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Rules

Introduction

The rules of Drylands are meant to be realistic and detailed, while still easy to follow and use in various situations.

Setup Overview

Drylands is played using a flat surface covered in a variety of styrofoam terrain (or equivalent), used to represent the battlefield. The size is unimportant, but larger areas will lengthen combat and favor ranged attackers. Markers representing characters, enemies, and terrain are used to give the illusion of a post apocalyptic encounter. Standard 28mm pewter miniatures are recommended for this.

The Gamemaster (GM) controls the flow of the campaign, performing such tasks as map setup, enemy tactics, town creation, etc. One or more players (who may also be referred to as characters) interact with the setting through the rules below.

At the core of the game there is no overall goal, instead the GM should speak with their players to determine what missions and quests would be enjoyable for everyone involved, and attempt to setup a campaign from that information.

Supplemental documents provide example campaigns, locations, missions, etc. to help new GMs. If needed, the GM can modify any of the following rules to better suit their campaign or player's style.

Turn Structure

During threatening situations, real time is simulated through the use of rotating turns. The order of rotation is decided by assigning Initiative to each combatant. Initiative is assigned as soon as combat starts by the following method.

Initiative: All combatants roll a D8 and add their Awareness rank to the result. The entity with the highest total performs their turn first. If a tie occurs, the two or more tied combatants will be randomly ordered.

Once Initiative is decided, each combatant has their turn to act. Inside of a turn, the player can spend Action Points to move, shoot, etc. A player can choose to spend any number of Action Points (none, some, all) from the pool they have available.

Action Point Costs

Ranged attack
weapon based (default 4)

Melee attack
weapon based (default 3)

Reload

2

Change stance
1

Pickup item

1

Unjam


1

General Movement
1 per inch

Difficult action
3

Quick action
1

Carry Over: If a player does not spend any Action Points at all in their turn, then a maximum of 2 Action Points can be "carried over" and used on their next turn.

Enemy Analysis: At the beginning of their turn a player may attempt to analyze one or more enemies. The purpose of analysis is to determine remaining hitpoints, weapons, etc.

Perform a Competing skill against the desired enemy, with the player getting an Intelligence based bonus. If they win they can ask the GM about statistics that are normally hidden (such as hitpoints remaining, armor quality, ammo in current weapon, etc.).

Skills

Performing a non-combat task in Drylands is accomplished through the use of skills. The two types of skill checks are Challenge and Competing.

Competing: This skill type is used when someone else is involved and actively trying to thwart the goal of the player (such as trying to sneak past a bandit on guard duty).

Challenge: This skill type is used for interacting with the world through activities like Swimming, Jumping, Climbing, Balancing, etc. It can also include complex challenges that involve the use of tools, such as picking locks or healing a comrade with a medical pack.

Tool Levels: Tools come in 3 levels of craftsmanship; Basic, Quality, and Expert. In addition, players may attempt to improvise tools (see Equipment section below for details). By default, all players know how to use Basic tools of all types. See below for details on learning to use more advanced tools.

The modifiers for each class of tool are fairly explanatory, except for Quality, which has a percent modifier to receive a further bonus. In the case of Quality, it is possible to find 45% Quality Lockpicks, as well as 80% Quality Lockpicks (which are better than the 45% set). The table is as follows:

Basic:   no modifier

Quality: +1, with an X% chance to add a further +1

Expert:  +2, and complete the skill in half the time

Advancing Tool Skills: After each successful skill use involving a tool, there is a chance the character can learn to use more advanced tools. The chance roll should be performed based on the following chart:

Learning Quality from Basic: 15%

Learning Expert from Quality: 5%

Performing Skill Checks: All skill checks work by rolling a D8 and adding any necessary modifiers. All the player attributes except Endurance can be used as modifiers for both Challenge and Competing skills, and the environmental conditions (specified by the GM) may affect the roll further.

For example, climbing or swimming would add Strength. Attempting to spot a hidden lockbox would use Awareness. Trying to set a broken bone or decipher ancient text would add Intelligence. And haggling over prices or smooth talking a guard would use Personality.

When performing a Challenge skill check, the total result of the roll will be compared against a Difficulty level (normally preset for standard actions, otherwise the GM sets the goal). If the result is equal or greater than the Difficulty, the skill succeeds.

When performing a Competing skill check, the Difficulty level can be considered the total roll of the competing entity. If the player's total is greater than the competing entity's total, the skill succeeds. If the totals are equal, reroll the skill check until someone wins.

Unlucky Failure: Even the highest skilled players with perfect tools available may have bad luck and fail a skill check. If a 1 is rolled on the D8 for the skill check, there is a 50% chance the skill will fail automatically, even if with modifiers the player would normally succeed.

Example Skill Usages:

Swimming across a river (base Difficulty 4), but with an overloaded pack (-1), at night (-1), with a wounded leg (-1), and no ranks in Strength. Player rolls their D8 and gets a 5, which would normally pass the Difficulty of 4, but they have a -3 modifier, so the total result is 2 and they fail.

Wanting to pick a metal door lock (base Difficulty 5), but the lock is rusted (+1), and the character is under attack while doing it (-1), and using 50% Quality lockpicks (+1). They roll a D8, getting a 4. The rusted lock bonus cancels with working under fire, and the +1 Quality applies for a total of 5. In addition this set of Quality lockpicks adds a 50% chance to have a further +1.

Getting into an arm wrestling contest with the local bar thug, neither of who has ranks in Strength. The player would roll a D8, as would the thug. But the thug is drunk, so he receives a -1 penalty. Both roll their D8, the thug gets 6 (7-1) and player gets 3, so they are beaten in the arm wrestle.

Levels

Character advancement is represented as levels, which are handled through gaining experience (XP) until a certain amount is reached.

Level Gain Amount: The formula for the required XP is listed below. This amount can be increased or decreased depending on the campaign. There is no maximum level, only age and death restricts a character in this sense.

XP required = 1000 * (level+1)

Level Awards: The following bonuses are gained at each new level. The bonus Hitpoints are instantly applied, whereas the advancement points occur over time. The character will receive 1 advancement point per day of downtime or rest. Therefore to gain the full 5 advancement points the character must have a 5 day downtime. Once the 5 advancement points are gained, the character can choose 1 new talent or 1 new technique. This represents the fact that players do not adventure and fight nonstop.

Level Awards

+5 advancement points

+D4 Hitpoints

1 new talent or technique per 2 levels (first at level 1, then level 3, etc.)

Movement

Besides the standard movement available to players, there are specific rules for stances and difficult terrain outlined below.

General Movement: At a basic level, movement is tracked in inches. Movement is done by paying the action point cost listed above, and then moving a single inch in any direction. The action point cost can be spent until the specified Movement distance of the character is reached (likely 3 inches). It is assumed that during combat all entities would be lightly jogging and rushing around at a faster pace than they would travel in a passive situation.

Facing: The direction a player is facing affects where they can see and attack. A player's facing may be changed at no action point cost any time during their turn. Once their turn is over, the facing is used until their next turn. Players can only attack targets that are within a 90 degree arc in front of them.

There is an exception to this rule, and that is if the player is in 1vs1 melee combat with a hostile, they are always considered (unless explicitly specified otherwise by the player) to be facing the foe (even if the foe moves behind them in their turn).

The other exception to this rule is if a Technique or Talent attacks multiple targets, some of which may be behind the player. In this case their facing is automatically switched to face the next hostile defined by the Technique or Talent. At the end of the Talent or Technique, the player is returned to their original facing.

Moving Through Entities: If a location is occupied by an enemy it cannot be traversed until the enemy is slain, moves, or is incapacitated. A similar location occupied by a friend or ally can be moved through normally. You may not overlap entities at the same location, unless they are at different elevations.

Difficult Terrain: Most movement is assumed to be over flat hard packed ground. The player will have to use more action points to move over difficult or treacherous terrain. At a basic level, there are 2 types of difficult terrain: hard and soft.

Hard would be a steep slope, broken concrete, heavy gravel, etc. Soft would be moss, shrub, logs, etc. If terrain types would stack with each other or themselves (for example, a forested slope, or rubble covered hedge) use the highest value instead. The penalties for each are listed below:

Soft: 2 Action Points per inch

Hard: 3 Action Points per inch

For example, moving from 3" over flat cement then a light shrub and finally into a gravel pit would cost 6 action points. This is because the flat tile costs 1 action point, the light shrub (soft terrain) costs 2 action points, and the gravel pit (hard terrain) costs 3 action points. If on their next turn they wanted to descend into a moss covered section of the gravel pit they would only pay 3 action points (3 for hard terrain is higher than 2 for soft terrain) to move 1".

Stances: A character can enter various stances during a combat situation at the cost of 1 action point. The three stances available are: stand, crouch, prone. Standing is the default, and therefore provides no benefit or penalty. The effect of crouching and prone will be explained below for both Melee and Ranged attacks.

To represent the current stance of a person, their miniature will be placed face down for prone, and face up for crouched. During larger combats this mechanism is helpful for quickly viewing stances.

Running: During combat a character may wish to momentarily increase their movement by running or sprinting. Running is performed on a per turn basis. If a character has declared they will run that turn, they can double their Movement score are gain +1 Modifier Dice defense bonus against ranged attacks. As a downside, the character will receive a -1 Modifier Dice penalty to their attacks and skills until the end of the turn they ran in. These modifiers will be explained and summarized below.

Armor

The difference between life and death can often mean a sturdy suit of armor between the character and enemy. Armor comes in all shapes and sizes, and is often salvaged from what is available. Strips of old car tires, a padded leather jacket, a crude metal breastplate, anything that has the chance to deflect or absorb damage is ideal.

Locations: Different pieces of armor can be worn on 6 locations on the body. These are the Head, Torso, Left Arm, Right Arm, Legs, and Feet. Each location may have a piece of armor protecting it, although the armor does not need to match any other locations.

Damage Reduction: Armor reduces damage from enemy attacks to that location in one of four ways. Each piece has a damage reduction number, which is either Always, Value, Percent, or Type.

Always means the damage modification is always applied.

Value means the reduction is applied if the incoming damage is equal to or less than a specified value.

Percent means the damage is reduced if the percent roll is successful.

Type means the damage is reduced only against a certain type of damage.

The methods of reduction is denoted as follows:

Always: -X damage

Value: -X damage < Y

Percent: -X damage Y%

Type: -X damage vs type

Conditions: Each piece of armor can have a set of conditions applied to it. Multiple different conditions can stack on the same piece of armor (so you could have Thin Burned leather armor, but not Reinforced Reinforced leather armor). In most cases, the listed effect applies only to that piece of armor (for example, Sturdy bone leggings won't help you when your right arm gets blown off).

Certain conditions have a note of Unique bonus, meaning that even if you upgrade and wear multiple pieces of armor with the same condition, you only apply the effect once. An example would be the Powered condition, which applies +1 Strength total, even if you have your armor pieces upgraded with it. A comprehensive list of conditions are available in a separate document.

Stacking: A maximum of 3 pieces of armor can be worn on a single location at the same time, which is called stacking. For example, a player could wear a robe over a kevlar chestplate, which is then over a padded shirt. However most armors cannot be stacked, and it is left to the GM's discretion to declare which specific armors are stackable.

Damage

At a basic level, damage is applied from an outside source to reduce the hitpoints of the character, eventually resulting in death.

Damage Types: There are 4 main types of damage; environmental, melee, ranged, and nonlethal.

Melee can be broken down into Sharp (swords, spears, etc.) and Blunt (clubs, hammers, etc.).

Ranged is considered under the blanket category of Gun, although it may include many subcategories such as bullet, fire, laser, plasma, etc.

Nonlethal damage is described in detail below.

Falling Damage: For every 1" that a player is forcefully or involuntarily pushed into a hard surface, they suffer D4 damage, to a maximum of (level*5) D4s of damage. The damage should be applied to the torso hit location, but certain situations may strike other locations. Armor does not reduce falling damage.

Zero Hitpoints Overall: In the event that a character is reduced to 0 hitpoints or less overall, they have a percent chance to die. If the percent roll is successful, the character stays alive, but their hitpoint score remains the same (even if it is negative). Each additional application of damage requires a new Survival Roll to be performed. Eventually a roll will fail and the character is considered dead or the damage source will stop (such as combat ending). If the character survives until the damage source stops their torso hitpoints are restored to 1. The survival percentage roll is calculated as:

Survival Roll (max 75%) = 

20% + (5% per level) + (2% per Endurance rank) + (1% per Strength rank)

Zero Hitpoints Locational: Similar to a reduction to 0 or less hitpoints overall, a single location (such as the arm or legs) can be reduced to 0 hitpoints. In this case, a percentage roll must be made to keep the affected location from being destroyed. The mechanics for handling the percentage roll are similar to the Zero Hitpoints Overall rules, except that only the affected location is restored to 1 hitpoint if the damage source stops. The percentage roll is calculated as:

Prevent Roll (max 90%) = 

50% + (5% per level) + (1% per Strength or Endurance rank, whichever is higher)

Location Destruction: If a location is destroyed, various negative effects will be applied to the player. Note that location destruction does not mean a limb is blown off, it could mean broken bones or unbearable pain. The penalties are as follows:

Head: Same as Zero Hitpoints Overall

Torso: Same as Zero Hitpoints Overall

Arm: Lose functionality of arm, -5 static modifier to any attacks

Legs: Lose Feet as well (but only use the penalties here), Movement is reduced to 1, drop to prone stance, costs 3x Action Points to change stance, cannot run

Feet: Movement is reduced by 1, drop to crouched stance, costs 2x Action Points to change stance, costs 3x Action Points to run

Damage to a Destroyed Location: If a destroyed location would be hit again, the damage will transfer inwards to an active location. This results in the last location to be destroyed being the torso. This logical progression is detailed below:

Destroyed Location Transfer = Feet -> Legs -> Arms -> Torso <- Head

Nonlethal Damage: Also called subdual damage, this is tracked separately from normal hitpoints, and is not location specific. Sources of nonlethal damage could be things such as sandbag rounds, training staves, tear gas, etc. If the amount of nonlethal damage a character has sustained surpasses their normal hitpoints, they have a chance to be knocked out. Similar to the Survival and Prevent rolls above, a Conscious roll must be performed. If the roll is successful, the character stays conscious, otherwise they are knocked unconscious. While unconscious the character may be captured (if they were in combat, etc.) or die from the weather conditions (if they fall unconscious in a desert, etc.). An unconscious character can take no actions until their natural healing brings their hitpoints above the nonlethal damage amount. Unless stated otherwise, armor does not reduce nonlethal damage.

Conscious Roll (max 60%) =

30% + (5% per level) + (1% per Strength or Endurance rank, whichever is higher)

Natural Healing: In periods of relaxation, a character will naturally heal wounds and injuries. At the end of 6 hours of sleep, all nonlethal damage is recovered, and the following amount of hitpoints are restored:

Natural Healing = 2 + (D6 per level) + Endurance rank

In addition, downtime will also restore hitpoints and nonlethal damage, but at a slower rate. To consider a player to be relaxing or in downtime they must perform no combat, skill checks, or strenuous actions. At the end of every 1 hour of downtime, the character recovers 1 hitpoint and 1 nonlethal damage. Note that some critical conditions (such as broken bones) are only healed through sleep, not just relaxing.

General Combat

Critical Roll: If the attacker rolls a 20 on their ranged or melee to hit dice, there is a possibility of a critical hit. In the event of the attacker hitting the target, the damage ignores the defender's armor and cannot be blocked in melee.

Fumble Roll: The opposite of a critical hit, a fumble occurs on a roll of 1 on the to hit dice in either ranged or melee combat. The penalty of a fumbled attack varies on the type of combat and weapon, and will be described under each section below.

Minimum or Maximum Ranks: If an attacker has 0 ranks in either ranged or melee, their fumble range increases to 1-2. If they have the maximum rank of 7, their critical roll increases to 19-20.

Surprise Attacks: Also called sneak attacks, a surprise attack is used when the target is unaware they are about to be hit. The attacker can choose a variety of nasty outcomes for the attack, summed up as a bonus to hit, a bonus to damage, or a bonus to location. Apply +5 for the type of bonus chosen.

Ranged Combat

Since the dawn of the gunpowder age, a variety of pistols, rifles, and shotguns have ruled the battlefield. Even with the downfall of society and emergence of archaic weapons, nothing can match a solid gun at your side.

General Mechanism: At a basic level, the attacker calculates the To Hit value of the target (a combination of their Ranged Skill, terrain modifiers, etc.) and rolls a D20. If the result is equal to or greater than the To Hit value, their shot strikes the defender.

On a successful shot, they would simultaneously roll a D20 Location dice and their weapon's damage dice. The resulting damage is applied to the location that was rolled (after being reduced by any armor).

To Hit Modifiers: The To Hit value is comprised of 3 major types of modifiers.

First is the Ranged Skill of the attacker. A base Ranged Skill is 15, and is reduced by 1 for every rank of Awareness (or would be increased if they have a negative Awareness).

Second are any Static Modifiers, which are set positive or negative numbers. For example, a +1 to hit would be a Static Modifier.

The final factor are Modifier Dice (MD), which for the sake of convenience are always D4. For example, firing a high rate of fire weapon may provide +1 MD, or firing through a tree would provide a -2 MD, etc. A comprehensive list of modifiers will be summarized later.

To Hit Formula: The To Hit value formula is summarized as (Ranged Skill +/- MD +/- static). For example this formula could look like 15+4D4-2D4+3-1. This can be simplified by removing overlapping modifiers. So this example would be simplified to 15+2D4+2. The results of this formula becomes the To Hit value a player must roll above on their to hit roll.

Maximum Range Increments: Gun type ranged weapons can have a maximum range increment count of 10, while thrown devices (both manual and explosive device) are limited to 5. Attacking beyond that point means the weapon loses it's effectiveness.

Opponents in a Stance: If the defender is in a crouched or prone stance, their upper body is more likely to be hit. See the Ranged Modifiers table below for details.

Elevation Difference: Attacking from a higher or lower elevation with a ranged weapon has an effect on hit locations and cover. If the attacker is sufficiently higher than the defender, their shot may pass over the defender's cover, which will either ignore it or reduce the Modifier Dice.

Otherwise, the hit location roll will be at +5 for an attacker above the defender, or -5 for a lower elevation. The GM will have to use some discretion for what is a logical height before the elevation difference is considered.

Multiple Targets: Firing at more than one target in a single turn incurs a cumulative -1 static modifier for each additional target beyond the first.

Obstructed Shot: If a character wishes to perform a ranged attack through an occupied location, they will hit (if the attack roll is successful) the entity in the occupied location (either friend or foe), not their desired target.

Aimed Shot: An aimed shot is the attacker attempting to steady their weapon before firing. Once per turn, an attacker may spend 1 additional action point (in addition to the cost of firing the weapon) to add a +1 static modifier.

Placed Shot: A placed shot can be performed only from a prone stance. If a placed shot hits the target, a +5 or -5 modifier (the attacker can choose) is applied to the Location dice. The downside is the targets armor covering that location is considered doubled (so a -1 damage reduction becomes -2).

Attacking into Melee: If the character wishes to fire into an existing melee combat, and does not have an Obstructed Shot, their attack will randomly aim at one of the targets involved in the melee (regardless if they are a friend or foe). This is because the combatants and fighting tooth and nail, changing position rapidly, whirling for a better attack angle, etc.

Fumble Roll: If the weapon is mechanical (such as any form of gun), the shot is still fired (but will likely miss) and the weapon jams after that. Unjamming a weapon costs the specified amount on the Action Point table above, and has a 60% chance per attempt to succeed.

If the ranged weapon was manual (such as a javelin, throwing dagger, etc.) then it slips out of the attackers grasp and is dropped at the same location as the attacker. In the case of an explosive device (grenade, etc.), it will explode as if the thrower had been hit.

Scattered Miss: Thrown explosive devices (such as grenades, molotov cocktails, etc.) and certain types of guns (mainly grenade launchers) have special rules governing their attack scattering on a miss. This is because the projectile is still "live", and can explode some distance from the target.

If an attack misses, roll a D4 to determine the direction it scatters. Assume the target is a center of a compass, so a result of 1 would be north (directly away from the target), 2 would be east (to the right of the target), 3 would be south (fell short of the target), and 4 would be west (to the left of the target).

The shot will scatter in the rolled direction a random distance up to a single range increment of the device.

Upgrades: Each ranged weapon can be modified with various upgrades. Some examples are scopes, laser sights, silencers, etc. A weapon may have a maximum of 2 upgrades applied at once. A detailed list of all upgrades is available in a separate document.

Ranged Modifiers

Firing after Running: -1 MD

Firing from Crouch: +1 MD

Firing from Prone: +2 MD

Rate of Fire: +1 MD per shot

Target Moved: -1

Target Ran: -1 MD

Range: -1 MD per increment or partial increment (beyond the first)

25% Soft Cover: -1 MD

50% Soft Cover: -2 MD

75% Soft Cover: -3 MD

25% Hard Cover: +1 damage reduction

50% Hard Cover: +2 damage reduction

75% Hard Cover: +3 damage reduction

Target Location

20

Head

10-19

Torso

8-9         Right Arm

6-7

Left Arm

3-5

Legs

1-2

Feet

+2 against crouched target

+5 against prone target

Example Ranged Combat: Quidel wishes to fire at a bandit. His Ranged Skill is 12 (3 Awareness), he is crouched with a long rifle (range increment 5", ROF 2, damage D8) and the bandit is 12" away directly behind a large boulder (he moved to it in his turn), with a few trees in between. The positive modifiers would be +1 MD for firing from a crouch, +2 MD for using the ROF 2 of the rifle. The negative modifiers are -2 MD for the range (ignore the first increment, which would mean the target is 7" away, which is 1 full increments of 5" and 1 partial, for a total of 2), and -1 because the target moved last turn. Plus because of the boulder, the bandit will get a +2 damage reduction in addition to his normal armor (the boulder comes up to his waist, so is 50% hard cover).

So in summary, the to hit roll required is 12+3D4-2D4-1. This can be simplified to 12+1D4-1. Quidel rolls a D20 and his 1 Modifier Dice, getting a 13 and 2, for a total of 15, which is modified by the static -1, for a total of 14. This is above his Ranged Skill of 12, so the shot hits. Location and damage is rolled, resulting in an 8 (Right Arm), and 5 damage. The 5 damage is reduced by 2 (from the boulder's hard cover) and a further 1 from the bandit's armor, so Quidel does a total of 2 damage to the bandit's right arm.

Melee Combat

Many poor or desperate opponents will resort to hand and foot for damage. Others follow the melee path not out of desperation, but desire. Rules for all types of melee and special circumstances are detailed below.

Entering Melee Combat: Two or more opponents are considered to be in melee combat if they are within range of an enemy's melee weapon (which for most cases is adjacent to the target, but some larger weapons like spears can reach beyond that). An attacker is considered to have Charged into combat if they move their maximum Movement amount into combat (for example, if their Movement is 3" and a defender is 3" away). Charging gives a +1 to hit bonus for the first attack of melee combat.

General Mechanism: At a basic level, once per turn the attacker can spend the action point cost of their weapon to initiate the melee combat round. Both the attacker and defender roll a D20 and add any modifiers.

The base modifier is a combatant's Melee Skill. Cover, movement, range, etc. do not have any affect in melee combat. The final set of modifiers are for the attacker.

If they have additional action points, they can spend 1 AP to gain a +1 to hit bonus, or 2 AP for +1 damage. This modifier can be stacked until the attacker has no action points remaining (for example they could spend 5 AP for a +5 to hit modifier).

Whoever has a higher total result wins the combat, and can roll damage and apply the result to the opponent. If the results are equal, that turn of melee combat is a stalemate and no damage is done. By default the torso location is always hit in melee combat.

Techniques: There is more to melee combat than simply swinging a weapon at the enemy. Various special combat routines called Techniques can be learned. To use a technique the attacker should declare which technique they are using before rolling to hit. If no technique is mentioned, a basic attack is assumed. If the attacker wins the combat, they can apply the technique to the losing defender in addition to their normal damage (unless specified otherwise by the technique).

Blocking: A defender armed with a suitable shield may attempt to block a melee attack that has hit.

Each shield has a "block roll" (such as D12) which must be rolled when attacked in melee. If the result of the block roll is equal to or greater than 6 the defender can either ignore a technique used on the attack, or only apply half damage.

Note that critical hits cannot be blocked.

Shield Bash: In desperation, a character may attempt to use their shield like a weapon. For simplicity, all shields are considered an Improvised blunt weapon that does D4 damage. Note that if the shield is used as a weapon, it cannot be used to block during that turn.

Ranged Weapons in Melee: Using a ranged weapon in melee combat is risky and normally a last ditch attempt for a character without a proper close combat weapon. The general mechanism for attacking and defending is the same, except no Melee Skill modifier is added to the roll, the attacker cannot spend additional action points for a bonus to hit or damage, no techniques can be used, and a multiple ROF weapon can only single fire. Note that medium or large ranged weapons suffer a -1 to hit penalty, while small ranged weapons receive a +1 modifier.

Ranged weapons can still be blocked in combat, which represents the defender knocking the weapon out of the way as it's firing, as compared to literally blocking the shots with a shield.

Fumble Roll: If the attacker fumbles they cannot use any technique with the fumbled attack. If the defender fumbles they cannot use a shield to block the incoming attack or technique.

Dual Wielding: Small or medium melee weapons can be dual wielded by a character. Dual wielded attacks cost the highest action point cost of the two weapons plus 2, and uses the damage from both weapons on a successful hit. The downside is no techniques can be used while dual wielding, and the wielder has a -5 to hit penalty.

Two Handed: Small or medium melee weapons can voluntarily be used two handed (if a hand is free and not holding a shield or other item). If this approach is used the weapon does +2 damage. Note that large weapons cannot receive this bonus.

Opponents in a Stance: If the defender is in a crouched or prone stance when combat starts, they cannot block and suffer a negative penalty to hit (listed below). A non-standing target can still attack back though, and may change stances in their next turn as normal.

Fleeing Attack: Moving out of close combat with a hostile entity results in them getting a fleeing attack on the mover.

If the hostile has a melee weapon equipped they may make a free melee attack at no action point cost. Note that techniques cannot be used and action points cannot be spent to modify the roll or damage. The defender cannot use a shield to block, and receives no return attack.

Melee Modifiers

Attacking from Crouch: -2

Attacking from Prone:  -4

Charging into combat:  +1

Small Ranged Weapon:   +1

Medium Ranged Weapon:  -1

Large Ranged Weapon:   -1

Equipment

Template Lists: The item template lists are intentionally vague and provide guidelines for basic types of equipment. Each item name is broad (such as "light pistol") and the numbers given for the item represent the maximum possible in that category. The maximums are not absolute, certain campaigns may require deviation from these numbers, which is perfectly valid.

For example, the clip size for a light pistol is listed as 6. But in terms of the game, a light pistol may be a "zip gun" purchased from a street corner kid that has a clip size of 2. Specific item types like this still follow the broader categories, but allow for item uniqueness on a character to character basis.

Another example would be a medium shotgun, which in game could be a sawed off shotgun, jackhammer automatic shotgun, double barreled shotgun, etc.

In addition, common weapon types can simply be base items with upgrades applied. Technically a sniper rifle could be a medium rifle with a scope and silencer upgrade applied, etc.

Specific Lists: To help provide further detail and provide a starting point for characters and GMs, specific item lists are included. Because of the template list, the specific items are not comprehensive by any means. The sheer variety of real world guns available makes it impossible to provide statistics for each one.

Sizes: All equipment and items have a size representing how much pack space they use. An item size can be small, medium, or large. In addition, sizes related to each other by a factor of two, so 1 large item = 2 medium items = 4 small items, and vice versa. Most items will have a listed size when found or sold to a character, but certain types always have the same size:

Armor: Head or Feet = small, Arm = medium, Torso or Legs = large

Weapons: Light = small, Medium = medium, Heavy = large

When wielded by a character, medium and large items require both hands to use, while small items can be used in a single hand (the exception being medium melee weapons).

Improvised Equipment: In some cases simple weapons and equipment can be improvised from nearby materials.

For example, a person could hastily use a paper clip as a lockpick, or a heavy rock as a melee weapon.

The statistics for the improvised piece of equipment should be decided at the GM's discretion, but using an existing template as a basis is recommended.

All checks and rolls using improvised equipment suffer a -1 penalty (so an improvised weapon hits at -1, and does -1 damage, whereas lockpicks would suffer -1 when making a skill check).

Barter and Trade

Acquiring new equipment and weapons is done through a variety of means. Looting the dead, scavenging old ruins, stealing from the weak, etc. The most common and accepted method is through barter (item for item) and trade (item for foundation seed).

Base Discount: The listed price of an item will be reduced based on the Personality ranks of the buyer. For every 1 rank, reduce the price of the item by 10%. At the GM's discretion it is possible to reduce an item to no cost in some situations.

Haggling: If the buyer wishes to perform any haggling beyond the Base Discount, they must engage in a Competing skill check with the seller, with both parties receiving a Personality bonus. If the buyer wins, they can reduce the price a further 10%. If the seller wins, they may raise the item price by up to 10%. Note that a character must have 1 or more ranks in Personality to initiate haggling.

Positive or negative modifiers can be added to either roll based on the desirability and demand for the item. For example, selling corn seed and nutrient soil to starving farmers would grant a bonus, whereas attempting to sell a slave to a rural church would be a penalty.

Burden Limits

Weight Limits: The amount of gear a player can carry is tracked in pounds (lbs). The generation of burden ranges for a character depends mainly on their weight, although Strength ranks provide a small bonus. As a character packs more gear above their recommended carrying weight, they will begin to receive harsher penalties, until they reach the maximum and physically cannot carry anymore. Sometimes dragging a heavy burden allows for a higher maximum than attempting to carry the gear in a pack. See below for the ranges of burden and their associated penalties:

Burden Ranges (round up)

Bonus Carry
Weight: +5 pounds per 1 Strength rank

Normal
weight * 0.3

Encumbered
weight * 0.4

Overloaded
weight * 0.6

Maximum
weight * 1.8

Burden Penalties

Normal
no penalty

Encumbered
-1 Action Point

Overloaded
-1 Action Point, -1 Movement, -1 hour per day travel

Maximum
reduce to 1 Action Point, reduce to 1 Movement, -6 hour per day travel,



double daily food and water requirements

Example Calculation: An example character weighing 140 pounds with no ranks in Strength would have a normal burden maximum of 42 pounds, would be encumbered at 56 pounds, and is finally overloaded at 84 pounds. They could carry a maximum of 252 pounds, but at a severe penalty.

Space Limits: In addition to the weight limits restricting a character, there are a certain number of each item that can be carried. This is to enforce realism and balance by ensuring a character cannot lug around 5 rocket launchers and 7 suits of armor.

Weapon Limits

3 large (ranged or melee)

5 ammo clips per weapon (this may vary slightly, but should be used as a guideline)

Armor Limits

1 piece per location

1 large extra

Time

The time scale used in Drylands is the normal 12 hour AM/PM clock with 7 days in a week. The day is tracked as a number in the month, and day and month names are the same as the real world (Monday, Tuesday, September, October, etc.). For convenience daylight begins at 5am, and night at 5pm.

In general a normal or default day will consist of different segments totaling 10 hours of travelling, 8 hours of downtime, and 6 hours of sleep.

Nourishment

Current day nutrition has collapsed with the rest of society. Scavenging for food and water is difficult and should always be a concern to the player, but is not meant to be the focus of the game.

Food Units: Calories are represented as Food Units, with a ratio of 200 calories equaling 1 food unit. To avoid unnecessary overhead, the expiration of food is not managed.

Food units can be acquired from a variety of sources, such as canned food, scavenged berries, stewed rabbits, even the character's own horse. In some extreme situations cannibalism of the dead can provide the necessary food units.

Food Requirements: The amount of food units a character requires per day is calculated based on their body weight. This value may be modified depending on the environmental conditions and player activities that day (for example, lower consumption is required during full days of bedrest, higher during additional travel in a desert, etc.). The formula for food unit calculation is:

Food Units per Day (round up) = (Weight*15) / 200

Water Requirements: As a standard, all characters require 1 gallon (~3.8 liters) of water a day. As with food, this can increase or decrease based on activity, or the ambient temperature and weather, etc.

Starvation and Dehydration: Not receiving enough food and water can happen due to poor planning, bad luck, or unpredictable weather. A player can manage on half rations of food and water for 1 week or no food and water for 3 days. After that time they will start accumulating penalties until they can eat and drink again. If 2 weeks passes without any food and water, the character weakens to the point of death and will begin making rolls to prevent dying of starvation and dehydration. The penalties of each stage of suffering are listed below, and accumulate each day:

Suffering Penalties

1 week half rations or 3 days no rations: -1 attribute ranks, -2 total hitpoints, -1 movement, -2 Melee and Ranged skill, -1 skill modifier

2 weeks no rations: To avoid death make a Survival Roll and add 10% per previous day

Weather

The shifting winds can bring hurried changes to the weather across distances vast and small.

Severity and Effect: Each type of weather has three varying levels of severity; light, medium, heavy, and three main areas weather effects; travel, nourishment, and local. Travel may be slowed by weather conditions (see the section below for details), and may also require more food or water to be consumed (no specific values for this). The local effect is only used during encounters, and are listed below for each weather type.

Generation: The most convenient time to generate weather is before each of the three "segments" of the day (travel, downtime, sleep), and having the resulting weather type last for the segment.

The chance that abnormal weather occurs is 30%. The rest of the time it is assumed the weather is tolerable and within the norm. Note that weather on the scale of a natural disaster (tornado, hurricane, etc.) is not generated by default and should only be used when the GM is prepared for it.

If the weather chance roll was successful, roll D20 on the table below to determine the type:

Weather Types

1-6:   acid rain

7-10:  heatwave

11-12: sandstorm

13-14: smog

15:    windstorm

16:    lightning

17:    fog

18:    duster

19:    hail

20:    snow

Then roll D20 on the table below to determine the severity of the weather.

Weather Severity

1-8:   light

9-14:  medium

15-20: heavy

Weather Effects: The following describes each weather type and the local effects.

Acid Rain

Normal rain tainted by the poison of civilization, acid rain is normally a shade of brown, black, or green. The potency ranges from a light sting to visible burn marks.

light:  1 nonlethal damage at encounter start

medium: 1 nonlethal damage per turn exposed

heavy:  -1 hitpoints per turn exposed, -1 Ranged and Melee skill

Heatwave

light:  none

medium: -1 Action Point

heavy:  half Action Points

Sandstorm

When incoming wind strikes the dry silt of the plains, it can create great rolling sandstorms. The blowing debris can reduce vision or produce a total brown out.

light:  -1 max range increment

medium: -2 max range increment

heavy:  max 1 range increment only, -1 Movement

Smog

Another reminder from the dead cities, clouds of pollution shift and move like a living entity. Often times they are transparent and only the tangy smell of sulfur provides a warning.

light:  none

medium: random facing at the end of each turn (dizziness), -1 Awareness rank

heavy:  random facing at the end of each turn (dizziness), -2 Awareness rank

Windstorm

Similar to a sandstorm, but caused when the wind sweeps from the clouds without brushing the ground. Heavy windstorms can throw light objects around and strain larger ones.

light:  none

medium: -1 max range increment

heavy:  -1 max range increment, -1 Action Point

Lightning

A storm of lightning can be both beautiful and frightening to watch, and normally accompanies another type of weather.

light:  none

medium: none

heavy:  none

Fog

Common fog is produced in damp and moist air, but a darker dustier fog has also been seen in slow breezes or on humid days.

light:  -1 max range increment

medium: -1 max range increment, -1 Awareness

heavy:  -2 max range increment, -2 Awareness, -1 Action Point

Duster

Also called a dust devil or dancing dervish, the duster is the tornado's smaller brother. They normally sweep from the ground up, and can last for a few seconds to a few hours. Some dusters are large enough to lift and move boulders.

light:  random facing if struck by duster

medium: random facing and D4 nonlethal damage if struck by duster

heavy:  moved D6 inches in a random direction (with random facing at new location), D6 nonlethal and D4 normal damage if struck by duster

Hail

Hard pieces of ice and grit from the upper clouds can painfully rain down on the surface below. As with acid rain, the frozen liquid in hail can do further damage and corrosion.

light:  1 nonlethal damage at encounter start

medium: 1 nonlethal damage per turn exposed, -1 range increment

heavy:  -1 hitpoints per turn exposed, -1 Movement, -1 Ranged and Melee Skill

Snow

Light flakes that drift from the clouds, sometimes playfully swirled by a passing breeze. The color of snow may vary, and is it common to see orange or brown snow after a large sandstorm passed through an area.

light:  none

medium: cannot run

heavy:  slide in random direction (but maintain facing) when finished moving, cannot run, -1 range increment, -1 Awareness

Travel

Dakota Belt encompasses a large swathe of land surrounded by the even larger ruin of America. Eventually the player will want to explore or cross the wastelands, and that is when overland travel comes into play.

Overland Speed: The Movement speed of a character does not directly affect their map speed, as the hustle of combat does not translate to the steady pace of long term travel. The base rate of travel on foot is 3 miles per hour, or 30 miles per normal 10 hour travel segment. Travelling across difficult terrain or through severe weather can lower this speed (to a minimum of 0.5 miles per hour), while alternative transport can increase the speed. See the table below for terrain and weather (listed as light/medium/heavy) penalties on movement.

Overland Penalties (mph)

0.0: No Terrain (roads, plains, etc.)

1.0: Soft Terrain (forest, scrub, desert, etc.)

2.0: Hard Terrain (badlands, mountains, ruins, etc.)

0.0/1.0/2.0: Acid Rain

0.0/0.0/1.0: Heatwave

1.0/2.0/2.5: Sandstorm

0.0/0.0/0.0: Smog

0.5/1.0/1.5: Windstorm

0.0/0.5/1.0: Lightning

0.0/1.0/1.0: Fog

0.0/0.0/0.0: Duster

0.5/1.0/2.0: Hail

0.0/1.0/1.5: Snow

Overland Example: A character travelling on foot across the Black Hills (hard terrain) through a light windstorm would travel at 0.5mph (3.0 – 2.0 [hard terrain] – 0.5 [light windstorm]). After reaching the edge of the hills, the character crosses flat salt plains (no terrain penalty) through a medium sandstorm at a rate of 1mph.

Forced March: In desperate situations it may be necessary to travel more than the standard 10 hour segment. The downside is more food and water must be consumed, and the character becomes weary and fatigued. The character must declare how long they will continue travelling for, and consult the table below for the effect.

A character can travel a maximum of 8 + Endurance rank additional hours per day, up to a maximum of 22 hours a day. All the negative effects below are cumulative until the character stops and sleeps for 6 + 1/2 additional travel hours (so if they travel for 4 extra hours, they must sleep for a total of 8 hours).

Forced March Penalties

1 hour: 1 food unit

1 hour: 1 nonlethal damage

1 hour: -1 skill checks

2 hour: -1 Ranged and Melee skill

4 hour: 1 gallon water

5 hour: D4 nonlethal damage

8 hour: D6 damage

Example Excessive Travel: A character wishes to travel for 7 extra hours beyond their normal segment (a total of 17 hours). They would use a total of 7 extra food units (1 per hour) and 1 extra gallon of water (1 per 4 hours), take 7+D4 nonlethal damage (1 per hour and D4 additional every 5 hours), have a -7 skill check penalty (1 per hour), a -3 Ranged and Melee skill penalty (1 per 2 hours). The negative effects remain until the character stops and sleeps for 9 hours.

Chance of Encounter: The GM should determine if an encounter occurs by rolling a check at the start of the travel and sleep segment in a standard day. If an encounter will occur the GM may choose when during the travel or sleep segment it will happen. Note that a character can go back to sleep once an encounter has completed without needing to sleep longer or for another segment. Roll on the table below to determine the encounter chance:

Chance of Encounter

1-5: no encounter

6-7: hostile encounter

8:   passive encounter

Number Rounding

Unless otherwise specified, all decimal numbers are assumed to be rounded down. Even numbers like 2.9 would be counted as 2, simply to avoid confusion.

Conversion

- 1 inch represents 10 feet in the game

- 1 foundation seed converts to around 50 pre-collapse cents American

