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Section 1. INTRODUCTION

...Daytime. Mirages dance as eerie presences on the asphalt. The black highway, going from nowhere to anywhere else, seems just about to crack apiece and melt, under the burnin’ unforgiving sun.

Silence all around.

The wind whispers, at times, through invisible chimes of the open waste. Rolling bushes jump and move erratically at distance.

A little scaled mammal starts slowly to cross the road. It can be almost heard the slow stepping of the creature in the empty silence. The beast stops, lowering on its legs, lying down on the arid tar.

The view is completely still, the small animal motionless at the centre of the roadway.

Suddenly its eyes open wide, a frightened gaze on them.

The creature, frantically, runs to reach the other border of the road.

Engines roar, abruptly reaping the heavy silence. A motorbike tire whizzes past at few inches from the mammal. Four bikers ride, standing out in the setting sun.

The beast follows with the eyes the bikers disappearing in the horizon.

The roars of the bikes fade out in the distance...

...The creature starts to walk again.

All of a sudden, a bird of prey falls from the crimson sky upon the surprised mammal.

A fierce peck on the beast neck, then grasping it, the bird takes off, disappearing as fast as it came.

A distant bird sound breaks the silence in the heavy, dry air...
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W

elcome to the Big Waste, lowlife!

To get it straight, long time ago someone, somewhere, gotta few screw loose and fir’d a good tons o’atomic warheads, that were all the rage at the time, ‘round the globe.

‘Course a lot o’people were vaporiz’d aft’r the first very minute o’the impact.

Lez suppose 70 or 80 % o’the world population was blast’d ‘way in few sec.

The survivors ran for their lives in anti-radiation shelters, and who didn’t make it in time, stick’d ‘round on the Surface.

Things were really broken loose, at that point:

Nations didn’t exist anymore, chaos reign’d, lootin’ and violence abound’d.

Time’s pass’d since the fallout and the cold ‘n’ deadly nuclear winter that follow’d.

Now weather’s more on the warm way, but, don’ya, punk, dare t’think things’re gettin’ any b’tter: outta there rocky wide barren landscapes and gnaw’d abandoned ruins’re home to raiders, scavengers, in good company o’cultists, viruses, mutants ‘n’ all da nice thingies ya gotta when radiations’re ‘round!

But ya’re a biker, doncha? Free spirit, mov’d only by wanderlust and a quest for fortune, motoriz’d knight o’the post apocalyptic age.

Road’s Life, yer bike Love, never askin’ “Why?” but roarin’ at the thrill of “Where?” yer biker’s clan Family, never t’be thorn ‘part.

Ok...Maybe widda age I gotta lil’ sentimental...Whadda heck! ’Nuff said! Get da hell outta here on yer motoriz’d fiend ‘n’ enjoy the stayin’, iz gonna be permanent...

The Traveller

1.1. DISCLAIMER

The following materials based on FUDGE, entitled Route 666, are a Synchronicities product created by Angelo Allegra, made available by Angelo Allegra, and Copyright © 2003 by Angelo Allegra, and are not necessarily endorsed in any way by Steffan O'Sullivan or any publisher of other FUDGE materials.

Neither Steffan O’Sullivan nor any publisher of other FUDGE material is in any way responsible for the content of these materials unless specifically credited.

Original FUDGE materials Copyright © 1992-1995 Steffan O'Sullivan, All Rights Reserved.

Route 666 setting ( Copyright 2003 Angelo Allegra, All Rights Reserved.

Part of the rules used in the Route 666 setting are taken from the Full Throttle setting ( Copyright 2003 James Wedig and from the Mutant Bikers of the Atomic Wastelands setting ( Copyright 2003 James Boldry.

For questions or comments about Route 666: aallegra@hotmail.com
Visit the Route 666 official homepage at: http://blerpa.tripod.com/route666.html
Visit Full Throttle at:

http://www.geocities.com/krys_allokard/02FullThrottle/FTRPG.html
Visit Mutant Bikers of the Atom Wastelands at:

http://www.jpbs.homechoice.co.uk/mbaw/mbaw.htm
Playtesters: Massimo Cortese, Andrea Deodato, Concetto Modica, Andrea Nastasi, Simone Nastasi, Bruno Scalia, Loredana.

Thanks to: Ivar Palazzolo Junior, Salvo Bengasi, Matteo Stucchi.

1.2. CREDITS AND INSPIRATIONS

The following persons, movies, comics and games were determinant for the creation of Route 666 as creative inspiration: Steffan O’Sullivan, for creating FUDGE, James Boldry, creator of Mutant Bikers of the Atomic Wastelands, James Wedig, creator of FUDGE: Full Throttle, the games Gamma World, Blood Dawn, Car Wars, GURPS Autoduel, GURPS Fallout, Bitume, the movies and movie series of Mad Max, 1997:Escape from N.Y., Tremors, Death Race 2000, Accion Mutante, the videogames Interstate ’76, Wastelands, Bad Blood, Carmageddon, the comics Tank Girl, Akira, Okuto no Ken, The City, Dominion, Rebel, White Trash, Joe Bar Team, Mirai Shonen Conan.

1.3. ABOUT FUDGE

Fudge is a role-playing game written by Steffan O'Sullivan, with extensive input from the Usenet community of rec.games.design. The basic rules of Fudge are available on the Internet at http://www.fudgerpg.com and in book form from Grey Ghost Games, P.O. Box 838, Randolph, MA 02368. They may be used with any gaming genre. While an individual work derived from Fudge may specify certain attributes and skills, many more are possible with Fudge. Every Game Master using Fudge is encouraged to add or ignore any character traits. Anyone who wishes to distribute such material for free may do so - merely include this ABOUT FUDGE notice and disclaimer (complete with Fudge copyright notice). If you wish to charge a fee for such material, other than as an article in a magazine or other periodical, you must first obtain a royalty-free license from the author of Fudge, Steffan O'Sullivan, P.O. Box 465, Plymouth, NH 03264. 
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Section 3. RULES

“I know you won’t break the rules: there aren’t any.”

--Mad Max

Route 666 (from now on it will be called R6 for simplicity) uses cut down version of FUDGE rules. Though this document should contain all that is needed to run R6, it is strongly suggested the reader should check out the official FUDGE rules for more explanations, options and examples.

As in standard FUDGE all traits are measured on the following seven-level sequence:

	+3
	+2
	+1
	0
	-1
	-2
	-3

	SUPERB
	GREAT
	GOOD
	FAIR
	MEDIOCRE
	POOR
	TERRIBLE


So for example a Superb skill level in R6 would be the equivalent of an '18' skill level on a more conventional 3d6 scale.

Similarly, the GM gives all non-trivial tasks a character performs a difficultly rating on the same scale.

To succeed at this task, the rating of the relevant character skill, modified by a dice roll, needs to be greater or equal than the difficulty rating of the task. There are a few other rules, but basically this is all there is to FUDGE.
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Section 4. CHARACTER CREATION

“I’m the guy who keeps Mr. Dead in his pocket.”

--Mad Max III

R6 characters are defined by Skills, Gifts and Faults. There are no Attributes.

In R6 all the fourteen character’s skills start at a default level of Poor -2.

Characters get 26 levels to add to the Skills to increase them.

The cost of raising or lowering a Skill is:

	SUPERB
	GREAT
	GOOD
	FAIR
	MEDIOCRE
	POOR
	TERRIBLE

	+5
	+4
	+3
	+2
	+1
	0
	-1


The cost is not cumulative.

To have a Great Ride Like Hell it costs 4 points not 9 (4+3+2+1).

A character cannot have more than 1 Superb and 2 Terrible Skills.

4.1. Skills

The Skills are as follows:

Hit Real Hard: This skill covers all forms of melee attacks, with or without weapons. You’re not expected to fence or display any particular finesse when pounding an opponent to pulp.

If you really want to be a skilful rather than powerful fighter, buy a sissy skill.

Move ‘n’ Dodge: The most useful skill to avoid getting splattered.

Also used for ordinary agility feats, for running away or getting initiative.

Shoot Real Straight: The basic to use all type of guns, bows and slings.

Blow Things Up: Allows you to build explosive devices out of whatever is available: fuel, ammo, potatoes, etc. The availability of materials determines the difficult roll. On a Terrible -3 roll, the bomb goes off during creation and you automatically take damage at the GM’s mercy.

Patch People Up: Good healing rolls cure one level, Great two levels and so on.

That means a Superb healing roll would bring an Incapacited character back to normal (scratches don’t require healing).

Fix Toasters and Things: Everything from fixing a toaster to rebuilding an engine is covered by this skill. Can be used to sabotage things. It is also used to identify and operate strange objects.

Notice and Figure Things Out: A perceptive biker tends to live longer.

This skill allows you to spot an ambush or notice a clue. Covers all senses.

It is also used to resist Interact With Others or other mental attacks.

Interact With Others: Good for intimidating, charming or conning.
Throw Real Good: To throw all sorts of things from knives to grenades.

Drive Like Hell: Not everyone rides a bike; there are a lot of cars out on the road, too. But you’re a biker, right? Who needs a car?

Move Real Quiet: A general stealth skill, this handles hiding, sneaking or setting up an ambush.

Take It Like A Man: Used to resist the effects of drugs, poisons, alcohol, etc. Can also be used in combat to reduce the amount of damage suffered.

Every time you’re hit for at least a Hurt, you may request a roll.

Superb +: reduce the severity of the wound by two damage points.

Great: reduce the severity of the wound by one damage point.

Good - Mediocre: no adjustment to the severity of the wound.

Poor or worse: increase the severity of the wound of one damage point.

Ride Like Hell: Handling a bike at high speeds can be very difficult to an unskilled person. But you’re a biker, right? You can handle it.

Bike: This is how nice you ‘n’ your bike work together. Having a good bike in the pack and looking cool with it means status, and a reputation.

You know how to handle your bike in a secret way, giving you a special edge.

Sissy Skills: So, you think you need a different skill from those listed above? Fine, scum, just write it on the space next to Sissy Skill in your sheet.    

Characters also start with one Gift and one Fault.

Further Gifts can be purchased at the price of a Fault.

Differently from FUDGE rules Faults cannot be chosen to have in exchange levels to raise the Skills values.

4.2. Gifts

A Gift is a positive trait, a unique special ability that a character can have. Most of these are mundane advantages, others can border on the supernatural. A Gift can also take the shape of a radiation induced mutant power. Any supernatural ability is subject to GM approval and may either cost more than one Gift or be given a low Use Gift level. Some possible Gifts are:

Absolute Direction - Ally - Always keeps cool - Ambidextrous - Animal Empathy - Attractive - Bonus to one aspect of one Skill - Can fix anything with anything - Combat reflexes (+1 initiative) - Contacts - Danger Sense - Extra Tough (-1 from all damage results) - Immunity to diseases - Keen Senses - Literate - Lucky (Rerolls 1 chosen FUDGE die after dice are rolled/ GM can limit this to 1 use to session) - Many people owe him favours - Never forgets a name/face/etc - Night Vision - Patron - Perfect Timing - Peripheral Vision - Reputation as Hero - Single-minded (+1 to any lengthy task) - Special Bike - Status - Strong Will - Tolerant - Wealthy - etc.

The Use Gift is a skill like attribute attached to a Gift. This is used to roll for a successful use of a Gift. The Use Gift level is not purchased from the 30 character points but it is set by default at a level of Good for most Gifts, though this may vary depending on the usefulness of the Gift. Note: where possible, the use of a Gift should be an automatic success.

4.3. FAULTS

Faults are anything that makes life more difficult for a character. They are the counterparts to Gifts and most of what applies to one applies to the other. Some possible Faults are:

Addiction - Amorous Heartbreaker - Bloodlust - Blunt and Tactless - Bravery indistinguishable from Foolhardiness - Can’t resist having the Last Word - Code of Ethics limits actions - Code of Honour - Coward - Easily Distractible - Enemy - Fanatic Patriot - Full of bluff, bluster and machismo - Getting Old - Glass Jaw - Glutton - Goes Berserk if Wounded - Gossip - Greedy - Hideous appearance - Humanitarian (helps the needy for no pay) - Hunted - Insensitive - Intolerant - Jealous of Anyone Getting More Attention - Lazy – Lecherous - Loyal to Companions - Manic-Depressive - Multiple Personality - Nosy - Obsession - Outlaw - Overconfident - Owes Favours - Paranoia - Phobias - Poor - Practical Joker - Self-Defence Pacifist - Soft-hearted - Stubborn - Troubled Past - Unlucky - Vain - Very Distinctive - Vow - Vulnerability - Zealous Behaviour - etc.

The Use Fault attribute defines how intense the Fault is. This is set by default to Good.

4.4. ASS-SAVING BITS

 Ass-Saving Bits are meta-game gifts that may be used to buy "luck" during a game - they let the players fudge a game result. These are "meta-game" gifts because they operate at the player-GM level, not character-character level. 

In R6, players always start every session with three A-S Bits. They cannot be saved for the next session, so players are encouraged to spend them freely. 

Here are some suggested ways to use them.

1) Spending a A-S Bit may accomplish an Unopposed action automatically and with panache - good for impressing members of the appropriate sex, and possibly avoiding injury in the case of dangerous actions.  The GM may veto this use of A-S Bits for actions with a Difficulty Level of Beyond Superb.

The GM may disallow this option for an Opposed action, such as combat.

2) A player may spend one A-S Bit to alter a die roll one level, up or down as desired. The die roll can be either one the player makes, or one the GM makes that directly concerns the player's character.

3) A player may spend one A-S Bit to declare that wounds aren't as bad as they first looked. This reduces the intensity of any wound to a Scratch.

4) A player may spend two (or more) A-S Bits to get an automatic +4 result, without having to roll the dice. This use is available in Opposed actions, if allowed.

5) A-S Bits can be spent to ensure a favourable coincidence, subject to GM veto, of course.
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Section 5. BIKE CREATION

”On the roads it was a white line nightmare. Only those mobile enough to scavenge, brutal enough to pillage would survive.”

--Road Warrior

Your bike is your life, you live by her, swear by her. A biker without a bike is just a worthless pedestrian.

Bikes have their particular Skills, each of them starting at a default level of Fair 0.

Bikes get 2 free levels to add to their Skills.

Also, the BIKE Skill of the current rider affects the bike Skills levels: This happens because the biker is particularly in tune with her bike and knows how to get the best from her. It can also be that the biker is so careless about the bike or have little experience with her, his attitude can negatively modify some or all of the bike performances (in the case of a BIKE skill with a low level).

The following tab shows the points to apply to the bike Skills according to the biker BIKE Skill:

	Biker BIKE Skill
	Levels to add to the bike Skills levels

	Terrible
	-2

	Poor
	-1

	Mediocre
	0

	Fair
	0

	Good
	0

	Great
	+1

	Superb
	+2


Bike Skills are as follows:

Take It: Just like people, bikes can be tough, and can take damage.

Handle The Road: This is how well the bike can manoeuvre. Some bikes are just plain hard to ride, while others take turns like nothing. When making a tricky manoeuvre, roll under the lower of the bike’s HTR or the rider’s Ride Like Hell.

Speedin’: Faster is better. Outrunning other bikers, cops, etc. requires speed. A bike’s maximum speed in km/h and miles/h is given in the following tab:

	Level
	Superb
	Great
	Good
	Fair
	Mediocre
	Poor
	Terrible

	Km/h
	300
	270
	240
	210
	180
	150
	120

	Miles/h
	180
	162
	144
	126
	108
	90
	72


Range: Since fuel is a valuable resource, having a bike that can make it to the next gas fill up is very important. A bike can travel about 80 kilometres (about 50 miles) for every level of Range. When a bike drops to Terrible –3, it runs out of gas and stops. A bike’s maximum range of action in km and miles is given in the following tab:

	Level
	Superb
	Great
	Good
	Fair
	Mediocre
	Poor
	Terrible

	Km
	480
	400
	320
	240
	160
	80
	0

	Miles
	288
	240
	192
	144
	96
	48
	0


Some bikes may have Gifts like characters do.

These are extremely rare, but not impossible to have. Some bikes just blow the others away. The GM has the final say in whether a bike can have a Gift or not, how much the Gift costs, and how the Gift actually works.

Section 6. MECHANICS

“I’m hotter than a rolling dice!”

--Mad Max

This chapter concentrates on the mechanics of R6. Readers familiar with FUDGE should have no problem following it. The rest are encouraged to download a copy of FUDGE.

6.1. Dice
R6 uses four special FUDGE dice. FUDGE dice are cubes like d6s, but do not have any numbers on the sides. Instead, they have two blank sides, two sides with a plus (+), and two sides with a minus (-). To use FUDGE dice, simply roll four of them, and total the amount. The result of a die roll is a number between -4 and +4. On the character sheet, there should be a simple tab of the Skill levels, such as: 

	+3
	+2
	+1
	0
	-1
	-2
	-3

	SUPERB
	GREAT
	GOOD
	FAIR
	MEDIOCRE
	POOR
	TERRIBLE


To determine the result of an action, simply put your finger on your trait level, then move it up (for plus results) or down (for minus results).

If you don’t have any FUDGE dice then you can still play, no despair. A six-sided die can be read as FUDGE die. Just roll the die: on a 1, 2 it is a minus, on a 3, 4 it is a blank, and on a 5, 6 it is a plus. 

This can be a little more confusing and more time consuming reading the dice, but it can work for those of you who don’t have any FUDGE dice. All dice rolls in R6 use 4 FUDGE dice or 4dF.

6.2. SKILL ROLLS

For each Unopposed action, the GM sets a Difficulty Level (Fair is the most common) and announces which trait should be rolled against. The player then rolls the four FUDGE dice against the skill in an attempt to equal or better the score. 

In setting the Difficulty Level of a task, the GM should remember that Poor is the default for most skills. The average “trained” climber can climb a Fair cliff most of the time, but the average “untrained” climber will usually get a Poor result. 

To resolve an Opposed action between two characters, each side rolls against the appropriate trait and announces the result. The traits rolled against are not necessarily the same.

For example, a seduction attempt would be rolled against the Interact With Others skill for the active participant (or possibly a Gift) or against the Notice Figure Things Out skill. There may be modifiers: someone with a vow of chastity might get a bonus of +2 to his will, while someone with a Lecherous fault would have a penalty - or not even try to resist.

The Game Master compares the rolled degrees to determine a relative degree.

An Opposed action can also be handled as an Unopposed action. When a PC is opposing a NPC, have only the player roll, and simply let the NPC's trait level be the Difficulty Level. This method assumes the NPC will always roll a 0. This emphasizes the PCs' performance, and reduces the possibility of a NPC's lucky roll deciding the game.  

[image: image4.png]



Section 7. COMBAT

“Ladies and gentlemen, boys and girls: dyin’ time’s here!”

--Mad Max III

When a combat situation arises, the character with the highest Move ‘n’ Dodge acts first, and all other characters act in descending order. If two characters have the same Move ‘n’ Dodge, the GM can have the two of them to roll 2dF.

The highest roll acts first.

If after the roll two characters still have the same result, then their actions are considered simultaneous and both actions occur before results are applied.

Each attack is an Opposed Action using the attacker's Hit Real Hard against the targets Hit Real Hard or Move ‘n’ Dodge. If a PC is fighting a NPC the GM can treat combat as an Unopposed action by assuming the NPC will always get a result equal to her trait level. 

Ranged combat may or may not be an Opposed action. If the target is unaware of the assault, the attacker makes an Unopposed action roll to see if he hits his target. The GM sets the Difficulty Level based on distance, lighting, cover, etc. Do not modify the attacker's skill for range, partial cover, or other circumstances - that's included in the Difficulty Level. Equipment such as a laser sighting scope can modify the attacker's skill, though.

If the defender is aware of the attack it is an Opposed action: the attacker's ranged weapon skill against the defender's Move ‘n’ Dodge.

The damage of the weapon (a numeric value) plus the outcome of the attack (the degree of levels that was succeeded by the attacker) is the amount of damage the character or NPC receives.

For example if a Great pistol shot is fired against a Fair Move ‘n’ Dodge, the relative degree of success is +2. The pistol does +3 damage bringing the total to 5.

7.1. WOUNDS ‘N’ HEALING

Each Biker Roadbook has a wound record track that looks like:

	
	1,2
	3,4
	5,6
	7,8
	9,0

	Wounds
	Scratch
	Hurt
	Very Hurt
	Out Cold
	Near Death

	
	O O O
	O
	O
	O
	O


NPCs and monsters have a different, more restricted, wound record. It looks like this: 

	
	1-4
	5-6
	7+

	Wounds
	Hurt
	Very Hurt
	Down

	
	O
	O
	O


This gives the players a real edge and reduces bookkeeping for the GM, making everyone happy. You can always alter the range for individual monsters. 

The labels describe the wound levels. These are:

Scratch - No game effect. They heal on their own after combat.

Hurt - Character is at -1 on all skills.

Very Hurt - Character is at -2 on all skills.

Out Cold - Character is knocked out and/or cannot act.

Near Death - Character will die if no one takes care of him. Note there is no hard and fast rule on death. It's the logic of the situation that will determine if the character can recover from Near Death or not. 

The numbers above the wound levels represent the amount of damage needed in a single blow to inflict the wound listed under the number. For example, a blow of three or four points Hurts the character, while a blow of five or six points inflicts a Very Hurt wound. 

The boxes below the wound levels represent how many of each wound type a character can take. When a wound is received, mark off the appropriate box. Once the box for a particular level of wound is filled, any wound of that level is upgraded to the next higher level. So, for example, a character that takes two Very Hurt results without taking any other hits is Out Cold, since that is the next highest wound level. 

Note that three boxes are provided under Scratch. A Scratch wound will not make a character Hurt until he receives his fourth Scratch. 

Please note that a Scratch will never raise a character's wound level beyond Very Hurt, no matter how many he takes.

An even easier system to keep track of the damage levels of NPCs is presented here:

A simple three-stage system of Undamaged, Hurt, Out of the Battle is good enough for most of them. Simply make a mark under an NPC's name for Hurt, and cross out the name for Out of the Battle.

R6 is meant to be played at a fast and furious pace. As such it is not desirable for characters to stay wounded for long.

At the end of a combat, all of a character’s Scratches are automatically healed provided the character has five or ten minutes to attend to them.

All Hurt and Very Hurt wounds are healed at the end of each playing session.

An Out Cold or Near Death wound is healed according to GM decision.

For characters in a hurry there is the Patch People Up skill.

A Good result on a healing skill heals all wounds one level 

(Hurt to healed, Very Hurt to Hurt, etc.).

(Scratches do not count as a level for healing purposes. That is, a Hurt wound that is healed one level is fully healed.).  

A Great result heals all wounds two levels.

A Superb result heals three levels.

7.2. Stun, Knockout ‘n’ Pulling Punches
A player can announce that his character is trying to stun or knock his opponent out rather than damage her. Using the flat of a blade instead of the edge, for example, can accomplish this. Damage is figured normally, but any damage inflicted doesn't wound the opponent: it stuns her instead.

In this case, a Hurt result is called a "Stun" - a stunned character cannot attack or all-out defend, and is at -1 to defend for one combat turn only. However, the Stun result stays on the character sheet: that is, a second Stun result, even if delivered more than one combat round after the first, will cause the character to become Very Stunned.

(Stun results heal like Scratches: after combat is over.)

A Very Hurt result in a stunning attack is called a “Very Stunned” result instead: no attacks and -2 to all actions for two combat rounds.

A result of Out Cold or worse when going for stun damage results in a knockout.

A knocked-out character doesn't need healing to recuperate to full health - just time. 

The GM may simply decide that a successful Good blow (or better) to the head knocks someone out automatically. In an Opposed action, the Good blow would also have to win the combat, of course.

Likewise, a player may choose to have his character do reduced damage in any given attack. This is known as "pulling your punch," even if you are using a sword. 

This commonly occurs in duels of honour, where it is only necessary to draw "first blood" to win, and killing your opponent can get you charged with murder. A Scratch will win a "first blood" duel - it is not necessary to Hurt someone.

To pull your punch, simply announce the maximum wound level you will do if you are successful.

7.3. OTHER WAYS TO GET DAMAGE

Weapons are not the only things that can do damage to a character: falling, getting hit by a truck, or wiping out on your bike can do a great deal of damage. In cases where no definite damage rating is given, the GM has the say in how much damage will be suffered.

Some examples of ways to get hurt:

Falling



1 per 3m (3,28 yds)

Wiping out on a bike

3 per Speedin’ level

Wiping out in a car

2 per Speedin’ level

Falling objects


1 per 10 kg (22 lbs)

There are many ways a character can be hurt outside of combat.

It is up to the GM to determine the final damage inflicted by any type of situation.

7.4. BIKES IN COMBAT

What is a biker game without a little bit of road rash? For this reason, bikes can take damage in combat just like people can, which is why they have a Take It Skill.

If a character wants to target a bike in combat, they can make a normal to-hit roll with a   -2 penalty.

The opponent’s Move ‘n’ Dodge is used as the bike’s dodging Skill.

When a bike suffers a Damaged value, the bike has been damaged and a Ride Like Hell roll of Good is required to not crash.

When a bike suffers a Seriously Damaged value, the bike is very close to get smashed and a Ride Like Hell of Great is required to not crash. 

If a bike takes a Busted wound, the bike automatically crashes and the rider suffers an Out Cold wound.

The Bikes damage tab shows how much damage a bike can suffer before being blown away.

	
	1,2
	3,4
	5,6
	7+

	Damage
	Scratch
	Damaged
	Seriously Damaged
	Busted

	
	O O O
	O
	O
	O


7.5. ARMOURS IN COMBAT

This is just an optional rule: the game plays quite smoothly without it, but if you want a little bit more of realism...

The bikers, and also NPCs and various monsters, can have armour or some kind of protection that helps them to resist opponent blows in combat.

Simply, the protection value of the armour is added to the biker Take It Like A Man skill value for all the purposes in which armour can help.

	Type of armour 
	Natural protection
	Number to add

	None
	None or Normal
	+0

	Leather, American Football & Hockey Padding,
	Light protective skin
	+1

	Kevlar
	Heavy protective skin
	+2

	Special, Army/Police full body armour
	Special
	+3


The GM can rule that after a certain amount of blows received, or in the case of a Take It Like A Man die roll of -3 or worse, the armour used is broken.

A Great Fix Toasters and Things is required to repair it, otherwise it is discarded.

It is left also to the GM the choice if armours availability for the PCs changes from session to session.

Section 8. EQUIPMENT

"This is my boomstick. It's a twelve gauge, double-barreled Remington pump. Next one of you primitives touches me..."

--Army of Darkness

There is one principle that governs all material possessions in R6: easy come, easy go. You rarely get to keep stuff between sessions and even the stuff you have breaks easily. But that's okay. Hoarding things doesn't go well with the nomadic lifestyle of the bikers.

Most of the items carried are disposable anyway. The only exception is an item that may be important to the plot, but only if the GM says it is OK. 

There is no money in R6. One assumes what little trade the party does engage in, is paid in junk, water or fuel. This process should be transparent to the players and require no bookkeeping.

8.1. Weapons

No biker travels without some kind of weapon. It is a hard world, and being caught unarmed is not the way to be caught.
The weapons characters get are allocated randomly. At the start of every session, each character rolls a d12 2 times on the Weapons Tables to see what weapons she starts the session with. During the course of the game she will no doubt find some new weapons and lose or somehow damage his original ones. Regardless of what weapons the character ended the session with, she will start the following one with only those allocated by the new rolls on the Weapons Table. This not only simulates the inherent uncertainties of a scavenger economy, but it annoys the players at no end.

	1d12
	Melee Weapons
	Damage bonus

	1
	Bottle or Frying Pan or Knitting Needle
	

	2
	Bare Knuckles or Umbrella
	

	3
	Cricket or Baseball Bat (spikes optional)
	+1

	4
	Hockey Stick or Bull Whip or Bolas
	+1

	5
	Ice Pick or Metal Chain or Crowbar
	+1

	6
	Pitch Fork or Knife or Lead Pipe
	+1

	7
	Scissors or Meat Hook or Wrench
	+1

	8
	Lawn Mower or Axe or Meat Cleaver or Power Drill
	+2

	9
	Shovel or Tire Iron or Spear or Sickle
	+2

	10
	(Falling Chandelier), Sledgehammer
	+3

	11
	Chainsaw
	+4

	12
	Two handed Monkey Wrench
	+4


	1d12
	Ranged Weapons
	Damage bonus

	1
	Bow
	+2

	2
	Molotov Cocktail
	+2

	3
	Pistol
	+3

	4
	Crossbow
	+3

	5
	Rifle
	+3

	6
	Pump Action Shotgun
	+4

	7
	High Calibre Pistol
	+4

	8
	SMG or Assault Rifle
	+5

	9
	Flamethrower
	+5

	10
	Dynamite Stick or Grenade (cluster of 3)
	+5

	11
	Chain Gun
	+6

	12
	Rocket Launcher (1 Rocket)
	+10


You may reroll duplicates. In combat a roll of -3 or worse indicates that the weapon is broken. A Great Fix Toasters and Things is required to repair it, otherwise it is discarded.

The minimum possible amount of damage is 1.

8.2. JUNK

Characters are not only going to carry weapons. There are many other tools of survival that a biker may want to carry. For these items, the player must talk to the GM at the start of a playing session and ask for such items. Otherwise, it could be so that the GM decides, from session to session, what objects each character starts with.

However, the GM has the final say in what the character may or may not have on hand. If a character really gets attached to a piece of junk (the Mona Lisa for example), a nice GM might allow him to keep it even between sessions.
Here is a list of some sample items character may find.

Goggles: Look good on the road and protect your eyes at the same time. Thinner than binoculars. Most efficient ones are not much thicker than normal skiing glasses.

Infrared Goggles: These enable to view heat levels. Weight: 0,4 kg (1 lbs).

Night Vision Goggles: These enable to view in low level of light conditions.

Weight: 0,4 kg (1 lbs).

Spare parts: It is always a good idea for a character to have a few extra parts for their bike. You never know when some pesky bandit will steal your gas line.

Tools: Can’t fix your bike without some tools. Weight: 3 kg (6,6 lbs).

Mousetrap: ‘nuff said.

Picklock tools: These tools are a necessity in the wastelands. They allow a person to bypass locking mechanisms. To bypass electronic locks, other methods must be used.

First aid kit: A small kit containing basic medical equipment. Bandages, wraps, antiseptic spray, and more.

Pills: Effects of pills can be various: get you to sleep, to fight enraged as a mad boy, to keep on goin’ for a lotta time without sleeping…

Backpack: Guess…

Flashlight: A standard flashlight (without batteries). It lasts for 8 hours.

Range: 7,5 meters (8,2 yds). Weight: 0,5 kg (1,1 lbs) with batteries.
Sleeping bag: Guess again…

Tent: It offers repair for the cold nights in the wastelands. Several types with space for one to four people. Can be set in 5 - 15 minutes. Weight: Up to 2 kg (4.4 lbs).

Canteen: Holds 2 litres (2,1 quarts).

Gas mask: Protects from most inhaled gases.

Shovel: When you need to dig nothing beats a good ol’ shovel!

Gallon of gasoline: 5 litres (1,30 gallons) of 80-octane gasoline. It is crude but it will fuel an internal combustion engine.

Ration: Enough food and water for one person for one day. Weight: 0,5 kg (1,1 lbs).

Rope: 3 meters (3,28 yds) of 500 kg (1102 lbs) test rope. Weight: 0,5 kg (1,1 lbs).

Grappling Hook: 3-spikes hook + rope for climbing. Weight: 1,8 kg (4 lbs).

Duct Tape: A big roll of strong duct tape. Weight: 0,4 kg (1 lbs).

Pulp Magazine

Wristwatch

Wire Cutter

Section 9. BACKGROUND

"What's a little fallout, heh? Have a nice day!"

--Mad Max III

9.1. GEOGRAPHY

The Surface

The Big Waste
-Underground refuges and shelters

-Trading posts

-Tool boots

-Forbidden Zones & Deathlands

-Trash pits

-Nomad Camps

-The Stations
Roads

Route 666

-The Big Run

-Convoys

-Demon Tunnel
Dwellings

Rustyville

Bonzoville

Richmond

Coloma

Bitcherster

Bartertown

Gallows’ Pole

Places of note

Zombie Valley

Rancid Valley

The Tower of Dr. X

The Colisseum

Abandoned Mines of Ol' Spencer

The Old Airport

The Murky Swamps

Submerged City
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Section 10. ARE YOU EXPERIENCED?

”Whoever fights monsters must see to it that in the process he does not become a monster himself.”

-- Friedrich Nietzsche
10.1. SURVIVAL BITS

After smashing some heads and riding over some creeps, probably the bikers would get better in their skills.

The GM can award Survival Bits (SB), which the players can use to raise some of their character Skills.

The GM should require that the players are only allowed to raise Skills or Use Gift/Fault values that were used significantly during an adventure.

As a rule of thumb, players should be rewarded with 1 to 2 SB per session, with a suggested highest limit of 3 SB for incredible play.

Players can save as many SB as long as they wish.

	Raising a Skill from
	To
	Costs

	Terrible
	Poor
	3/6 SB

	Poor
	Mediocre
	3/6 SB

	Mediocre
	Fair
	6/12 SB

	Fair
	Good
	6/12 SB

	Good
	Great
	12/24 SB

	Great
	Superb
	24/48 SB

	Superb
	Legendary
	48/96 SB + GM permission

	

	Adding a Gift/Fault at default Use Gift/Fault value of Good

	Gift: 18/36 SB (or more) + GM approval

Fault: it gives 1 point to be spent to buy a new Gift at Use Gift value of Good

(Remember that, differently from FUDGE rules, Faults cannot be taken to have in exchange free levels to raise the characters Skill levels.)

	SB cannot be spent to buy Ass-Saving Bits

	

	Spending 3 SB a PC can have a permanent weapon of player’s choice


Skills and Use Gift/Fault Skills can be raised one level at a time.

The second rank in the cost column is listed in case the GM decides to use the game for a long campaign and so prefers a slower development of the PCs.

The GM can award SB according to some of the following criteria:

	Helluva Stunt
	1 SB

	Serious Killa
	1 SB

	Movie Scene
	1 SB
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