level he has attained. Details about the Achievement
Track are provided under "Achievements,” below.

You’re DoNE!

Now your hero sheet is filled out and your hero is ready
for the Gamma WorLD game. As the game progresses, some
of the entries you’ve made will become obsolete, as your
hero improves or adds skills, changes equipment, or
develops new and colorful mutations. As a result of such
changes, you might want to filt out a fresh character
sheet every so often. You have permission to copy the
character sheet at the end of this book—use the photo-
copy instead of writing in the book.

Now that you have your hero, it’s time to find out
what he or she can do with all those abilities, skills, and
powers. Turn to Chapter 3: Heroes in Action, and prepare
to enter Gamma Terra.

ACHIEVEMENTS

One might think that just surviving the world is enough.
Avoiding the mutant hordes, cryptic alliances, radiation
zones, and slavering monstrosities lurking in the wilder-
ness might be considered a victory, right? Nah. What's
really important is improving a hero’s abilities as he or
she goes along.

This section contains information on improving your
hero’s ability to survive in Gamma Terra. If you've just
started playing, don’t worry about this information
except to look forward to the kinds of things your hero
can aspire to achieve.

The Point System

At the conclusion of an adventure, the Gamemaster
awards achievement points. These are a measure of a
hero’s (and a player’s) performance in the adventure
that just ended. A hero earns from 1 to 3 achievement
points for each adventure he completes. Good roleplay-
ing and other bonuses might increase these points by 1
or 2 more. (The sidebar “A GM’s Guide to Achievement
Points” has more information on the awarding of
achievement points.)

A hero’s achievement level is an indication both of
the hero’s overall performance and of his longevity. A
new achievement level is gained every time the hero
earns a certain number of achievement points. The
points earned are recorded on the achievement track
portion of the hero sheet, a portion of which looks
like this:

ACHIEVEMENT TRACK
0Doooodod

Hero’s Level

A starting hero circles the “1,” indicating that he’s a
level 1 hero. The empty box above the “1” denotes the
hero’s achievement goal: Counting from the left of the
track, this box represents the number of achievement
points he needs to earn before he can spend those points
to improve his skills or give himself some other benefit.
Achievement points are equivalent to skill points—every
achievement point earned by a hero represents one skill
point that can be spent at some later time. Points can
only be spent between adventures.

When a hero earns an achievement point, mark one
box on the achievement track. Be sure to use a pencil—
you'll be erasing and marking boxes on this track often
during a hero’s career. When the box above the circled
number (*1” in this case) is marked, the hero receives a
number of skill points equal to the number of boxes
marked. These points can be stored, used to improve
existing skills, or used to purchase new skilis or abilities.

After that, erase the marks and the circle, then cir-
cle the next number in sequence. That number repre-
sents the achievement level the hero has just attained.
The process of earning achievement points begins
again, and continues until the box over the new circled
number is marked.

Note: If a hero needs to mark off just one or two more
boxes to reach his achievement goal, he might wind up
earning more achievement points than he needs. In this
case, the excess achievement points are applied to the
hero’s next achievement goal.

Using Skill Points

What do you do with the skill points you receive when
your hero attains a new achievement level? You have
several options, as outlined below.

STORE SkiLL PoiNTs
You can store skill points you receive so that you can
purchase an expensive skill or benefit at a later time.

IMPROVE SKILLS

You can spend the skill points to improve one or more
of your hero’s existing specialty skills. Note that you
can’t improve a specialty skill more than one rank at a
time, even if you have enough skill points to buy two
ranks at once.



PurcHASE NEW SkiLLs

You can spend the skill points to buy new broad or spe-
cialty skills for your hero. If you purchase a new specialty
skill, you must buy it at rank 1.

PURCHASE LAST RESORT POINTS
You can purchase last resort points for your hero
between adventures if the following conditions are met:
P Your hero has a Personality score of 8 or higher.
P> Your hero currently has fewer last resort points
than his maximum.
TasLe GW5: Last Resort Points earlier in this chapter
summarizes the number of ast resort points a hero is
entitled to and the cost of each last resort point.

PURCHASE ACHIEVEMENT BENEFITS

Achievement benefits are tied to a hero’s achievement
level. They can only be purchased once a hero attains a
certain level. Achievement benefits are described below.

Achievement Benefits

Heroes get better in two ways. First, they show improve-
ment in skills by the skill ranks they’ve accumulated.
Second, they demonstrate overall experience by the
achievement level they’ve earned. In addition, as a
hero’s level goes up, special achievement benefits
become available to him. These benefits provide a hero
with improvements or bonuses that affect areas of a
hero’s persona other than his skills.

The costs for achievement benefits and when they can
be purchased depend on a hero’s profession, as shown on
TasLe GW9: AcHievement Benerits. “Cost” lists the purchase
price in skill points for the benefit in question; “Level”
gives the achievement level the hero must reach before
he can purchase the benefit.

Action CEck Bonus

This benefit can be purchased once. It provides the hero
with a -1 step bonus when he makes action checks. So, a
hero with a +d0 action check modifier who purchases this
benefit improves his modifier to -d4.

ActioN CHECK INCREASE

This benefit can be purchased up to three times, start-
ing at the achievement level shown on Table GW9. This
benefit increases a hero’s action check score by 1
point.

ExtrA AcTION
This benefit can be purchased once. It increases the
hero’s actions per round by 1, to a maximum of 4.

ABILITY SCORE INCREASE

This benefit can be purchased up to two times for each
of the six Abilities—but not if the purchase would raise
an Ability Score above the hero’s species maximum.

The benefit becomes available for the first time when
a hero attains the level given on Table GW9 under “Ability
Score Increase #¥1,” and for the second time at the level
given under “Ability Score Increase #2.”

When a hero purchases this benefit, he increases the
specified Ability Score by 1 point. Skill scores and other
characteristics associated with the Ability are also
increased.

FATIGUE RATING INCREASE
This benefit can be purchased once. It increases a hero’s
fatigue rating by 1 point.

A GM’s GuiDE 10 ACHIEVEMENT POINTS

The number of achievement points you award to
heroes—and the time when you award them—is under
your control. It’s up to you to decide just how quickly
heroes will advance in your campaign.

If you give out too few achievement points,
heroes will advance too slowly, and some players may
become bored. If you give out too many, heroes will
quickly become high-level heavyweights without
much of a story to justify their ascent in power. When
the game is too hard or too easy, the players become
dissatisfied. Here are some guidelines for what’s
appropriate:

P 1 to 3 achievement points per adventure is fair
as an award for each hero in the group; if the adven-
ture is long or especially dramatic, award 1 point per
two or three game sessions.

P Award an individual bonus of 1 point if a player
depicts his hero’s motivation, moral attitude, and
character traits particularly well.

» Award an individual bonus of 1 point if a hero
did something truly spectacular, noble, self-
sacrificing, or heroic.

While you are free to award achievement points
at any time during an adventure or game session,
you should wait until an adventure is completed
before allowing a hero to gain a level. A hero learn-
ing new skills or improving old ones needs training
or study time. Of course, if the hero spends a lot of
time in an extended interlude of travel or some
other long period of waiting, you can decide that
the hero’s free time is sufficient to allow
advancement.




MORTAL RATING INCREASE
This benefit can be purchased once. It increases a hero’s
mortal rating by 1 point.

STUN RATING INCREASE

This benefit can be purchased up to three times. It
increases a hero’s stun rating by 1 each time it’s
selected.

TaBLE GW9: ACHIEVEMENT BENEFITS

Wounp RATING INCREASE
This benefit can be purchased up to two times. It raises a
hero’s wound rating by 1 each time it’s selected.

Acaurre Contact

This benefit can be purchased as many times as the
Gamemaster allows. It provides a hero with some form of
new acquaintance who has knowledge or influence that
can be advantageous to the hero and his friends.

Combat Spec Diplomat Free Agent Tech Op
Benefit Cost Level Cost Level Cost Level Cost Level
Action Check Bonus 10 3rd 12 5th 10 3rd 10 3rd
Action Check Increase 4 3rd 4 3rd 3 3rd 4 3rd
Extra Action 6 6th 6 6th 5 4th 6 5th
Ability Score Increase #1
Strength 10 3rd 15 6th 15 6th 15 9th
Dexterity 15 5th 15 Tth 10 3rd 10 3rd
Constitution 10 3rd 15 9th 15 5th 15 6th
Intelligence 15 6th 10 5th 15 4th 10 3rd
Will 15 - Tth 10 3rd 10 3rd 10 5th
Personality 10 4th 10 3rd 10 5th 15 Tth
Ability Score Increase #2
Strength 20 6th 30 9th 30 9th 30 12th
Dexterity 30 8th 30 10th 20 6th 20 6th
Constitution 20 6th 30 12th 30 8th 30 9th
Intelligence 30 9th 20 8th 30 7th 20 6th
Will 30 10th 20 6th 20 6th 20 8th
Personality 20 7th 20 6th 20 8th 30 10th
Fatigue Rating Increase 4 © 3rd 5 4th 10 3rd 10 4th
Mortal Rating Increase 8 3rd 10 6th 20 5th 20 6th
Stun Rating Increase 4 4th 4 4th 4 3rd 4 5th
Wound Rating Increase 6 5th 7 5th 7 4th 7 4th
Acquire Contact 5 4th 3 2nd 4 3rd 5 4th



