¢ .—I-
sophi sticated netal vessel L7

with a pointed prow and flat si""ﬂ
stern. Rowboats are used to %{ | /
Aa¥ars

haul smaller pieces of cargo
shi ps. They

back and forth inside of
atolls, or to unload |Iarger

have no keel, and wouldn't last |long on the
hi gh seas.

TS 3 AR 3 BR 3 TR 5 DR NA NP
0% CW 2000 | bs. Tonnage: 0.4 HP: 150

2 CAP:

Kayak
A small one- or
desi gned for
r at her t han

two-man ship, a kayak is
speed —
carrying . . : —

t hi ngs. They handle|

thenselves fairly well [

on waves and, although}

they have no keel, are |

desi gned to ri ght

themsel ves when

capsi zed. Kayaks meke excellent scouting

craft, but would not last long on their own.
TS: 4xNP AR 3xNP BR 2xNP TR 3 DR: N A NP:
2 CAP: 0% CW 700 |Ibs. Tonnage: 0.2 HP: 40

Qutrigger Canoe

A variation on the nornmal
designed by

Pol ynesi an @ N g s e S

islanders " £- e
t housands of Q\“QTE !
years ago. e T ey

An outrigger

has a snmall pontoon on one or both sides of
the main body, preventing the canoe from
tipping and allowing a much larger craft to
make nuch | onger voyages.

TS: 3xNP AR: 2xNP BR 4xNP TR: 10 DR: NA
NP: 5 CAP: +25% CW 3000 | bs. Tonnage: 1 HP:
250

canoe, originally

to continue paddling a canoe that has been ==

Bat hysphere (Diving Bubbl e)

Not the nost technol ogically advanced
item a Bathysphere allows one passenger
to make brief,
pressurized dives.

The air trapped
inside the sphere
st ays pressuri zed,

and the sphere is
heavy enough to
sink on its own.
Of  course, soneone
or sonething wll
have to tow it back
to the surface. A
bat hysphere hol ds enough air for about a
hal f-hour dive, and falls at a rate of 4
met ers per round.

TS: NA AR NA BR NA TR NA DR NA
NP: 1 CAP: NNA CW N A Tonnage 0.5 HP: 30

Pedal ed Personal Submarine

There is no single kind of personal sub,
but this sinple variety is byfar the npst
conmmon. Essentially a larger version of
the bathysphere with room for three people
and an enclosed bottom this sub is
powered by one (or nore) crewnenber(s)
pedaling on a bicycle-like contraption
t hat drives

an ext er nal S

propel | er or A= =
flipper, f=m, . ttttcocece SNy
whi | e anot her

crew nenber steers. It sinks by allow ng

water to fill a series of tanks along its
hul | and then rises by forcing pressurized
air back into those tanks. A typical
personal sub can carry enough air for a
10- hour dive and can wi thstand depths of
up to 1000 neters. It can dive and
surface at a rate of 10 nmeters per round.
Some nodel s have nechanical "arms" that
come out of the sides, allowing the users
to mani pul ate objects outside of the sub
like pieces of salvage and the hulls of

ot her shi ps. For this reason, subs are
usually wused for espionage or sabotage
m ssi ons. Subs are weighted to prevent

PPS has two
hull: the
propel | er

them from capsi zing. The
systens in addition to the
control system and the external
(or propul sion device).

TS: 2xNP AR 1 BR 2 TR 30 DR NA (10
hour dives) CAP: NVA CW 1 ton Tonnage: 3
HP: 500, 40 (C), 50 (P)



Sail boats range from small, one- per son
affairs to
enornopus  cargo
vessel s t hat
pl od across the
| andscape. As
expl ained
above, there
are two kinds
of sai | boat s:
those wi th

square rigging,

and those with triangle rigging. A
triangularly-rigged ship 1is faster, but
usually smaller than their square-rigged

counterparts. Alnpst all sail boats have
keel s of sone sort; the only exceptions are
wi de- bottomed boats that are still prone to
capsi zi ng. The Capsize Mdifier is a
statistic other vehicles do not have, and is
expressed as a percentage bonus to the Pil ot
skill. Sai | boats have another statistic
that other vessels do not: the best Point of
Sailing, or PS. For nmore information, see

the section on Sailing, above. Ht Points
are divided into the Hull and Sails &
Ri ggi ng.
Trireme

The Trirenme dates back to the days of the
Phoeni cian sailors, and were the kinds of
ships that the Greeks used to the defeat the
navy of Xerxes the Great. A long ship with
a single mast and a single square sail,
triremes could sail in very shallow water.

They were also designed with a huge ram on
the front, ideal for punching holes in other
ships, as Xerxes found
out . In addition to
the sail, which had to
be stowed during storns
or else the ship would

capsize, trirenmes had
two or three rows of
oars. The word tri-
reme literally neans

"three layers" and technically, a triremes
should all have three rows of oars, but the
meani ng has been | ost over time and now j ust
applies to a general kind of vessel

Triremes tend to capsize when trying to turn
at hi gh speeds. Because of their
unpredi ctabl e performance on the open seas,
triremes are wusually found brief - a few
days or less - cargo runs between atolls. A
trireme has a ram already attached to the

S

= keel  will

front of the vessel

TS: W5-10 AR 10 BR 2 TR 60 DR NA
NP: 70-150 CAP: -40% CW 400 tons
Tonnage: 1000 PS: Runni ng HP: 1000, 240.

Junk

Invented in the East and often associated
with China, a junk, despite its nanme, is
far from a piece of flotsam It is a
smal |, keel-less sailboat with two nmmin
masts and a uni que ribbed sail systemthat
resenbles two gigantic dorsal fins - which
is probably what inspired the design. A

| arge rudder
controls direction,
as the sails are
stationary, but
junks are extrenely
fast and very
maneuver abl e. They
were the favorite
vessels of pirates

in the South China
Sea through the end
of the 20th century.
Junks are wusually used for hauling snmall
anounts of cargo quickly between atolls,
as they can be capsized easily by a storm
Cccasi onal |y, a nmariner will use a
nodi fied junk with a keel as his vessel of
choice, but keels greatly restrict the
ship's agility.

TS: Ws-5 AR 10 BR 10 TR 20 DR. N A NP:
10 CAP: -10% CW 5 tons Tonnage: 100 PS:
Broad HP: 350, 200

Dhow

Invented by Arab traders at the height of
the Enpires of I sl am while Europe
wal lowed in the dark
ages, t he Dhow is
probably t he first
triangularly-rigged
vessel . Desi gned for
brief cargo runs in the
relatively calm waters
of t he Medi t er ranean
and Red Seas, dhows run
fast and shallow and
are every bit as agile and strong as a
junk or simlar schooner-type vessel
Dhows have two mmin masts, each with an
al nrost triangle-shaped sail (it's really
nore of a trapezoid with one very smal
edge). Its purpose is nuch like that of a
junk, but since it uses normal sails, it
can be easier to repair. Like a junk, a
greatly decrease chances of




capsi zing on the open seas,
but make a dhow far | ess

maneuver abl e. T

TS: Ws-5 AR 10 BR 5 TR 15 DRk N A NP: 15
CAP: -15% CW 10 tons Tonnage: 120 PS: Broad
HP: 400, 250

Sl oop
Designed by the Dutch in the period of
coloni zation, a sloop is an inprovenment over

| arger fore-and-aft,
triangularly-rigged ships,

like the barque. It is e
slightly smaller, but its

sails allow it to perform

wel | in alnost any weather ——"
condition and its smaller — "' ==%_=

keel originally allowed it
to sail through shoals without incurring as
much damage as a larger ship. Wth trimed
sails, sloops can outnmaneuver alnost any
ot her vessel in conbat, but they tend to do
poorly in long ocean voyages.

TS: W8 AR 15 BR 9 TR. 20 DR NN A NP: 20
CAP: +10% CW 25 tons Tonnage: 200 PS: Broad
or Broad Beam HP: 1300, 300

Pi nnance
Smal |, fast, and exceptionally maneuverabl e,
the pinnance was used in the

shal | ow waters of the Caribbean
for getting between islands and
outrunni ng pirates. No bi gger

t han a junk, a pinnance —_—
nonet hel ess has true triangul ar -
sails and a keel, allowing it to nove
quickly and turn in next-to-no space.
Al though not suited for I|ong voyages or
carrying |arge amounts of cargo, a pinnance
can easily defeat many larger ships in
conbat sinply because it can run circles
around t hem

TS: Ws+5 AR: 18 BR: 10 TR 12 DR N A NP: 10
CAP: 0% CW 10 tons Tonnage: 100 PS: Broad
Beam or Beam HP: 500, 200

Cat amar an

An i nprovenent on the outrigger canoe, the
catamaran is, essentially, two pontoons
sonmrehow |ashed together, with room for a
cabin or small shelter in the niddle. It is
a triangularly-rigged craft but, due to it's
low center of gravity and distribution of
weight - nore like a raft than an actual
boat - a catamaran has no need for a keel,
but often capsizes l|less than many | arger,
keel ed boats. Devel oped by Pol ynesi ans for
travel over long distances in the storny

= sl ow, and sl uggish.

South Pacific, a catamaran can hold
a fairly significant anobunt of cargo,
al t hough unl ess the ship has sone kind of
shelter in the nmiddle, that cargo can be
at the nmercy of the weather.

TS: W6 AR 15 BR 10 TR 20 DR: NN A NP: 6
CAP: +40% CW 20 tons Tonnage: 190 PS:
Broad or Broad Beam HP: 1000, 275

Tri maran

A trimaran is a triangle-rigged, keel-Iess
ship like a catamaran,
except it has a third
pont oon. This [larger,
m ddl e section sits in the |/
wat er and al | ows al |
trimaran to hol d a B
signi ficant anmount of &
cargo whi | e not
sacrificing mu c h
maneuverability or
stability. Unlike the
catamaran, where the cabin a
is above the water on struts or some kind
of netting, the trimaran's cabin and cargo
area sits in the water.

TS: W6 AR 10 BR. 8 TR 22 DR N A NP: 10
CAP. +45% CW 40 tons Tonnage: 240 PS:
Broad or Broad Beam HP: 1500, 375

Fl uyt

A fluyt is a small,
designed primarily to haul
design is an inprovenent
on the medi eval - style
caravel s, essentially a
squat vessel with a gently
curving bottom Due to
their small keel,
capsize in bad weather, — e

but are still popular because they can
carry far nmore than many other vessels
their size.

TS: W5-10 AR 5 BR 3 TR 50 DRI N A NP

15-50 CAP: -35% CW 1000 tons Tonnage: 400
PS: Runni ng HP: 2500, 500

square-rigged ship
car go. The

Mer chant nan

Al t hough the term
mer chant man is slightly
generic, it refers to any
nunber of large, square-

rigged ships designed for

haul i ng cargo. Simlar to

gal | eons and frigates,

mer chant men have large . — - —
keel s and tend to be wide,

They can take a good



deal nore punishnent than
other cargo vessels, and are
often found in flotillas, protected byq"""
smal |l er, nore capable craft that oould not

ot herwi se survive away fromthe |arger boat.
TS: W5-12 AR 3 BR 1 TR 60 DR N A NP: 20-
70 CAP: 0% CW 3000 tons Tonnage: 600 PS:
Broad HP: 4000, 1000

Power ed Boat s

Power ed boats use gasoline (petrol) or sone
other fuel to drive a motor that then, in
turn, drives a propeller, paddlewheel, or
some other nmethod of noving the vessel
through the water. Since go-juice and other
conmbustible materials are fairly rare on
Waterworl d, these vessels are wusually only
found anmong groups |ike the Snokers.

Tug

A tugboat is a tiny vessel
power f ul engi ne,
designed to pull other,
| ar ger boat s al ong.
They are slow and won't
perform well on their
own, but are essential E
when draggi ng | arge 2
anounts of cargo around.
strong gasoline engine drives two or three
huge propellers at the rear of the boat.

TS: 5 AR 2 BR 2 TR 20 DR 150 NP: 5 CAP:

with a very

An extraordinarily

0% CW 40, 000 tons (tow ng) Tonnage: 500 HP:
500, 100 (C), 200 (P), 75 (E)

Jet ski

Jet ski s, or Waver unners, are

snmall, one-or-two person affairs

that the driver and a passenger

straddle like a motorcycle. |
Because of t heir tiny size, |

j etskis cannot be used in

anything but the cal nest waters,

and are even then they are easily
flipped over. A snmll, gasoline-
powered engine allows these boats

short

to travel fairly fast, but only for

di st ances. Jetskis have a smallish inboard
not or .

TS: 15 AR 10 BR 10 TR 5 DR 2 NP 2
CAP: -40% CW 400 |bs. Tonnage: .5 HP: 75,
20 (O, 10 (P), 40 (B

Si dewheel ed Mer chant man

Like the name suggests, this ship is a
mer chant man outfitted with an engine, either
steam or gas powered, that drives a |large

wheel on either (or
sonmeti mes both) side(s)

of the ship. The advantage
to this vessel is that, when
the winds die down, it can

conti nue under its own
propul si on. Statistics in
parenthesis are for the ship
under steam i nstead of under
sail.

TS: Ws-12 (17) AR 3 (2) BR 1 (1) TR 60

(60) DR N A (100) NP: 20-70 CAP: 0% CW
3000 tons Tonnage: 600 PS: Broad HP: 4100,
500 (S), 200 (C), 500 (P), 175 (B

I roncl ad

The term ironcl ad
m dsi zed vessel
puni shnment

refers to any kind of
designed to take a |ot of
and not do a whole lot of

anyt hing el se. Wiile sone of these
vessels sport guns, it is mre for a
cursory defense only; i roncl ads are
basically floating bathtubs that can shrug
off alnbst any attack, short of a high-
powered bonb. They wusually use steam
nmotors, as they are

too heavy for nost

gas- power ed engi nes,

and are very slow

Anot her probl em is

t hat they tend to

capsi ze easier, especially if knocked off
bal ance. Ironclads are pretty useless
unless they are part of a flotilla or
attack force. The exception is blockade
running - because ironclads are so well
protected, t hey are of ten used
successfully to break blockades - or to
ram ot her vessels. A steam engi ne drives
one, two, or three propellers at the stern
of the shinp.

TS: 5 AR 1 BR 1 TR 40 DR 100 NP: 10-15

CAP -10% CW 5 tons Tonnage 30,000 HP:
5000, 500 (C), 400 (P), 500 (E)

Barge or Scow

A barge is a wde, flat boat designed
primarily for

haul i ng cargo. It

is smal | er and

faster than |Iarger,

capi tal cargo shi ps,

and some groups, :

like the Smpokers, use barges as nobile

battle platforms, nounting
them

| arge guns on
They are a little nore maneuverabl e
than the average |large ship, and
effectively be used as part of a

and f ast
a can




battle flotilla. Scows are
not particularly fast or
mobi l e, but do fine on the open seas.
TS: 8 AR 1 BR 1 TR 30 DR 300 NP

15- 20
CAP: +20% CW 5000 tons Tonnage 8000 HP
4000, 200 (C), 200 (P), 150 (E)

Capi tal Shi ps
Capita
and are the rarest
They cannot be
destroyed in the
sane manner as
smal | er vessel s,
as a bonb or
ot her | arge,
destructive
device i s
required to even nmake a dent in one. Many
of these ships have already sunk, especially
capital mlitary vessels.

ships are enornobus nmobile cities,
vessels on Waterworl d.

There is no such thing as a "typical"
capital ship, although nost of them are
converted oil tankers or large freighters.

One will only appear in an adventure as a

major part of a plot, or sinply as a
| ocation the characters can visit, nuch |ike
an atoll or buoy. For this reason, they do
not have hit points per se, as it would be
literally inpossible to sink a capital ship
usi ng conventi onal neans.

Buoys

Buoys are not ships per se; anchored to the

ocean floor, they mark objects, trade
routes, and ot her i nport ant t hi ngs.
Cccasionally, intelligent people have cone
up with other uses for buoys, too. Below is

a semni -conmprehensive |ist of some buoys one
m ght encounter. Buoys are wusually about
the size of a person, but can be as large as
a school bus.

Mar ker Buoy
This buoy marks an inmportant |ocation, such
as an area where fishing is known to be

good, or is a checkpoint along a trade
route.
Car go Buoy

These either float on the surface or a few

feet below, out of sight of prying eyes.
Cargo buoys can store smmll anmounts of
stuff, either for a rainy day or to mmke

sure that an attacker doesn't make off with

it. O course, you run the risk of
soneone el se com ng across your buoy.

Guard Buoy

This platform buoy has enough room and
cover for one or two people on it, and is
used in the defense of large atolls and
other sem -permanent places. They can
also be used as sentry positions and
early-warning stations to sound an alarm
if an attack on the atoll is approaching.

Enhancenent s

When your ship just
isn't good enough

you can always nake
it better with a
little DIY. This is
a list of sone
possi bl e enhancenents
to make to a ship.

Anchor
An anchor is essential
stop quickly or stay in one

when you need to
pl ace.
Because ships are so | arge, once underway,
it takes thema long tine to cease forward
monmentum and dropping an anchor will help

that process along. An anchor typically
falls about 50 nmeters per round; after it

hits the bottom the ship wll stop
conpletely at the end of the next full
round.

Ram

Adding a ram allows you to ram other
vessels wthout taking nearly as nuch
damage yoursel f; see the rules for

Ranmi ng, above.

Battle Sails
These are snmaller sails designed to make a

ship nor e maneuver abl e in conbat .
Usual Iy, square-rigged ships are the only
vessels that need battle sails. VWhen

battle sails are raised, the ship's top
speed drops by 3 knots, but its turning
radius drops by 6 neters and it gains a
+10% bonus to rolls against capsizing.

Raci ng or Running Sails

Desi gned specifically for triangle-rigged

ships to catch the wind, these sails wll
i ncrease the speed of
ship by 5 knots.
adds a 15% penalty to
/& capsi zi ng.

a triangle-rigged
Usi ng these sails also
rolls against
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SBACOCCES
jf/ Dangers of the Deep '

This final section exan nes some possible
creatures the party might encounter on

Wat er wor | d. Al though the nmajority of
encounters on Waterworld will be with other
i nhabitants, occasionally an encounter wth
sone marine life will throw in sonme flavor

and an extra chall enge.

There is an old aphorism about fish: the
|arger the fishbow, the larger the fish.
Waterworld is a very big bow, and there are
sone really large fish out there. When
meki ng creatures for the party to encounter,
think of ordinary sea creatures and then
make them bigger, nmutated, or just very
nmenaci ng. New creatures are OK, too, as
long as they sonewhat meke sense in the
evol utionary schenme of things. Not e that
each creature has a Movenent Rate, MR, which
represents how many AP it takes that

creature to mve 1 hex in water. Sone
creatures can swi m nuch better than others.
VWhal ephin

Cbstinately a conbination of whale and
dol phin, the whalephin 1is actually an
enornmous, jawed fish with pmany rows of
t eet h.

Physi cal Description

Resembl i ng a
| anprey the size of
a football field, &%
whal ephi ns are i

long, with two or
three rows of fins E
and a set of l|arge =8
flippers. They &
al so have a flat, : 3
whal e-like tail, which is where they get
their nane. Their jaws are huge, taking up
al most half the head, and are full of
hundreds of needle-like teeth. Whal ephi ns
are anywhere fromolive green to deep brown
in color, with the mmjority comng in a
shade of mottled bl ue.

Habi t at

Only rarely do these creatures surface, and
since they are true fish and not mamal s,
they have gills and can stay underwater
i ndefinately. For the nost part, they haunt
the ruins of old cities, feeding off of

schools of fish that inhabit the reef-like
Cccasionally, they can be

structures there.

lured to the surface by the proper
bait.

Social Structure

Li ke many ot her mari ne predat ors,

whal ephins are solitary creatures, comng
t oget her only to rmate. They are
exceptionally territorial, and will fight

with their own kind and any other |arge
animal they perceive to be a threat.
Whal ephi ns nmate every year when the waters
begin to run warm when they |ay anywhere
from 1000 to 10000 eggs, only a handful of
which survive to maturity. These unusual
creatures |live about 10 years.

Intelligence Level

Ani mal

HP: 300

sSQ 7

AP. 7

XP: 5000

CC. 15%

MR. 3 hexes per AP

AC. 25 DR / DT
Nor mal : 10 50%
Laser: 5 25%
Fire: 10 50%
Pl asma: 5 25%
Expl osi on: 3 15%
PR 90%

RR: 30%

GR: 100/ 100

Attacks: Bite (90% 4 AP, D 4dl12, 20%
Change of Critical hit), Tail (75% 3 AP,
D: 3d10, none)

Kr aken

Nanmed after a nythical sea]
creature, this enor nous
combination of squid and
octopus can easily take
down a vessel .

Physi cal Description

Kraken are huge, easily 100
meters tall with tentacles - SEEES
that can reach al npbst four ¥ Y
times that. They have g
bul bous heads with a beaked= .
mouth that take up the mpjority of that
hei ght, and eight tentacles covered wth
power ful suction cups that can latch on to
shi ps, people, or other nmarine creatures.

1 Kraken are an orangi sh-browmn in color,



and their tentacles range
from orange to white to al nost
transl ucent. Kraken nmove by sucking wat er
in and pushing it out, allowing themto swim

very quickly for short periods of tine.
Their rubbery, sliny skin repels nost
attacks, although tentacles CAN be chopped
off with successful critical hits.

Habi t at

Kraken live at the bottom of the deepest
basi ns, cont ent in their darkness and
sol i tude. Rarely will they swim to the
surface, and then it is only for food.
Kraken do not need to eat but once in a few
mont hs, and can digest hard objects 1like
shi ps, and whal ephi n skel et ons.

Social Structure

Kraken live in individual fam|ly units, with
two parents caring for a clutch of 8-12
hat chl i ngs. Kraken mate every 10 years or
so, and can easily live to be 100 years ol d.

Intelligence Level

Ani mal

HP: 500

SQ 9

AP. 9

XP: 10000

CC: 19%

MR 1 (3 hexes per AP for one round of
combat ONLY)

AC:. 30 DR / DT

Nor mal : 5 40%

Laser: 0 0%

Fire: 5 25%

Pl asma: 0 0%

Expl osi on: 5 40%

PR 100%

RR: 50%

GR 100/ 100

Attacks: Tentacle (90% 3 AP, D: None,

i mmobi li zes anyone caught
(200% (nust be in tentacle),

in tentacle), Bite
3 AP, D: 6d20,

none), Ink (200% works only in water, 1 AP,
D: Blindness for 1d10 rounds, roll Poison
Resi st to avoid blindess)

Man ' O War

Al though they resenmble jellyfish, a nman-o-
war is a different creature altogether -
actually a colony of synbiotic creatures

of

to ensure the survival

wor ki ng toget her

Physi cal Description

Ranging in size from a few square
neters in area to several nautical mles
on either side, a nman-o-war sits on the
surface of the water,
slightly purpl e in
col or but ot herw se
translucent. As
ment i oned previously,
it is a colony of
symbi otic creatures
that feed each other by
stinging anything
unl ucky enough to
wander into its
tendrils. Because a
man- o- war is made of t hin, wat er -
per neabl e, jelly-like stuff, it is

exceptionally hard to kill. Its tentacles
can grow to alnmpst 1000 neters in length,
on the oldest colonies, although 100 to
500 neters is far nore conmon.

Habi t at

A man-o-war can be found anywhere on the
surface of the ocean.

Soci al Structure
None.

Intelligence Level
None (sessile).

HP: 1000

SQ 1

AP: 1

XP: 25000

CC. 0%

MR: n/a

AC. 40 DR / DT

Nor mal : 25 90%

Laser: 0 0%

Fire: 20 85%

Pl asma: 0 0%

Expl osi on: 15 60%

PR 100%

RR: 100%

GR: 100/ 100

Attacks: Tendril (200% works only in
water, 1 AP (all creatures within the man-
o-war's area suffer the same attack each
round), D: 3d10, roll against Poison
Resi st or becone paralyzed (treat as if

drowni ng and unconsci ous).

t he whol e.




Mant a Di abl o

The so-called
speci es of

"devi | ray," a
manta ray or skate, has nade
quite a coneback in the large, warm oceans
of Waterworl d.

gigantic

Physi cal Description

The manta diablo is about 30 neters |ong and
30 neters across, and is shaped like a
diamond kite with a 5-neter tail. Their
tops are blue, to blend in with the water,
and their bottons are white, to blend in
with the sky. The manta diablo's eyes are
on top, while it's slit-shaped nouth is on
the bottom of its "head" area. At the end
of its tail is a w cked stinger, which the
mant a di abl o uses to paralyze its prey.

Habi t at

Manta diablo prefer shallow areas, so they
can rest on the bottom and wait for
unsuspecting prey. They are wanderers,

never staying in one area too long, so they
do not overhunt their prey. Occasionally, a
manta diablo will attack a vessel, but it is
usually only in perceived (or real) self-
def ense.

Soci al Structure

Manta diablo swim in schools of 5 to 10
i ndi vi dual s. The school |ooks after young,
of which a couple hundred are born every
spring. These large skates live to be about
7 years ol d.

@ Nauti cal Mle - A

Intelligence Level
Ani mal

HP: 80

SQ@ 8

AP. 8

XP: 800

CC. 5%

MR. 1 AP per hex

AC. 10 DR/ DT
Nor mal : 3 30%
Laser: 0 0%
Fire: 2 10%
Pl asma: 0 0%
Expl osi on: 3 30%
PR 50%

RR. 20%

GR: 100/ 100

Attacks: Bite (70% 4 AP, D. 3d6, none),
Stinger (80% 4 AP, D. 1d8, roll against
Poi son Resist or become paralyzed (treat
as unconsci ousness and drowni ng)).

A Nautical d ossary

Astrolabe - An instrunment used to shoot
the sun or shoot the npon.

Bow - The front of the ship. Rhymes with
"wow. "

Keel - A kind

of “fin" on

the bottom of

a ship,

desi gned to

keep it from
capsizing
while turningp——s - e df -
or during

Wi nds. Most
often found on .y
sai | boat s.

e as= e

Keel haul - A nasty form of punishnent,
used by buccaneers in the Spanish Min,
where the offender is tied up and "haul ed”
al ong the keel and the bottom of the boat
one or many tinmes. The barnacles would
cut the prisoner, and the blood would
often attract sharks. Usually, it was a
deat h sentence.

Knot - A neasure of speed, in nautical
m | es per hour.

di st ance, used




exclusively by sailors.
Nautical Mle is equal to 1852
meters, or the mean (average) of 1 nminute
of latitude.

(

Port - When facing the bow, the left side of
t he ship.

Shoot the Sun and Shoot the Moon - Two terns
t hat descri be t he process by whi ch
navi gators woul d take "sun sights" or "noon
sights" that would determine a ship's
posi tion.

Starboard - When facing the bow, the right
si de of the ship.

Stern - The back of the ship.
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