
Fallout15 Version 4.1 

Most of the rules are self-explanatory.  I created a .xls character sheet 

which calculates almost everything for you.  So here, I’m going to break down 

everything that’s not self-explanatory and clarify some things that are 

different in the various versions of Fallout.  These rules are subject to 

change as we playtest them and by all means feel free to use whatever other 

Fallout PNP rules you desire.  There are several out there…Fallout Warfare, 

Fallout Lite…even a full-blown Fallout RPG 2.0.  This version  of Fallout15 

rules is Version 4.1  The assumption is made that you have played Fallout 

before and you’ve played PNP RPG’s before.  These are essentially house rules 

for my gaming group and I have no inclination of typing out a full-fledged 

rulebook for people who’ve never heard of Fallout before and/or have no idea 

what a d8 is.  Sorry!  
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The Master:   

These rules are designed to make it so I don’t have to GM every time.  That 

means simple, easy to remember after 2 beers and chart-driven.  What I mean 

by chart-driven is that I’m going to be making up charts for random loot, 

random encounters and providing behavior charts for NPC’s so the GM doesn’t 

have to even think about what an NPC would do in a given situation.  I’m not 

going all ChartMaster™ though. In the works is a printable card deck with 

individual loot/stats that you can just shuffle and deal out instead of 

rolling on a chart. Hell, I might go whole Brahmin and make a Fallout15-Solo! 

Version you can play by yourself if you can’t find a date on a Saturday 

night.  It’s a skirmish game with whatever level of detailed RPG-ness you 

want.  Want a quick, dirty fight? You got it.  Want to design actual quests?  

No Problem.  Easy, Fun, Playable and most of all as Fallout as possible. 

 



The Dice: 

Ok, I’m an old-school gamer who has multiple sets of dice.  What I mean is 

d100%’s, d20’s, d12’s, d10’s, d8’s, d6’s and d4’s.  I have other dice too, 

but d30’s and d28’s aren’t included in the basic set you get from the game 

store and Zocchihedrons never stop rolling, so we won’t use them.  The d20’s 

are used to determine combat hits, criticals and locations (all in one roll, 

I might add…hope it works well).  D4’s are used for GM’, d6-d12 are used for 

damage, and d100% (or two different colored d10’s if you don’t have a 10-10) 

are used for everything else.  It’s not just that I’m an old-school gamer who 

believes you’re not a real gamer unless you own a full set of D&D dice, it’s 

that because of the rather mathematically intense method the computer Fallout 

games use, it’s easier to make all the cool weapons different by using 

different damage dice than figure out complicated arithmetic equations every 

time you shoot someone. Hopefully it will be balanced.  Trust me. 

 

The Miniatures 

As this is Fallout15, the 15 stands for 15mm, in case you missed it.  You 

can, of course use any scale you want, but I’m not figuring out all the 

scaling for you.  The main number we’re concerned with is 1cm.  We base all 

our 15mm miniatures on pennies, because they’re cheap and they have a 2cm 

diameter.  If we’re stuck without a ruler, we can line up pennies if we have 

to.  Other than that, nobody cares exactly how many feet to a millimeter, the 

only important numbers are stuff like “How many centimeters is the range on a 

Vindicator Minigun?”.  We don’t give a Molerat’s backside about “scale creep” 

or any of that, as long as the scenery looks “right” next to the miniatures.  

HO scale buildings are cheap on eBay and look great with a new paintjob.  

WorldWorksGames.com has some lovely papercraft stuff and that’s what you see 

in the pictures as roads, some buildings etc.  We just want it to look cool 

and “fallouty”. 

One very important thing is, we take a piece of paper, draw two perpendicular 

lines on it with a ruler and then place the penny right in the middle with 

the mini’s front facing out one of the “blank” sides.  The “front” edge of 

the base is painted green, the right and left sides yellow and the rear edge 

of the base is painted red.  This makes it easy-cheezy to measure firing 

arcs, which will be explained later. 

 

 



Starting a New Game 

As far as a Campaign goes, you can start yours off however you want.  I’m 

starting mine off in Vault (number to be determined)right outside Action City 

(Riverbank, CA the “City of Action”). I do suggest you come up with some 

excuse, lame or plausible, why the Players would have a PipBoy2000.  Maybe 

they found a crate of them, or came across some dead Vault Dwellers and pried 

them off their rotting arms…whatever.  It’s all good. 

As this is a miniatures game though, you’ll have your board laid out however 

you want it, and then the GM determines the entry grid where the players are 

allowed to set up, and the exit grid, where the players must crawl to 

dragging their entrails behind them to exit the scenario. Whatever happens 

in-between is up to the GM and the players.  As far as a Campaign goes, this 

section of the rules doesn’t cover much of that.  Only the nitty-gritty.  

I’ll be posting my own Campaign, Fallout Mother Lode, and that will have a 

lot more useful information you’ll be able to use no matter where you want 

your Wasteland Wanderers to wander. 

 

Vault Dwellers 

The Holy Robco PipBoy2000: 

Creating a PC is pretty simple.  I’m posting an .xls (Excel) file you can 

download which will make almost everything automagically tally everything for 

you.  Please, don’t trust me, virus-scan the download.  I could have had the 

blog hacked or something, you don’t know.  Onward, the highlighted cells are 

the ones you need to put information in.  Most are straightforward, SPECIAL 

attributes, Skill Points, and a “Modifier” box where you input any modifiers 

due to Perks or Traits.  During initial creation, you spend your Tag points 

(15 per 3 Tag skills) just like normal Skill allocation.  It’s not automatic, 

but there is a box on there that shows you what you’ve spent and what you’re 

currently allowed, which includes the 45 Tag points. As long as your total 

equals what you’re allowed, you should be fine. 

As far as Perks go, the Perks tab has a box on the right you need to input 

the current level of the Perk you posess. It doesn’t do anything (yet) other 



than tell you which Perks you do/don’t have.  You will have to read the Perk 

description and go back and input the effects in the correct Modification 

box. 

Actually, don’t mess with the un-highlighted cells or you’re likely to mess 

up one of the meticulously crafted formulas I’ve put in there.  The Character 

Creator will surely go through several versions as I fix stuff, add fancier 

crap like HLOOKUP’s, pivot tables, etc.  Eventually, I’ll have it all linked 

to a Pip-Boy2000 looking character sheet so you’ll have a cooler printout.  

Just a note, almost everything on there is straight-up mechanics from one of 

the Fallout games, courtesy of fallout.wikia.com.  One thing I’m trying to 

“fix” is stuff that changes SPECIAL stats.  While there’s “modification” 

boxes to accommodate for this, there’s just no way to put on the Desperado 

Hat, which ups your PER +1 without either stopping to manually re-calculate 

half your skills and Derived Statistics or firing up the computer, adjusting 

the SPECIAL stat and printing out a new character sheet.  If I figure out how 

to get around this, I’ll be the first to let you know. 

Do whatever you want in your game, in our game new PC’s start out with 1 

Combat Knife, 1 10mm Pistol, 30 10mm rounds, 1 Vault Suit, 1 StimPak, 5 

Purified Waters, and 3 MRE’s.  And a PipBoy2000, of course. 

IMPORTANT: When you’re done, click “Save As” and change the name, otherwise 

you will overwrite the original. 

 

 

Checkin’ yer Posse: 

It’s really up to the GM, but the rule of thumb is a player may have their 

CHA x2 in Companions.  How you get them and keep them is another story. I 

haven’t fleshed it out yet, but you make them up just like a PC and there 

will be some easy tables to determine how they react in different situations.  

Having the player totally control them is fine if you want, but I like the 

randomness and occasional hilarity.  I am going to let the player keep track 

of the NPC’s EXP and level them up how they like. The NPC action tables will 

be based on how the PC’s tell them to act (like Fallout 2) and some d6 



tables, so if you want, you can get some blank d6’s and just roll it instead 

of looking on a table all the time.  More on this later. 

 

Have you ever been experienced?  I have… 

When one levels up, it is customary to orally mimic the level-up sound (and 

NO, it’s not Ding!  If you can’t remember, it’s on fallout.wikea.com) Any 

player yelling “Ding!” immediately loses 1000 experience points.  They should 

also be clubbed like baby seals if there is a baseball bat handy, but that’s 

just my opinion and any extra-legal action you take is your liability. 

Presently, you must manually input your new level and spend Skill Points in 

the Character Creator and it will automatically adjust everything else for 

you.  Like Fallout 3, and New Vegas, you will be able to choose a new Perk 

every level.  Also like Fallout 3 and New Vegas, your new level does not take 

effect until you are out of Combat. Can’t have players stopping the action to 

get on the computer and take freakin’ 45 minutes “levelling up real quick”. 

 

Radiation 

Praise be to Atom, the Great Irradiator!  Fallout 4 has given us a new and 

better way to apply Gamma rays to your character.  Previously, the problem 

was that the effects of radiation were just too complicated to keep track of 

on paper.  We have been shown a newer and deadlier way! 

Radiation Resistance hard-cap has been raised to 95%. 

The GM determines where the radiation is, what the radius of the 

contamination is, etc. however he/she sees fit and gives it a set value from 

1 to 10 (or more if you wish to be really mean).  Obviously, the closer to 

the radioactive barrels, the stronger the contamination should be. Then every 



turn a character is inside a contaminated area, a d100 is rolled.  If the 

result is over the Character’s Rad Resistance, he/she absorbs the full value 

of Rads. If it is lower than the Character’s Rad Resistance, the result is 

divided by 5 and then subtracted from the Rad value.  The result is how many 

Rads are absorbed. 

NEW! Radiation weapons! No roll this time, just divide your Rad Resistance by 

5 and subtract it from Radiation Damage.  Does not affect other types of 

damage a weapon does. 

Good News/Bad News: It doesn’t matter what your Rad Resistance is, eating or 

drinking a radioactive item gives you the Rads stated for the item.  The good 

news is some of these items actually lower your Rad level. There are also 

Perks, cooking, and rare items to counter food/drink radioactivity.  There’s 

always Rad-Away! 

Here’s where it gets really awesome! Instead of the clumsy chart and 

confabulistic calculations, Rads simply prevent you from regenerating Hit 

Points. In other words, they lower your current maximum Hit Points.  Still 

don’t get it?  Say you have 100 HP and you absorb 10 Rads. Now you have 90 HP 

and can’t get the other 10 back until you get rid of the 10 Rads.  EASY! 

 

 

Poison 

Here’s how it works in Fallout15:  Poison has a duration and a damage value.  

When poison is successfully applied, the affected character rolls his Poison 

Resistance or less on a d100.  If they don’t make it, they take the indicated 

amount of damage every turn until the poison passes through their system 

(duration expires) or they administer an antidote.  Simple enough? 

 



 

Addiction 

To simplify this, any addictive substance in any of the Fallout games is 

addictive in Fallout15.  Every time a PC takes an addictive substance, the 

player rolls d100 and if the result is under the addiction threshold, he/she 

becomes addicted.  When the duration of the substance’s effect wears off, 

he/she suffers -15% to all activities.  All. Until, of course, they imbibe 

more of the substance or get cured.  Thankfully, the addiction thresholds are 

easy to remember: 

Ant Nectar and Beer: 5% 

Jet and Ultrajet: 20% 

Everything else (including Nuka Cola): 10% 

There are three ways to cure addiction (in general)and those are: Pay an NPC 

doctor, take some Fixer™ or Addictol™, or suffer the negative effects for one 

full scenario/play session going cold-turkey. 

*There are a couple other items from Fallout4 that cure addiction. 

 

Enemies of the State 

Ironically, I can’t find a decent miniature to represent a Deathclaw… 

Anyway, I will have a “bestiary” section with stats for Fallout beasties and 

bad guys.  Most of them will be boiled down to only the important numbers you 

need to kill and loot them.  If, in your campaign, you need someone “special” 

for the job, use the Character Creator. 



Combat. 

Turn Sequence: 

Pretty self-explanatory.  The character with the highest Sequence goes first, 

followed by the next highest, etc.  If there’s an ambush scenario, the 

sneakers (assuming successful, we’ll discuss that later) go first, then when 

the turn is over it reverts to normal Sequence.  When everyone has taken a 

turn, whoever’s still alive starts over. 

  

Action Points: 

When it’s a character’s turn, he/she declares his/her actions according to 

their available AP and the AP costs. If they do not declare their actions, 

they lose the rest of them.  The upside to this is every Action Point not 

used is added temporarily to their Evade score until it’s their turn again. 

Ok, so I can’t find a list of AP costs, so we’re going to wing it based on 

the average of 7 AP for new characters.  I’m putting in some “Extended 

Actions” which are for when say, players want to search for loot and you’ve 

decided that a random critter might accidentally on purpose interrupt them. 

Walk 2cm    1AP 

Combat Move    1AP 

Run 4cm    1AP 

Sneak 1cm    1AP 

Equip an Inventory item  5AP 

Equip an Easy Access Item 1AP 

Use Item    2AP 

Hip-Fire a Small Gun  2AP 

Snap-Shot a Small Gun  3AP   

Aimed Shot a Small Gun  4AP   

Hip-Fire a Big Gun  3AP 



Snap-Shot a Big Gun  4AP   

Aimed Shot a Big Gun  5AP  

V.A.T.S shot   6AP 

Throw something   4AP 

Stand Up    2AP 

Change Facing   1AP 

First Aid    5AP 

Doctor    10AP 

Slow/Medium/Fast Melee Attack 5AP/4AP/3AP 

Unarmed Attack   3AP 

Set Trap/Disarm Trap  8AP 

Eat something   3AP 

Drink something   2AP 

 Inject something   1AP 

 Change Clothes   10AP 

 Pick Lock/Hack Terminal  10AP 

Repair an item   10AP 

Search 5cm x 5cm area  10AP  

Rest     10AP 

Die shamefully in a puddle of your own urine 0AP 

Keen observers will note that I removed the to-hit modifiers for burst fire 

from V.3.  This sort of modifier now entirely depends on your Weapon Mods. 

You can take 1 movement action as part of a Hip-Fire at no additional 

penalty.  It’s built-in to the already horrific penalty for Hip-Firing.  You 

can also include one ‘Walk’ action with your ‘Snap-Shot’. See section 

“Shootin’ Things” for more details. 

“Extended” Actions are things like Doctor, First Aid, Set Trap, Search and 

Rest.  Normally you can only spend the AP you have for your present turn, but 

for Extended Actions, the AP cost carries over into the next turn. As long as 

you don’t get interrupted, the Action is completed.  Details of each Extended 

Action are in the other sections such as Healin’ and Prospecting. 



Action Points need not be hard to keep track of.  I stole…err…copied an idea 

from another game which is a simple round chart you can just move some 

markers (pennies again)to easily show what you’ve been doing.  

“What is an ‘Easy Access Item’?  That’s not in Fallout!”  Ok, you start off 

with 4 Easy Access Item locations,the ammo clips in each pocket (1 each),the 

pistol stuffed in your waistband and the rifle slung over your back with a 

rope.  Certain items in the game, mostly clothing items, will give Easy 

Access Item locations as alternate “rewards” instead of the usual 2-3% boost 

to skills you don’t use.  For example, you may find a police holster with 1 

pistol slot, 2 ammo slots, and 3 utility slots, allowing you 6 “Easy Access 

Items”.  Utility belts, mechanic jumpsuits with extra pockets, etc.  

Everything else you own is assumed to be stuffed in “inventory”, aka a 

collection of burlap bags and manky old backpacks which you have to dig 

through. In Fallout 1,2,3,NV and Tactics you can stop a Super Mutant in mid-

swing, open your inventory, repair all your weapons, eat 5 Brahmin Steaks 

washed down with 27 Ice Cold Nuka Colas, shoot up some Psycho, reload all 

your guns and switch to your Shishkebob…all in the space of a fraction of a 

second.  In Fallout15, I say “No”.  You access your Inventory, you can 

retrieve 1 item.  Want another? Pay the AP for inventory access again. 

Example: Crusty Fred has a bandoleer in which he has placed several Stimpaks 

instead of .50 Cal bullets.  Normally he’d have to dig in the old hippie 

purse which contains his “inventory” (5AP) and use 1AP for every Stimpak he 

needed.  However, if he only needs to use 1 stimpak, by using the bandoleer 

it would only cost him 2AP. One to pull it out, one to painfully jam it into 

his hip and depress the plunger. 

 

Shootin’ 

 This section has changed pretty drastically in V4.1, so make sure you 

read it! 

This is always the part of the rules everyone argues about most.  We’ve 

played what seems like scores of games and game systems, so I’m going to skip 

the obvious stuff like “Gotta have Line of Sight”, your gun has to be loaded, 

your target has to be in your front arc of fire, etcerta etcetera.  If you 

come upon a situation where you can’t agree, have a roll-off or vote, then 

write it down into law.  Remember rules number #1,#2,#4,#6 and #8: The GM is 

an Asshole.  If WE have an argument we can’t agree on, we’ll resolve it and 



I’ll revise these rules. Most rules in every game you play seem to be 

obvious, common-sense stuff and I don’t think I want to type every situation 

out or that you will want to read it.  So we’ll try to stick to the 

mechanics. 

Ok, so you want to shoot someone, eh?  Here’s how it works:  The base chance 

to hit is your Skill or less on a d100.  That is, if your skill is 87, your 

base chance to hit is 87 or less on a d100. “95-100” is always a miss.  “01-

05”, however, is not always a hit. 

That’s your BASE chance to hit, anyway.  Before rolling, figure out any 

positive or negative modifiers based on the weapon, Evade, Range/PER or other 

modifiers explained below.  When you have a final number, if you roll under 

that, you score a hit(s). 

Evade replaces AC (Armor Class) from Fallout 1, 2 and Tactics.  It makes 

sense because AC didn’t have anything to do with armor and was solely based 

on AGI. No, seriously.  I don’t know why they called it AC either. The 

target’s Evade score is subtracted from the attacker’s to-hit score before 

he/she rolls. 

Burst fire: How many Hits?  The number of bullets from a spray that hit is 

what you needed minus what your rolled divided by 5 plus 1, up to the number 

of bullets fired, of course.  Need a 40 or less and you happen to roll an 35, 

you hit with two bullets. If you rolled anywhere from 36-40%, you only hit 

with one bullet. If it was a 5 round burst and you rolled a 10%, you still 

only hit with 5 bullets.  I know, it’s a hard concept for some people. 

One more time for the dimmer players: If you roll under what you need, you 

hit with at least one bullet. For every 5% less you rolled, another bullet 

from the spray hits its mark.   

You can shoot pistols and submachineguns up to your 2xPER rating and rifles 

up to 3xPER rating without penalty, but for every 1cm. after that, a -5% 

penalty is applied.  Officially, it’s only 1xPER, but after playtesting it 

was ridiculous spending half the game running up into gun range.  Say your 

PER is 6 and the target is 14cm away, it’s -10% on your d100 roll.  Weapon 

mods will also adjust range/penalties. Remember, some weapons just don’t 

shoot that far no matter how good your PER score is. Conversely, it doesn’t 

matter if a .22 technically has a 2 mile range if Mr. Magoo is holding the 

gun.  Keep in mind, most of the time you’ll be firing a 200 year old gun with 

200 year old ammo. Praise Atom it fires at all! 

Ok, so in Fallout you have 4 kinds of shots. 

Hip-Fire shots are the kind where you’re aiming in the Raider’s general 

direction and pulling the trigger.  Why would you want to do this?  Well, 

because you can include one movement action (excluding Sprint)and it’s cheap 

on Action Points.  The blanket penalty for a Hip-Fire shot is 20%.  Be sure 

to count your bullets, because you’re going to waste a LOT of them. 



Snap-Shots are the baseline type of shots where you’re actually trying to hit 

the target, where you deem it reasonable to risk a few bullets for the chance 

to land more of them somewhere on-target.  You can include one ‘Walk’ action 

with your Snap-Shot. There’s no penalty or bonus for Snap-Shots. 

Aimed Shots, obviously, you’re aiming for center mass and hoping the recoil 

results in a headshot or groin-shot instead. It’s for when you’re low on 

bullets and you gotta make ‘em count. Or…you’re just a sucktacular shot and 

need the Bonus.  Aimed Shots give a +15% bonus To-Hit. 

V.A.T.S shots, (known as “Called Shots” in other games) are for when you’re 

aiming for the middle rivet on the target’s Levi’s 501’s.  Aim small, miss 

small, Pappy always said. V.A.T.S shots incur varying penalties, but when 

your ballistic skills are par excellance, you’ll be wanting style points to 

go with your ammo conservation. 

Particular weapons or weapons with weapon mods may also infer/incur bonuses 

or penalties. 

New to Version 4 is “Recoil”.  Every gun has a Recoil value, which is added 

to the number of Action Points it takes to fire the gun. Regardless of how 

many Mods you have on your gun or what Perks you have, it always takes a 

minimum of 1AP to fire a gun. 

Weapon Mod Bonuses/Penalties are stackable. If it says “To-Hit”, that means 

the bonus applies to all shots. 

Other shooting modifiers: 

Shooting in the back   +10%  If your LOS crosses into the “Red Zone” 

Shooting while they’re not looking +5%  If your LOS crosses into the “Yellow Zone” 

Target helpless    +25% 

Shooting from a moving vehicle  -15% 

Shooting from an elevated position +10% 

Hit location really doesn’t matter unless… 

1. You scored a Critical 

2. Target is wearing different Armor covering different locations 

Ver4.1 Note: Due to changes in the Armor system, chances are the target will 

have different armor in different location (if Human or Mutant, that is). 

So, in many situations it’s easiest to dispense with the Hit Location.  You 

can assume it’s a torso shot if you need to but to reiterate, most of the 

time Hit Location is rather meaningless especially when you’re fighting low-

level raiders and mole-rats. 



Where you hit is determined by a d30 roll. I lied. Everybody seemed to have 

one, but no reason to use it, so we decided to use a modified hit chart from 

AFTERMATH!  Also included is a d10 chart. Use what you want: 

1.    Cranium   1. Head 

2.  Face    2. Torso 

3.  Neck    3. Torso 

4.  Right Shoulder  4. Torso 

5.  Left Shoulder  5. Right Arm 

6.  Right Bicep   6.  Left Arm 

7.  Left Bicep   7. Right Leg 

8.  Right Elbow   8.  Left Leg 

9.  Left Elbow   9. Right Leg 

10. Right Forearm  10. Left Leg 

11. Left Forearm 

12. Right wrist 

13. Left Wrist 

14. Right Hand 

15. Left Hand 

16. Right Chest 

17. Left Chest 

18. Right Guts 

19. Left Guts 

20. Groin 

21. Right Hip 

22. Left Hip 

23. Right Quad 

24. Left Quad 

25. Right Knee 

26. Left Knee 

27. Right Calf 

28. Left Calf 

29. Right Foot 

30. Left Foot 

For example: Jimmy fires “BANG,BANG,BANG” a three round burst from his 10mm 

Pistol.  After figuring out the modifiers, he needs a 60 or less to hit, he 

rolls a 50, so all three bullets hit.  Jimmy’s Crit Rating is only 15%, so he 

didn’t score any crits.  Now he rolls 3 separate dice(one for each hit) to 

determine damage.  Applying any and all modifiers, of course. 

 

Vault-Tec Assisted Targeting System 

Unfortunately, due to one of our players suffering severe radiation damage, 

we need to define V.A.T.S .  What in the Fallout Universe is referred to as 

V.A.T.S., is what every other game calls a “called shot”.  That is, just 

saying “I want to shoot him twice” is not V.A.T.S..  Saying “I want to shoot 

him twice in the nuts” is. V.A.T.S is a called shot to a particular area of 



the body.  To make a V.A.T.S. shot,declare where you want to hit, figure out 

all the normal to-hit modifiers plus the negative modifier on the bottom of 

the Critical Hits chart for the body part you’re aiming for.  If you hit, you 

automatically hit the body part you were aiming for. 

Attempting a V.A.T.S shot also confers a +5% to your Critical Chance. 

 

 

Stabbin’ and Punchin’ 

Melee and Unarmed attacks are much like shooting attacks.  You add up your 

modifiers, roll a d20 (or %), and so on.  To be able to make a melee or 

unarmed attack, you must be in base-to-base contact with the enemy and in 

most circumstances the green “front arc” of your base must be the part 

touching.  

If your green zone is touching their yellow zone, you gain +25%/5 to-hit and 

+1 damage.   

If it’s touching their red zone,you gain +50/10 to-hit and +5 damage.   

It’s the Perks that make Melee and Unarmed deadly.  Melee and Unarmed 

V.A.T.S. attacks always do double damage. 

 

Blowing Stuff Up! 

Nothin’says ‘I love you’ like a good old fashioned Mini-Nuke.  For some 

idiotic reason, the Throwing skill was done away with in Fallout 3 and 

Explosives skill was now used to disarm traps as well as firing Missile 

launchers.  Ridiculous. We’re going back to the way Atom intended it, where 

things made sense. 



In Fallout15, your to-hit roll for throwing grenades and such is your 

Throwing skill.  Your maximum range is 3xStrength up to a maximum of 15cm.  

Yes, that makes ‘Heave Ho’ a worthless Perk, but Fallout is full of worthless 

items and Perks. When shooting an explosive weapon, your Big Guns skill is 

used to-hit. 

So what’s Explosives skill good for then, you ask?  Well, instead of your 

Throwing or Big Guns related Damage bonuses, you use your Explosives damage 

bonuses instead. You also need Explosives expertise to disarm mines, grenade 

bouquets and so forth as well as the reverse.  I know you probably rarely set 

traps in Fallout™, but this is a pseudo-RPG and that skill could and should 

come in handy. 

When you score a hit, your package explodes between the target’s legs.  That 

sounded nasty…anyway, roll for damage once and apply that to everything 

within the weapon’s burst radius.  For every centimeter outside the burst 

radius, the targets take whatever damage you rolled minus 20.  Targets 

outside double the weapon’s burst radius take no damage no matter how well 

you rolled.   

The cool thing about Explosives are the Crits!  Say your Critical Chance is 

15%.  If you roll under 5% you crit 3 times with Explosives!  Under 10%, you 

crit twice! Roll separate body locations to see which body locations 

separate. 

If you miss, which is never good, you have to whip out the ‘deviation 

template’ and roll a d6 to see which direction it goes.  It misses by how 

much you missed by in centimeters.  That is, if you needed an 8 or less, and 

you rolled a ‘15’, then it goes 7cm in whatever direction you rolled.  Now 

let’s say you rolled a ‘6’ for deviation, which is backward, you could wind 

up hitting yourself.  That might seem like a Critical Miss, but a real 

Critical Miss is rolling a ‘20’ in which case said projectile goes off in 

your hand, or in the barrel of whatever you were shooting, causing full 

damage to you and your nearby loved ones. 

BOOM-Shaka-laka!  

 

 

 

 



 

Damage 

Damage is what you need all those other oddball dice for.  For each hit, roll 

the appropriate dice, add any modifiers, subtract the target’s DT and apply 

directly to Hit Points. The modifier you’ll be adding the most is the Skill 

Modifier, which is your Skill/5.  So if your Small Guns skill is 35, you get 

to add 7 to all damage you score with Small Guns. 

Each target has a Damage Threshold, which basically includes both DT and DR.  

While Fallout has several DT values for each armor, we’ve boiled it down to 

Normal (most attacks), Energy (lasers, plasma, flame, etc.).  Ver4.1 Note: 

Your explosives Damage Threshold is now derived from an average of all the 

armor you’re wearing. Go back a few pages for how Radiation damage is dealt. 

Unlike the Fallout games, shooting damage is not based on the gun, but the 

caliber of the bullet.  Some Gun Mods will add damage as well as special 

bullet loads, etcetera.  Trust me, it makes it a lot easier on the GM, who’s 

usually dealing with Raiders employing various models of unmodified guns.  

*Fallout15 V.4 has, like Fallout 4, done away with Weapon Condition.  I loved 

it in the video game, but in PNP it’s just too hard to keep track of. 

If you hit something that’s behind something else, the intervening object 

simply adds DT to the part hit.  It’s up to the GM to determine what 

constitutes “cover”, but that’s how it works.  Cover does not reduce chances 

of hitting, just of doing damage.  Here’s some example values: 

Wood  4DT 

Petrified Wood 8DT 

Steel  7DT 

Concrete 10DT 

 



 

Critical Hits and Critical Misses 

If you roll really badly, which is to say (90%-100%), you Critically 

Miss.  The only way to avoid this is to get your appropriate Skill up 

to 90-95% or better, but (95-100%) is always a Critical Miss no matter 

what your Skill is.  Some weapons may have a Perk making them more 

reliable, reducing the chance of injury to the weapon’s clumsy owner. 

Critical Miss Chart (d20) 

1-5 Weapon Jams, 3AP to clear it 

6-10 Weapon Jams as above, ammo misfires and cannot be fired until a 

successful EASY Repair is made. 

11-15 As above, but ammo explodes violently causing 1d6 damage to 

shooter, no DT applies.  Weapon cannot be fired until a HARD Repair is 

made. 

16-19 Shooter manages to shoot himself in the leg (flip coin for 

which) 

20 Firing chamber explodes causing all of the above plus the weapon is 

destroyed 

Critical Hits: 

To score a critical hit, your to-hit roll must be less than your Critical 

Chance score (round down, of course).  If you’re attempting a V.A.T.S. shot, 

your Critical Chance bonus is 5%, which stacks with any perks you may have. 

Roll d100 + your unmodified Critical Chance and consult the leftmost column 

on the chart below, and cross-reference the location hit. This is an actual 

chart from one of the Fallout games, so authentic it’s still radioactive… 



 

The bottom column is your penalty for “Called Shots” or as we say in the Wasteland: V.A.T.S. 

“Eyes” and “Groin” must be from VATS shots. 

For each Critical Hit, one of the boxes is ticked off the Vault Boy 

condition bar.  Here are the penalties per Crit box ticked off in 

addition to the ones on the chart: 

Head:  -1 AP per Crit 

Torso:  -5% to all actions per Crit 

Legs:  Movement AP’s doubled 

Arms:  -5% to all actions involving that arm per Crit 

 

All penalties are cumulative, so say you had 2 Crits to the Torso and 

1 to the left arm, penalties for using the left arm would be -15%. 



 

Healin’ 

There are several ways you can go about healing in Fallout15 and I’ll go over 

them one by one. 

Stims-  You can shoot up Stimpaks and Super Stimpaks in combat.  You simply 

have to equip the item, then use the item.  Stims cannot heal Criticals. 

 Stimpaks heal d8+12 HP immediately 

 Super Stimpaks heal 8d10 HP immediately, then cause 3 HP of damage each 

turn thereafter for 10 turns 

 Trauma Packs heal d100+50 HP immediately, then cause 6 HP of damage 

each turn thereafter for 10 turns 

 Ultra Stimpaks heal d100+25 HP immediately, then cause 1 HP of damage 

each turn thereafter for 10 turns, also it is assumed to be “equipped” 

all the time. See below. 

 Auto-Inject Stimpaks and Super Stimpaks can be pre-equipped like 

Ultras, but only one at a time.  If equipped, they will inject you with 

Stims when you go below 25% health whether you want them to or not. 

First Aid- To use First Aid, you must equip a First Aid Kit or a Field Medic 

Kit.  After the required number of Action Points has passed, the first 

responder rolls their First Aid skill and if successful, the patient is 

healed for d20 HP per turn for 10 turns.  If the first responder is 

interrupted, the attempt automatically fails and he/she must start over.  

Failed attempts do not use up the kit.  First Aid cannot heal Criticals. 

 The First Aid kit can be used 3 times before it’s consumed. 

 The Field Medic Kit can be used 5 times before it’s consumed, adds +20% 

to the roll, and heals an extra +2 HP per turn.  

 Failed attempts do not count toward using up the kit. 

Doctor- To use the Doctor skill, you must equip a Doctor bag.  After the 

required number of Action Points has passed, the physician rolls their Doctor 

skill and if successful, removes d10 Critical Effects and the patient is 

healed for d20 HP per turn for 10 turns.  If the doctor is interrupted, the 

attempt automatically fails and he/she must start over.  A Doctor Kit has 10 

uses, and failed attempts do not count toward using up the kit. 

Resting- You can perform a Resting action, and after the required number of 

AP are used, 1 HP is healed for every AP spent resting after that.  This is 



cumulative with First Aid and Doctor, but Criticals cannot be healed in this 

way. 

Downtime healing:  This really depends on how much downtime is in-between 

scenarios.  Sleeping heals d20 HP per hour spent sleeping, but cannot heal 

Criticals.  If there’s a Doctor available, you can heal all damage and all 

Criticals for 100 Caps.  Healing radiation damage to zero and curing 

addictions are also available services for 100 Caps each. 

Vehicular Manslaughter 

Coming soon. 

Prospecting-  Won’t you take me to…BARTER-towwwwwn??? 

Bartering  

First off, Players must do their own Bartering.  That is to say, no handing 

off to Atomic Bob just because he has the highest Barter Skill, so as to not 

have to spend any points in Barter yourself. Min/Maxing cheapskate! If you’re 

using the Nuka-Card lewt system, players may trade cards on a 1 for 1 basis.  

Not an equitable trade?  Too bad.  Alternatively, players may buy items from 

another player at maximum caps value.  Friends, lovers, whatever… that’s the 

way it is in the Wasteland. 

To make it easy, buying from a Trader is always at maximum caps value, minus 

any discounts for quests or reputation.  Selling items is your Barter Skill 

percentage of maximum caps value.  A calculator is handy.  Use the one on 

your iPhone. 

Haulin’ stuff  

After you reach your Carry Weight, you can no longer run or Combat Move.  Or 

leave the exit grid. And only 2AP per turn can be spent walking.   Life’s a 

bitch, just like in Fallout. 

Searching Extended Action When searching a 5cm x 5cm area, a player rolls 

against their Search Skill.  Unless the GM decides otherwise, they get 1 

Nuka-Card if they don’t make their roll, or 2 for making their roll plus 1 

per 5% they made their roll by.  A separate roll is made for every locker, 

desk, box, ammo can etcetera in the 5cm x 5cm area and if successful, they 

get an extra Nuka Card. 

Certain items, like Quest items, will be automatically found, as long as the 

player bothers to Search.  The wasteland is cluttered with junk, and unless 

the GM deems otherwise, players may all Search the same locations, including 

containers.  It’s a lot more fun this way and if the GM wants to make it 

harder, just include more “Junk” items in the Nuka-Card deck. 

 



Rest and relaxation- Hardcore Mode /ON 

Maps and Travel 

The GM should provide maps.  There’s lots of cool, old-fashioned maps on the 

internet, and I have included some in my Campaign.  The general rule of thumb 

is the PC’s can walk 25 miles in a 4 hour period and adventure encounters are 

assumed to take place in increments of 4 hours.  So with a decent map with 

any kind of scale, you should be able to plot a course with a ruler and 

figure out what time of day it is.  If you want Random Encounters, then have 

the PC with the highest Outdoorsman roll once every 4 hour period and then if 

successful, choose if they want the encounter or not.  If there is an 

encounter, the PC’s set up no farther in cm. than the highest Perception in 

the group.  If it’s an ambush situation, then roll all the appropriate Sneak 

skills and proceed accordingly. 

If the Players own vehicles, they can go 100, 200, 300 or even 400 miles in a 

4 hour period. They can ignore random encounters, but each driver must roll 

their driving skill or the car breaks down.  The wasteland is not known for 

its smooth, paved surfaces and most vehicles are either not built to drive 

off-road or if they are, aren’t built for going fast, so a -25% penalty is 

applied for each multiple of 25mph above 25mph.  Thus, if they want to go 400 

miles in a 4 hour period (100mph)they’ll suffer a -75% to their driving 

skill, which will effectively limit their travelling speed to a reasonable 

range. 

I suppose this wouldn’t apply to aircraft, but if you’re the type of GM who 

would allow your players to possess and maintain a working aircraft for non-

Quest purposes, then I’ll wager you drank out of the toilet while playing FO3 

and said to yourself “Mmmm, this 200 year old poop water ain’t that bad 

SLUUURP. Why buy Purified Water when there’s all this delicious ghoul pee 

just laying around?” 

Communicatin’ with the locals 

Players often seem to be at wit’s-end when trying to think of things to talk 

to the locals about.  I tell them to imagine what the dialogue box would look 

like in Fallout and pick a response.  Then I tell them to imagine that the 

dialogue box has a near-infinite number of choices restricted only by their 

imagination.  Unfortunately, I have one player who insists on letting his 

side-arm do the talkin’.  I can’t let him get away with that, or he’d be 

getting no quests and there’d be nobody to buy his ill-gotten loot. 

In general, the dialogue is going to be ad-lib.  If the players get stuck, 

you can have them make some sort of roll to see if their character can think 

of anything to say.  If persuasion or deception is in order, so is a Speech 

roll.  As this is a role-playing game (sort of) I give them a bonus if 

they’re entertaining.  Remember, the characters’ reputations in a certain 

area and karma will usually modify any Speech rolls. 



Eatin’ and Sleepin’ 

A lot of games ignore the PC’s need to eat or sleep.  In a post-apocalyptic 

wasteland, half the fun should be scrounging for food, water and a place to 

sleep where you’re relatively sure you’ll wake up again.  Imagine, your PC’s 

are hungry, tired and suffering from dehydration sickness.  They find a six 

pack of warm, flat Nuka-Cola!  After chugging a few, they’re still hungry, 

but wide-awake, hydrated and full of vigor!  Oh, and addicted to Nuka-Cola.  

Remember, if it is addictive in any of the Fallout games, it’s addictive in 

Fallout15. 

Just like the new Radiation Rules, hunger, thirst will prevent you from 

regenerating Hit Points.  At the beginning of every game, each character must 

roll their End or less on a d12. If they fail, they gain a hunger and thirst 

point for every point of difference.  If they succeed, they only accrue one 

hunger and one thirst point.  You gotta eat sometime, ya? Example: Endurance 

is 5, they rolled 8, they get 3 hunger and 3 thirst points and unless they 

eat and/or drink,their maximum HP are temporarily lowered 6 points. 

Sleep deprivation is similar.  Each character rolls against their Endurance 

with a d10. If they succeed, there is no negative results. If they fail, the 

difference is used as a % penalty to all skills. 

In an extended scenario, or campaign setting, these rolls are made every 4 

hour period. 

As always, sleeping for at least 4 hours in a bed you own gives you +10% 

experience for the next 8 hour period. If you sleep in a bed you own for 8 

hours, it extends the bonus to the next 16 hour period. If you sleep in a bed 

you own with a Lover, it adds 5% to the experience bonus. 

 

Lock and Load- Fallout15 Weapons and Armor 

Here’s where the fun begins!  This section is totally new to Fallout15 V.4.  

The challenge was, I want lots of cool weapons and variations and Unique 

weapons, but I really don’t want fifteen pages of typing out the stats for 

everything.  I thought “What if I made all the weapons ‘generic’ and then 

made them all different with Weapon Mods?”  Fallout 4 did just that!  What 

I’m going to show you now isn’t ‘Fallout 4’ but a combination of all the good 

stuff from all the Fallout games.  I mean, why have 32354325 different 

variations of a 5.56 Assault Rifle when I can have one ‘Standard’ 5.56 with 

32354325 combinations of Weapon Mods?  What player doesn’t like custom 

pimpin’ their weapon, right?  Unlike Fallout 4, we’re working in old 

favorites and including “The Lost Calibers”!  Also, unlike Fallout 4, certain 

qualities, such as armor-piercing, will be determined by bullet loads, not 

the gun.   

One thing you have to consider is that a “Vindicator Minigun” is totally 

different depending on which Fallout you’re playing.  It comes in like…3 



different calibers and in a couple Fallout games it doesn’t even exist.  So 

before you holler “Where’s ‘That Gun’???” remember there’s nothing stopping 

you from having a 5.56 pistol, giving it whatever qualities you want and 

calling it ‘That Gun’, a.k.a. the gun from Blade Runner. 

NOTE: My proofreading wasn’t very good on this section.  More bits and pieces 

are missing than a Bris, so just know I’m aware and will be giving this 

section a second go-around in V4.2 for missing parts and play balance. 

Ok, so in general, damage is determined by the caliber, your level, your 

Perks and not by the gun itself, like in an actual Fallout game.  Why? 

Because we don’t employ a team of developers and this is a PNP game.  The 

goal is to have as much weapon variation as possible without bogging the game 

down with paperwork. 

For NOW, the repair/science skills are what you need to remove a mod and put 

it on another gun.  You must be at a Weapon Bench or have a Toolkit. Like a 

First-Aid kit or Doctor bag, Toolkits and Super-toolkits have limited number 

of times you can use them.  I might consider this mechanic to let players 

make the mods from scratch, we’ll see what the group thinks and put it to a 

vote. 

You don’t need to find a Mod to mod armor, just an Armor Station.  Again, I 

may decide you need Toolkits to do this. 

I want to include some Crafting, but I really, really don’t want to bog the 

game down with it.  If we do include this, the materials will be ‘back to the 

basics’ with Fallout 1,2,Tactics ‘scrap metal’ and ‘scrap electronics’, that 

sort of thing. 

Bullet Mods have to be done at a Weapon Bench. Note to possible GM’s out 

there, don’t be a jackass and make Weapon Benches and Armor Stations super-

hard to find in your game.  Just sayin’. 

 

 



 

Bullets 

Caliber Damage Crit 

Multiplier 

Mods Available 

BB's 1d6 4  

.22LR 6+1d6 1 JHP 

.30-30 20+d12 1  

.308 20+d10 1 AP, JHP, Match 

.357 Magnum 20+d6 1 AP, JHP, Match 

.38 Special 8+d10 1 SWC, +P 

.44 Magnum 20+d10 2 AP, JHP, Match 

45 Auto 10+d10 1 AP, JHP, Super 

.50 30+d20 3 AP, Match, Incendiary, Explosive, 

Depleted Uranium 

5mm 6+d20 1 AP, Tracer, Match 

5.56mm 10+d20 1 AP, Tracer, Match 

7.62mm 20+d10 1 AP, Tracer, Match 

9mm 6+d10 1 JHP, SWC, +P 

10mm 8+d10 1 AP, SWC, JHP 

12ga 10+d20 2 Magnum, Flechette, Pulse, Slug 

 

Bullet Mods Repair 

Req'd 

Effects  

AP 50 Halves the target's DT.  Any remaining damage 

that penetrates the target's armor is halved. 

JHP 50 Doubles the target's DT.  Any remaining damage 

that penetrates the target's armor is doubled. 

SWC 50 "Reverses" damage i.e. 8+d10 would now be 10+d8. 

Any damage that penetrates the target's armor is 

increased +50%, round down 

+P 25 Increases range and reduces target's DT 10%, 

round down 

Super 25 +10% damage, round down 

Match 75 +5% to-hit, +25% damage, round down 

Tracer 75 On Burst or Auto fire, all subsequent rounds are 

considered to be +5% to-hit.  This means the 

first bullet could miss, and the second hits. 

Incendiary 90 +5 Burning damage, chance to set target on fire 

Explosive 90 Roll to-hit additional targets within 1cm for 

half damage 

DU 90 Bypasses 90% of target's DT, Adds 10 Radiation 

damage 

Magnum 50 Increases range and damage 10%, round down 

Flechette 75 Halves the target's DT, increases range 10% round 

down 

Pulse 50/25 Sci. Increases Damage against Robots 25%, round down 



 

Energy Ammo  Shot 

Capacity 

Mods 

Small Energy 

Cells 

6+d6 10 Overcharged, Max Charge, Rechargable, 

Medium Capacity 

Microfusion 

Cells 

8+d10 20 Overcharged, Max Charge, Rechargable, 

Medium Capacity, High Capacity, 

Breeder 

Electron 

Charge Packs 

6+d10 50 Overcharged, Max Charge 

Flamer Fuel d20 50 Medium Capacity, High Capacity 

Alien Power 

Cells 

10+d100 20  

Fusion Cores 10+d12 100  

Plasma 

Canisters 

10E+10B+d10

E 

10 Max Charge, Medium Capacity, High 

Capacity 

 

Energy Ammo Mods Science 

Req'd 

 

Rechargable 15 At a Reloading Bench, roll Repair or less to 

recharge the Cell. Failure makes the Cell Junk 

Overcharged 25 25% more damage 

Medium Capacity 50 Increase Shot Capacity 50% 

Max Charge 65 50% more damage 

High Capacity 75 Double Shot Capacity 

Breeder 90 Will recharge 1 shot every other turn.  A 

Critical Miss with the weapon will make the Cell 

Junk 

 

Missiles/Rockets/Mini-Nuke   

 Damage AOE  

Rocket 25+d20 4cm  

HE Rocket 50+D20 6cm  

Incendiary Rocket 25+d20+8 for 

8 rounds 

4cm  

    

Missile 50+d20 6cm  

HE Missile 70+d20 8cm  

Sabot  50+d20 4cm  

Hive 30+d20 3cm Breaks into 6 missiles, see 

deviation rules 

    

Mini-Nuke 150+d100 ☢ 15 10cm  

Big Kid Mini-Nuke 250+2d100 ☢ 
30 

15cm  

Low Yield 75+d100 ☢ 8 6cm  



Timed 150+d100 ☢ 15 10cm  

Tiny Tots 75+d20 ☢ 6 5cm  

 

  AOE in 

CM 

Weight Value 

Baseball 

grenade 

10+d20 +5 To-Hit 4 1 40 

Cryogenic 

grenade 

d10, END roll or freeze d6 

turns 

4 0.5 50 

Fragmentation 

grenade 

10+d20, 4 0.5 50 

HalluciGen gas 

grenade 

END roll or Random Behavior d6 

Turns 

8 1 35 

Molotov 

cocktail 

d10 +burning 4 0.5 20 

Nuka grenade 50+d100 ☢ 15 10 0.5 100 

Plasma grenade d20 + d20 ⚡ 6 0.5 135 

Pulse grenade d20 ⚡, extra d100 ⚡ to Robots 6 0.5 100 

 

Ballistic Guns 

Type Caliber Value Weight Standard Reload 

AP's 

Recoil 

Pistol     

Capacity 

  

Auto       

 .44 Magnum 150 5 8 3 4 

 45 Auto 175 5 7 3 4 

 5.56mm 200 5 5 3 3 

 9mm 50 4 13 3 2 

 10mm 125 4 12 3 2 

       

Revolver       

 .357 Magnum 100 4 6 5 3 

 .38 Special 50 3 6 5 2 

 .44 Magnum 125 5 6 5 4 

       

Rifle       

 .22LR 50 5 12 3 1 

 .308 175 10 6 3 3 

 5mm 175 12 20 3 2 

 5.56mm 200 13 15 3 2 

 7.62mm 200 14 15 3 3 

 12ga 100 14 4 5 5 

       



Lever Action/ Value Weight Std. Cap Reload 

AP 

Recoil 

Pump .308 125 10 8 8 3 

 30-30 125 10 8 8 3 

 BB's 25 2 100 5 0 

 12ga 150 12 5 5 5 

       

Bolt 

Action 

      

 .308 175 10 1 1 3 

 .50 300 15 1 1 5 

 7.62mm 200 12 1 1 3 

       

Submachinegun      

 .22LR 100 8 50 3 2 

 45 Auto 200 14 20 3 4 

 9mm 150 10 30 3 3 

 10mm 175 11 25 3 3 

 

Type Caliber Recoil ROF Value Weight Standard Reload 

AP's 

       

Capacity 

 

Machineguns        

 .50 6 6 400 30 Belt/50 5 

 5.56mm 5 8  27 30 3 

 7.62mm 5 8  28 Belt/50 5 

        

Miniguns/ 

Gatling 

       

 5mm 5 10 375 25 500 5 

 5.56mm 5 10 382 26 500 5 

 7.62 5 8 390 28 500  

 BB's 2 20 500 15 Unlimite

d 

3 

 .22LR 3 12 400 20 500 5 

Laser Gatling ECP 4 10 450 20 1 ECP 4 

Laser Gatling Fusion 

Core 

4 12 500 20 1 Fusion 

Core 

3 

Gauss Gatling 2mm EC 5 8 1000 25 500 4 

Plasma Caster Plasma 

Canister 

5 1 600 25 1 Plasma 

Canister 

5 

        

Flamer Flamer 

Fuel 

2 1 100 16 100 5 



  Recoil ROF Value Weight Std. Cap Reload 

AP’s 

Fat Man Mini 

Nuke 

5 1 512 30 1 5 

Missle 

Launcher 

Missile 4 1 300 21 1 4 

Rocket 

Launcher 

Rocket 3 1 200 18 5 5 

 

Ok, in general, all guns have Mod ‘slots’. Most of them have all slots and 

for many of them the Mod is the same.  I have attempted to put in the 

description which gun is allowed that mod, but it may be incomplete.  Use 

your noggin, OK? Lever-action rifles can’t have automatic receivers, 

Revolvers can’t have drum magazines, etcetera. 

 Receiver 

 Barrel 

 Grip/Stock (Note, the Forward Grip I made up and it’s its’ own slot) 

 Magazine 

 Sights 

 Muzzle 

Unlike Fallout 4, you cannot make an Energy Pistol a ‘Rifle’ just by putting 

a Sniper barrel and a full stock on it.  

 

Pistol       

Slot Mod Recoil Bonus Weight Repair Description 

Receiver Light frame 

receiver 

  -2 25 Auto Pistols 

 Heavy frame 

receiver 

-1 +5% Damage  1 25 Auto Pistols 

 Calibrated 

receiver 

 +5% 

Critical 

Damage 

 50 Auto Pistols 

 Hair trigger 

receiver 

 -1 AP to 

fire 

 50 Auto Pistols 

 Powerful 

receiver 

 +10% 

Damage 

 75 Auto Pistols 

 Advanced 

receiver 

-1 +5% 

Damage, 

+5% Crit 

Damage,  

 90 Auto Pistols 

Rifle/Submachinegun      

http://fallout.wikia.com/wiki/Light_frame_receiver
http://fallout.wikia.com/wiki/Light_frame_receiver
http://fallout.wikia.com/wiki/Heavy_frame_receiver
http://fallout.wikia.com/wiki/Heavy_frame_receiver
http://fallout.wikia.com/wiki/Calibrated_receiver
http://fallout.wikia.com/wiki/Calibrated_receiver
http://fallout.wikia.com/wiki/Hair_trigger_receiver
http://fallout.wikia.com/wiki/Hair_trigger_receiver
http://fallout.wikia.com/wiki/Powerful_receiver
http://fallout.wikia.com/wiki/Powerful_receiver
http://fallout.wikia.com/wiki/Advanced_receiver
http://fallout.wikia.com/wiki/Advanced_receiver


Slot Mod Recoil Bonus Weight Repair Description 

Receiver Heavy frame 

receiver 

-1 +5% Damage 1 25 Rifle, 

Submachinegun 

 Automatic 

receiver 

 ROF 6 0 25 Rifle, 

Submachinegun 

 Calibrated 

receiver 

 +5% 

Critical 

Damage 

0 25 Rifle, 

Submachinegun 

 Hair trigger 

receiver 

 3 round 

burst 

0 50 Rifle, 

Submachinegun 

 Powerful 

receiver 

-1 +10% 

Damage 

1 50 Rifle, 

Submachinegun 

 Hardened 

automatic 

receiver 

-1 ROF 6, +5% 

Damage 

1 50 Rifle, 

Submachinegun 

 Rapid 

automatic 

receiver 

 ROF 8 0 50 Rifle, 

Submachinegun 

 Calibrated 

powerful 

receiver 

-1 +5% 

Damage, 

+5% 

Critical 

Damage 

1 75 Rifle, 

Submachinegun 

 Calibrated, 

Hair-Trigger 

Receiver 

 3 round 

burst, +5% 

Critical 

Damage 

0 75 Rifle, 

Submachinegun 

 Powerful 

automatic 

receiver 

-1 ROF 8, 

+10% 

Damage 

1 75 Rifle, 

Submachinegun 

 Advanced 

receiver 

-1 +5% 

Damage, 

+5% Crit 

Damage, 

ROF 6, 3 

Round 

Burst,  

1 90 Rifle, 

Submachinegun 

All       

Slot Mod Recoil Bonus Weight Repair Description 

 Stub barrel  +5 

Snapshot 

 25 Revolvers 

Only 

http://fallout.wikia.com/wiki/Heavy_frame_receiver
http://fallout.wikia.com/wiki/Heavy_frame_receiver
http://fallout.wikia.com/wiki/Automatic_receiver
http://fallout.wikia.com/wiki/Automatic_receiver
http://fallout.wikia.com/wiki/Calibrated_receiver
http://fallout.wikia.com/wiki/Calibrated_receiver
http://fallout.wikia.com/wiki/Hair_trigger_receiver
http://fallout.wikia.com/wiki/Hair_trigger_receiver
http://fallout.wikia.com/wiki/Powerful_receiver
http://fallout.wikia.com/wiki/Powerful_receiver
http://fallout.wikia.com/wiki/Hardened_automatic_receiver
http://fallout.wikia.com/wiki/Hardened_automatic_receiver
http://fallout.wikia.com/wiki/Hardened_automatic_receiver
http://fallout.wikia.com/wiki/Rapid_automatic_receiver
http://fallout.wikia.com/wiki/Rapid_automatic_receiver
http://fallout.wikia.com/wiki/Rapid_automatic_receiver
http://fallout.wikia.com/wiki/Calibrated_powerful_receiver
http://fallout.wikia.com/wiki/Calibrated_powerful_receiver
http://fallout.wikia.com/wiki/Calibrated_powerful_receiver
http://fallout.wikia.com/wiki/Powerful_automatic_receiver
http://fallout.wikia.com/wiki/Powerful_automatic_receiver
http://fallout.wikia.com/wiki/Powerful_automatic_receiver
http://fallout.wikia.com/wiki/Advanced_receiver
http://fallout.wikia.com/wiki/Advanced_receiver
http://fallout.wikia.com/wiki/Stub_barrel


 Short light 

barrel 

 +5 

Snapshot 

-1 25  

 Long barrel  +5 Aimed  25  

 Long light 

barrel 

 +5 Aimed -1 50  

 Long Heavy 

Barrel 

 +5 Aimed, 

+1xPER 

Range 

 50  

 Short ported 

barrel 

 +5 

Snapshot,  

 75  

 Long ported 

barrel 

-1 +5 Aimed, 

-1 Recoil 

 75  

 Long light 

ported barrel 

-1 +5 Aimed,  -1 75  

       

All       

Slot Mod Recoil Bonus Weight Repair Description 

Grip/ 

Stock 

Comfort grip  +5 

Snapshot 

 25  

 Forward Grip -1 +5 

Snapshot,  

 25 Rifles and 

Subs only. Is 

it's own 

'slot' 

 Sharpshooter's 

grip 

 +5% 

Critical 

Chance 

 25  

 Short stock  +5 Aimed  50 Rifles, Bolt, 

Lever-action 

and Subs only 

 Full stock  +10 Aimed 1 50 Rifles, Bolt, 

Lever-action 

only 

 Marksman's 

stock 

 +10 Aimed, 

+5% 

Critical 

Chance 

1 75 Rifles, Bolt, 

Lever-action 

only 

 Recoil 

compensating 

stock 

-2 +5 Aimed 1 75 Rifles, Bolt, 

Lever-action 

and Subs only 

All       

Slot Mod Recoil Bonus Weight Repair Description 

Magazine Large magazine  Double 

Capacity 

 25 Auto Pistols, 

Rifles and 

Subs only 

http://fallout.wikia.com/wiki/Short_light_barrel
http://fallout.wikia.com/wiki/Short_light_barrel
http://fallout.wikia.com/wiki/Long_barrel
http://fallout.wikia.com/wiki/Long_light_barrel
http://fallout.wikia.com/wiki/Long_light_barrel
http://fallout.wikia.com/wiki/Short_ported_barrel
http://fallout.wikia.com/wiki/Short_ported_barrel
http://fallout.wikia.com/wiki/Long_ported_barrel
http://fallout.wikia.com/wiki/Long_ported_barrel
http://fallout.wikia.com/wiki/Long_light_ported_barrel
http://fallout.wikia.com/wiki/Long_light_ported_barrel
http://fallout.wikia.com/wiki/Comfort_grip
http://fallout.wikia.com/wiki/Standard_stock
http://fallout.wikia.com/wiki/Sharpshooter%27s_grip
http://fallout.wikia.com/wiki/Sharpshooter%27s_grip
http://fallout.wikia.com/wiki/Short_stock
http://fallout.wikia.com/wiki/Full_stock
http://fallout.wikia.com/wiki/Marksman%27s_stock
http://fallout.wikia.com/wiki/Marksman%27s_stock
http://fallout.wikia.com/wiki/Recoil_compensating_stock
http://fallout.wikia.com/wiki/Recoil_compensating_stock
http://fallout.wikia.com/wiki/Recoil_compensating_stock
http://fallout.wikia.com/wiki/Large_magazine


 Quick eject 

mag 

 -1 AP to 

Reload 

 25 Auto Pistols, 

Rifles and 

Subs only 

 Large quick 

eject magazine 

 Double 

Capacity, 

-1 AP to 

Reload 

 50 Auto Pistols, 

Rifles and 

Subs only 

 Drum magazine  Triple 

Capacity 

 50 Auto Pistols, 

Rifles and 

Subs only 

 Quick eject 

drum mag 

 Triple 

Capacity, 

-1 AP to 

Reload 

 75 Auto Pistols, 

Rifles and 

Subs only 

       

Slot Mod Recoil Bonus Weight Repair Description 

Sights Reflex sight 

Red Dot 

 -1 AP VATS  50/25 

Scienc

e 

 

 Reflex sight 

Circle 

 +5 

Snapshot 

 50/25 

Scienc

e 

 

 Short scope  +1xPER 

range 

 25  

 Medium scope  +2xPER 

range 

 50  

 Long scope  +3xPER 

Range 

 75  

 Short night 

vision scope 

 +1xPER 

range no 

Lighting 

penalties 

 25/25 

Scienc

e 

 

 Medium night 

vision scope 

 +2xPER 

range no 

lighting 

penalties 

 50/25 

Scienc

e 

 

 Long night 

vision scope 

 +3xPER 

Range no 

lighting 

penalties 

 75/25 

Scienc

e 

 

Slot Mod Recoil Bonus Weight Repair Description 

 Small bayonet  +3 Bash    

 Large bayonet +1 +5 Bash  25  

 Compensator -1   25  

 Muzzle brake -2 -1xPER 

Range 

 50  

 Suppressor -3 -2xPER 

Range 

 75  

 

http://fallout.wikia.com/wiki/Quick_eject_mag
http://fallout.wikia.com/wiki/Quick_eject_mag
http://fallout.wikia.com/wiki/Large_quick_eject_magazine
http://fallout.wikia.com/wiki/Large_quick_eject_magazine
http://fallout.wikia.com/wiki/Drum_magazine
http://fallout.wikia.com/wiki/Quick_eject_drum_mag
http://fallout.wikia.com/wiki/Quick_eject_drum_mag
http://fallout.wikia.com/wiki/Reflex_sight
http://fallout.wikia.com/wiki/Reflex_sight
http://fallout.wikia.com/wiki/Short_scope
http://fallout.wikia.com/wiki/Medium_scope
http://fallout.wikia.com/wiki/Long_scope
http://fallout.wikia.com/wiki/Short_night_vision_scope
http://fallout.wikia.com/wiki/Short_night_vision_scope
http://fallout.wikia.com/wiki/Medium_night_vision_scope
http://fallout.wikia.com/wiki/Medium_night_vision_scope
http://fallout.wikia.com/wiki/Long_night_vision_scope
http://fallout.wikia.com/wiki/Long_night_vision_scope
http://fallout.wikia.com/wiki/Small_bayonet
http://fallout.wikia.com/wiki/Large_bayonet
http://fallout.wikia.com/wiki/Compensator
http://fallout.wikia.com/wiki/Muzzle_brake
http://fallout.wikia.com/wiki/Suppressor


Slot Mod Bonus Weight 

Mod 

Repair 

Req 

Description 

Barrel Light 

Barrel 

  -2 Machineguns 

 Heavy 

Barrel 

-1 Recoil  1 Machineguns 

 Accelerated 

barrel 

+2 ROF   Miniguns 

 Tri barrel -1 Recoil +5 

Hipfire 

2 Miniguns 

Sights Gunner 

sight 

Can Aim -10%   Miniguns 

Muzzle Shredder +10 Bash  1 Miniguns 

      

Slot Mod Bonus Weight 

Mod 

Science 

Req. 

Description 

Slot      

Receiver Photon 

exciter 

+5% Critical Chance 1 25 Laser, 

Gauss and 

Plasma 

 Beta wave 

tuner 

Burning. +1xPER Range. 1 25 Laser, 

Gauss and 

Plasma 

 Boosted 

capacitor 

+2 Damage 1 25 Laser, 

Gauss and 

Plasma 

 Photon 

agitator 

+10% Critical Chance, 

+5% To-Hit 

3 50 Laser, 

Gauss and 

Plasma 

 Gamma wave 

emitter 

Burning. +2xPER Range. 3 50 Laser, 

Gauss and 

Plasma 

 Maximized 

capacitor 

+3 Damage 3 75 Laser, 

Gauss and 

Plasma 

 Boosted 

photon 

agitator 

+10% Critical Chance, 

+5% To-Hit, +2 Damage 

-3 75 Laser, 

Gauss and 

Plasma 

 Boosted 

gamma wave 

emitter 

Burning. +2xPER Range, 

+2 Damage 

-3 75 Laser, 

Gauss and 

Plasma 

 Overcharged 

capacitor 

+5 Damage -3 75 Laser, 

Gauss and 

Plasma 

Barrel Charging 

barrel 

+1 Damage, +1xPER Range -5 75 Laser, 

Gauss and 

Plasma 

 Beam 

focuser 

+1xPER Range, -1 Recoil -1 75 Laser, 

Gauss and 

Plasma 

Sights Reflex 

sight 

+5% Aimed 1 75 Laser, 

Gauss and 

Plasma 

 



Coming soon, Mods for Missile Launchers, Fat Man, Rocket Launchers 

There are three grades to the standard armor, regular, Sturdy, and Heavy. The 

Mods for them are all the same. 

Armor has two Mod Slots. You fit 1 Modification from each table on each piece 

of armor. The second table Mods are cumulative with the rest of the armor 

you’re wearing, so say you have 2 leg pieces and put ‘Pocketed’ on each of 

them, you would gain the combined +10 Carry Weight.   

One thing I didn’t do is adjust for Fallout 15.  I will, I promise in V4.2. 

For example, ‘Pocketed’ should give you quick access slots as well. 

Name Dam Resist Eng Resist Weight Value 

Leather chest 

piece 

        

Leather chest 

piece 

3 10 5 25 

Sturdy 

leather chest 

piece 

14 23 10 50 

Heavy leather 

chest piece 

24 36 15 75 

Leather arms         

Leather arm 1 3 2 8 

Sturdy 

leather arm 

6 11 5 18 

Heavy leather 

arm 

11 18 7 28 

Leather legs         

Leather leg 2 5 2 10 

Sturdy 

leather leg 

7 13 5 20 

Heavy leather 

leg 

13 20 7 30 

 

Leather 

Chest 

     

Mod Damage Resist Description Weight Value Req 

Rank 

 d ⚡ ☢     

Standard d3 ⚡10 Standard. 5 0 None 

Boiled 

leather 
d5 ⚡12 Improves Damage and 

Energy Resistance. 

6 5 None 

Girded 

leather 
d7 ⚡15 Improves Damage and 

Energy Resistance. 

7 10 Repair 

25 

Treated 

leather 
d9 ⚡17 Improves Damage and 

Energy Resistance. 

8 15 Repair 

50 

Shadowed 

leather 
d9 ⚡17 Improves stealth , 

Damage, and Energy 

Resistance. 

8 20 Repair 

75 



Studded 

leather 
d11 ⚡20 Improves Damage and 

Energy Resistance. 

9 25 Repair 

90 

 

Mod Description Damage 

Resist Mod 

Bonus Weight 

Mod 

Req 

Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +1 AP -2 None 

Padded Reduced damage from 

explosions. 

  2.5 None 

Pocketed Improves carrying 

capacity. 

 +5 

Carry 

Weight 

0 None 

Asbestos 

Lining 

Reduced Energy Damage 

and Immune to being set 

on Fire. 

+ ⚡5  2.5 Repair 

25 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +10 

Carry 

Weight 

0 Repair 

25 

Lead Lined Reduces radiation 

damage. 
+ ☢15  2.5 Repair 

50, 

Scienc

e 25 

Ultra-Light 

Build 

Greatly reduced weight 

and increased AP bonus. 

 +2 AP -4 Repair 

75 

BioCommMesh Increases duration of 

chems by 50%. 

  1.5 Repair 

90, 

Scienc

e 50 

 

Leather 

Arms 

     

Mod Damage Resist Description   Weight Req 

Rank 

      

 ⚡ ☢     

Standard 1 ⚡3 Standard.  2 None 

Boiled 

leather 
⛨2 ⚡4 Improves Damage 

and Energy 

Resistance. 

 2.4 None 

Girded 

leather 
⛨3 ⚡6 Improves Damage 

and Energy 

Resistance. 

 3 Repair 

25 

Treated 

leather 
⛨3 ⚡7 Improves Damage 

and Energy 

Resistance. 

 3.4 Repair 

50 

Shadowed 

leather 
⛨4 ⚡7 Improves stealth, 

Damage, and Energy 

Resistance. 

 3.4 Repair 

75 

Studded 

leather 
⛨5 ⚡9 Improves Damage 

and Energy 

Resistance. 

 4 Repair 

90 



 

Mod Description Damage Resist 

Mod 

Bonus Weight 

Mod 

Repair 

Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +2 AP -1 15 

Pocketed Improves carrying 

capacity. 

 +5 Carry 

Weight 

0 15 

Braced Reduce additional 

melee damage while 

blocking. 

  0.5 25 

Brawling Improves Unarmed 

damage. 

  0.5 25 

Strengthene

d 

Reduces limb damage.   0.5 50 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +10 

Carry 

Weight 

0 50 

Lead Lined Reduces radiation 

damage. 
+ ☢10  1 50 

Stabilized Scoped Aiming is 

more steady. 

  0.5 75 

Aerodynamic Power attacks drain 

less AP. 

  0 75 

Ultra-Light 

Build 

Greatly reduced 

weight and increased 

AP bonus. 

 +5 AP -2 75 

Weighted Unarmed and Melee 

attacks ignore some 

of target's armor. 

  1 75 

 

Leather Legs      

Mod Damage Resist Description   Weight Repair 

Rank 

      

  ⚡ ☢     

Standard ⛨2 ⚡5 Standard.  2 None 

Boiled 

leather 
⛨3 ⚡6 Improves Damage 

and Energy 

Resistance. 

 2.5 None 

Girded 

leather 
⛨4 ⚡8 Improves Damage 

and Energy 

Resistance. 

 3 Repair 

25 

Treated 

leather 
⛨5 ⚡9 Improves Damage 

and Energy 

Resistance. 

 3.5 Repair 

50 

Shadowed 

leather 
⛨5 ⚡9 Improves stealth, 

Damage, and Energy 

Resistance. 

 3.5 Repair 

75 

Studded 

leather 
⛨6 ⚡11 Improves Damage 

and Energy 

Resistance. 

 4 Repair 

90 



      

Mod Description Damage Resist Mod Bonus Weight 

Mod 

Req 

Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +2 AP -1 Repair 

10 

Pocketed Improves carrying 

capacity. 

 +5 

Carry 

Weight 

0 Repair 

15 

Cushioned Reduces falling 

damage. 

  0 Repair 

20 

Strengthened Reduces limb 

damage. 

  0.5 Repair 

25 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +10 

Carry 

Weight 

0 Repair 

30 

Lead Lined Reduces radiation 

damage. 
+ ☢10  1 Repair 

50 

Muffled Reduces detection 

from moving. 

   Repair 

70 

Custom 

Fitted 

Sprinting takes 1 

less AP. 

  0 Repair 

80 

Ultra-Light 

Build 

Greatly reduced 

weight and 

increased AP 

bonus. 

 +5 AP -2 Repair 

90 

Sleek Increased Movement 

Speed while 

sneaking. 

  0 Repair 

95 

 

 

 

Sorry for the big, blank holes.  I’m going to put some pictures here.  I 

found it hard to find what I needed when it was chart after chart after 

chart, so I’m having each different armor start on a new page. 

Also, once again, certain parts of the charts aren’t filled in yet.  They’re 

not finished on Wiki either…  There were some formatting issues as well.   

⛨ = which is Damage Resist aka Damage Threshold. 

 

 

 

 

 

 



RAIDER 

Name Dam Resist  Eng Resist ⚡ Weight Value 

Raider chest 

piece 

    

Raider chest 

piece 

4 2 7 18 

Sturdy raider 

chest piece 

14 11 12 33 

Heavy raider 

chest piece 

24 20 17 48 

Raider arms     

Raider arm 1 1 3 6 

Sturdy raider 

arm 

6 6 7 81 

Heavy raider 

arm 

11 11 10 156 

Raider legs     

Raider leg 2 2 3 8 

Sturdy raider 

leg 

7 7 7 13 

Heavy raider 

leg 

12 12 10 18 

 

Raider 

Chest 

Damage Resist Description  Weight Repair 

Rank 

Mod      

  ⚡ ☢     

Standard ⛨6 ⚡4 Standard.  7 None 

Welded ⛨8 ⚡6 Improves Damage 

and Energy 

Resistance. 

 8 Repair 

25 

Tempered ⛨10 ⚡8 Improves Damage 

and Energy 

Resistance. 

 9 Repair 

50 

Hardened ⛨12 ⚡9 Improves Damage 

and Energy 

Resistance. 

 10 Repair 

75 

Buttressed ⛨14 ⚡11 Improves Damage 

and Energy 

Resistance. 

 11 Repair 

85 

      

 Description Damage Resist Mod Bonus Weight 

Mod 

Req 

Rank 

Mod      

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +5 AP -3 None 

Padded Reduced damage from 

explosions. 

  3.5 None 



Pocketed Improves carrying 

capacity. 

 +10 

Carry 

Weigh

t 

1 None 

Asbestos 

Lining 

Reduced Energy 

Damage and Immune to 

being set on Fire. 

+ ⚡15  3.5 Repair 

25 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +20 

Carry 

Weigh

t 

1 Repair 

50 

Lead Lined Reduces radiation 

damage. 
+ ☢15  3.5 Repair 

50, 

Scienc

e 25 

Dense Greatly reduced 

damage from 

explosions. 

  3.5 Repair 

75 

Ultra-Light 

Build 

Greatly reduced 

weight and increased 

AP bonus. 

 +10 

AP 

-6 Repair 

75 

BioCommMesh Increases duration 

of chems 50%. 

  2.1 Repair 

75, 

Scienc

e 50 

 

Raider Arms Damage Resist Description  Weight Req 

Rank 

Mod      

 d ⚡ ☢     

Standard ⛨1 ⚡1 Standard.  3 None 

Welded ⛨2 ⚡2 Improves Damage and 

Energy Resistance. 

 4 None 

Tempered ⛨3 ⚡3 Improves Damage and 

Energy Resistance. 

 4 Repair 

25 

Hardened ⛨4 ⚡4 Improves Damage and 

Energy Resistance. 

 5 Repair 

50 

Buttressed ⛨5 ⚡5 Improves Damage and 

Energy Resistance. 

 6 Repair 

75 

      

Mod Description Damage Resist Mod Bonus Weight 

Mod 

Req 

Rank 

      

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +2 AP -1 None 

Pocketed Improves 

carrying 

capacity. 

 +5 

Carry 

Weight 

1 None 

Brawling Improves 

Unarmed damage. 

  0.7 Repair 

25 

Strengthene

d 

Reduces limb 

damage. 

  0.5 Repair 

25 



Deep 

Pocketed 

Improved 

carrying 

capacity. 

 +10 

Carry 

Weight 

1 Repair 

50 

Lead Lined Reduces 

radiation 

damage. 

+ ☢10  1.5 Repair 

50 

Stabilized Scoped Aiming 

is more steady. 

  0.7 Repair 

75 

Aerodynamic Power attacks 

drain less AP. 

  0.2 Repair 

75 

Ultra-Light 

Build 

Greatly reduced 

weight and 

increased AP 

bonus. 

 +5 AP -3 Repair 

90 

Weighted Unarmed and 

Melee attacks 

ignore some of 

target's armor. 

  1.1 Repair 

90 

 

Raider Legs Damage Resist Description  Weight Req 

Rank 

Mod      

 ⛨ ⚡ ☢     

Standard ⛨2 ⚡2 Standard.  3 ? 

Welded ⛨3 ⚡3 Improves Damage and 

Energy Resistance. 

 4 ? 

Tempered ⛨4 ⚡4 Improves Damage and 

Energy Resistance. 

 4 ? 

Hardened ⛨5 ⚡5 Improves Damage and 

Energy Resistance. 

 5 ? 

Buttressed ⛨6 ⚡6 Improves Damage and 

Energy Resistance. 

 6 ? 

 

Mod Description Damage Resist 

Mod 

Bonus Weight 

Mod 

Req 

Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.    25 

Pocketed Improves carrying 

capacity. 

 +5 Carry 

Weight 

 25 

Strengthene

d 

Reduces limb damage.    50 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +10 

Carry 

Weight 

 50 

Lead Lined Reduces radiation 

damage. 
+ ☢10   75 

Muffled Reduces detection 

from moving. 

   75 

Ultra-Light 

Build 

Greatly reduced 

weight and increased 

AP bonus. 

 +1 AP -2 75 



Sleek Increased Movement 

Speed while 

sneaking. 

 +1 CM  90 

 

METAL 

Name Dam Resist Eng Resist Weight Value 

Metal helmet 9 4 3 15 

Metal chest 

piece 

    

Metal chest 

piece 

13 5 6 40 

Sturdy metal 

chest piece 

25 15 15.5 115 

Heavy metal 

chest piece 

37 25 23.1 190 

Metal arms     

Metal arm 7 3 3 15 

Sturdy metal 

arm 

15 8 7.9 65 

Heavy metal 

arm 

22 13 12.8 115 

Metal legs     

Metal leg 7 3 3 15 

Sturdy metal 

leg 

15 8 7.9 65 

Heavy metal 

leg 

22 13 12.8 115 

     

 

Metal Chest 

Mods 

Damage Resist Description  Weight Req Rank 

 ⛨ ⚡ ☢     

Standard ⛨12 ⚡5 Standard.  8 None 

Painted 

metal 
⛨14 ⚡7 Improves Damage 

and Energy 

Resistance. 

 9 None 

Enameled 

metal 
⛨17 ⚡9 Improves Damage 

and Energy 

Resistance. 

 1 25 

Shadowed 

metal 
⛨17 ⚡9 Improves stealth in dark 

areas, Damage, and 

Energy Resistance. 

11 50 

Alloyed 

metal 
⛨19 ⚡11 Improves Damage 

and Energy 

Resistance. 

 12 75 

Polished 

metal 
⛨22 ⚡13 Improves Damage 

and Energy 

Resistance. 

 14 75 

      



Mod Description Damage Resist 

Mod 

Bonus Weight 

Mod 

Req Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +5 AP 3 None 

Padded Reduced damage 

from explosions. 

+5 vs explosions  4 None 

Pocketed Improves carrying 

capacity. 

 +10 

Carry 

Weight 

1 None 

Asbestos 

Lining 

Reduced Energy 

Damage and Immune 

to being set on 

Fire. 

+ ⚡15  4 25 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +20 

Carry 

Weight 

1 50 

Lead Lined Reduces radiation 

damage. 
+ ☢15  4 50/Scienc

e 25 

Dense Greatly reduced 

damage from 

explosions. 

  4 75 

Ultra-Light 

Build 

Greatly reduced 

weight and 

increased AP 

bonus. 

 +10 AP 6 75 

BioCommMesh Increases 

duration of chems 

50%. 

  2 90/Scienc

e 50 

 

Metal Arms 

Mods 

Damage Resist Description  Weight Req 

Rank 

 ⛨ ⚡ ☢     

Standard ⛨7 ⚡3 Standard.  3 None 

Painted metal ⛨8 ⚡4 Improves Damage and 

Energy Resistance. 

 4 None 

Enameled metal ⛨10 ⚡5 Improves Damage and 

Energy Resistance. 

 5 25 

Shadowed metal ⛨10 ⚡5 Improves stealth in dark 

areas, Damage, and Energy 

Resist. 

5 50 

Alloyed metal ⛨11 ⚡6 Improves Damage and 

Energy Resistance. 

 6 75 

Polished metal ⛨13 ⚡7 Improves Damage and 

Energy Resistance. 

 7 75 

 

Mod Description Damage 

Resist 

Mod 

Bonus Weight 

Mod 

Req 

Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +2 AP -1 25 



Pocketed Improves carrying 

capacity. 

 +5 Carry 

Weight 

0 25 

Brawling Improves Unarmed 

damage. 

 +2 Unarmed 0 25 

Deep 

Pocketed 

Improved carrying 

capacity. 

 +10 Carry 

Weight 

0 50 

Lead Lined Reduces radiation 

damage. 
+ ☢10  1 50 

Stabilized Scoped Aiming is 

more steady. 

 +5 Aimed 1 50 

Aerodynamic Power attacks drain 

less AP. 

 -1 AP for 

Power 

Attacks 

0 75 

Ultra-Light 

Build 

Greatly reduced 

weight and increased 

AP bonus. 

 +5 AP -2 75 

Weighted Unarmed and Melee 

attacks ignore some 

of target's armor. 

 Ignore 5% 2 75 

 

Metal Legs 

Mods 

Damage 

Resist 

Description  Weight Req 

Rank 

 ⛨ ⚡ ☢     

Painted 

metal 
⛨8 ⚡4 Improves Damage and Energy 

Resistance. 

 3.7 None 

Enameled 

metal 
⛨10 ⚡5 Improves Damage and Energy 

Resistance. 

 4.8 25 

Shadowed 

metal 
⛨10 ⚡5 Improves stealth in dark areas, 

Damage, and Energy Resistance. 

4.8 50 

Alloyed 

metal 
⛨11 ⚡6 Improves Damage and Energy 

Resistance. 

 5.6 75 

Polished 

metal 
⛨13 ⚡7 Improves Damage and Energy 

Resistance. 

 6.7 75 

 

Metal 

Helmet 

Damage Resist Description  Weight Req 

Rank 

Mod      

 ⛨ ⚡ ☢     

Painted 

metal 
⛨8 ⚡4 Improves Damage 

and Energy 

Resistance. 

  None 

Enameled 

metal 
⛨10 ⚡5 Improves Damage 

and Energy 

Resistance. 

  25 

Alloyed 

metal 
⛨11 ⚡6 Improves Damage 

and Energy 

Resistance. 

  50 

Polished 

metal 
⛨13 ⚡7 Improves Damage 

and Energy 

Resistance. 

  75 

 

 



COMBAT ARMOR 

Name Dam Resist Eng Resist Weight Value 

Combat armor helmet 10 10 4 25 

     

Combat armor chest piece 15 15 8 60 

Sturdy combat armor chest 

piece 

25 25 12 140 

Heavy combat armor chest 

piece 

35 35 15 220 

     

Combat armor arm 9 9 2 25 

Sturdy combat armor arm 13 13 5 85 

Heavy combat armor arm 17 17 7 145 

     

Combat armor  leg 8 8 4 25 

Sturdy combat armor leg 12 12 7 105 

Heavy combat armor leg 16 16 9 185 

 

Combat Armor Chest 

Mods 

Damage Resist Description  Weight Req 

Rank 

 ⛨ ⚡ ☢     

Reinforced ⛨17 ⚡17 Improves Damage 

and Energy 

Resistance. 

 8.7 25 

Fiberglass ⛨20 ⚡20 Improves Damage 

and Energy 

Resistance. 

 9.8 50 

Polymer ⛨22 ⚡22 Improves Damage 

and Energy 

Resistance. 

 10.6 75 

Brotherhood of 

Steel 
⛨15 ⚡15 ☢15   8 50 

 

Mod Description Damage 

Resist 

Mod 

Bonus Weight 

Mod 

Req: 

Rank 

  ⛨ ⚡ ☢    

Lighter 

Build 

Reduces Weight.  +1 AP -2 25 

Padded Reduced damage from 

explosions. 

 -5% 

Damage 

 25 

Pocketed Improves carrying capacity.  +10 

Carry 

Weight 

 25 

Asbestos 

Lining 

Reduced Energy Damage and 

Immune to being set on Fire. 
+ ⚡15  4 50 

Deep 

Pocketed 

Improved carrying capacity.  +20 

Carry 

1 50 



Weight 

Lead Lined Reduces radiation damage. + ☢15   50 

Dense Greatly reduced damage from 

explosions. 

 -10% 

Damage 

4 75 

Ultra-Light 

Build 

Greatly reduced weight and 

increased AP bonus. 

 +2 AP -6 75 

BioCommMesh Increases duration of chems 

50%. 

   90/25 

Scienc

e 

 

Combat Arms 

Mods 

Damage Resist Description  Weight Req 

Rank 

 ⛨ ⚡ ☢     

Reinforced ⛨12 ⚡12 Improves Damage and 

Energy Resistance. 

 2 25 

Fiberglass ⛨13 ⚡13 Improves Damage and 

Energy Resistance. 

 3 50 

Polymer ⛨14 ⚡14 Improves Damage and 

Energy Resistance. 

 3 75 

 

Lighter 

Build 

Reduces Weight.   -1 25 

Pocketed Improves carrying capacity.  +5 Carry 

Weight 

 25 

Brawling Improves Unarmed damage.  +2 

Unarmed 

 25 

Deep 

Pocketed 

Improved carrying capacity.  +10 Carry 

Weight 

 50 

Lead Lined Reduces radiation damage. + ☢10  2 50 

Stabilized Scoped Aiming is more steady.  +5 Aimed  50 

Aerodynamic Power attacks drain less AP.  -1 AP Power 

Attacks 

75 

Ultra-Light 

Build 

Greatly reduced weight and 

increased AP bonus. 

 +1 AP -6 75 

Weighted Unarmed and Melee attacks 

ignore some of target's armor. 

 -5% Armor  75 

 

Combat Legs 

Mods 

Damage 

Resist 

Description  Weight Req 

Rank 

 ⛨ ⚡ ☢     

Reinforced ⛨9 ⚡9 Improves Damage and Energy 

Resistance. 

 2 25 

Fiberglass ⛨10 ⚡10 Improves Damage and Energy 

Resistance. 

 3 50 

Polymer ⛨11 ⚡11 Improves Damage and Energy 

Resistance. 

 4 75 

 

Lighter Build Reduces Weight.  +1 AP -2 25 

Pocketed Improves carrying capacity.  +10  25 



Carry 

Weight 

Deep Pocketed Improved carrying capacity.  +20 

Carry 

Weight 

 50 

Lead Lined Reduces radiation damage. + ☢10  2 50 

Muffled Reduces detection from 

moving. 

 -5% 

Detectio

n 

 75 

Ultra-Light 

Build 

Greatly reduced weight and 

increased AP bonus. 

 +2 AP -4 75 

Sleek Increased Movement Speed 

while sneaking. 

 +1 CM  75 

 

Combat Helmet 

Mods 

Damage 

Resist 

Description  Weight Req 

Rank 

 ⛨ ⚡ ☢     

Reinforced ⛨10 ⚡5 Improves Damage and Energy 

Resistance. 

  25 

Fiberglass ⛨11 ⚡6 Improves Damage and Energy 

Resistance. 

  50 

Polymer ⛨13 ⚡7 Improves Damage and Energy 

Resistance. 

  75 

 

Name Dam 

Resist 

Eng Resist Rad Resist Weight Value 

Vault-Tec security helmet 5 0 0 2 20 

Vault security armor 6 0 15 7.5 16 

Covenant security armor 6 0 0 3 14 

 

 

 

 

 

 

 

 

 

 

 

 



POWER ARMOR 

Power Helm       

Name Dam Resist Eng Resist Rad Resist Health Weight Value 

Raider power 

armor helmet 

100 50 150 50 14 50 

T-45 helmet 100 60 150 50 12 60 

T-51 helmet 140 90 150 80 12 80 

T-60 helmet 180 120 150 110 12 120 

X-01 helmet 220 140 150 140 12 140 

 

Power Torso       

Name Dam 

Resist 

Eng Resist Rad 

Resist 

Health Weight Value 

Raider power armor 

torso 

200 100 100 300 22 100 

T-45 torso 200 130 300 200 20 140 

T-51 torso 240 160 300 320 20 180 

T-60 torso 280 185 300 440 20 200 

X-01 torso 320 210 300 560 20 280 

 

Power Arms       

Name Dam 

Resist 

Eng Resist Rad 

Resist 

Health Weight Value 

Raider power armor 

arm 

50 25 150 50 16 75 

T-45 arm 50 30 150 50 15 100 

T-51 arm 90 60 150 80 15 130 

T-60 arm 130 85 150 110 15 160 

X-01 arm 170 110 150 140 15 200 

 

Power Legs       

Name Dam Resist Eng Resist Rad 

Resist 

Health Weight Value 

Raider power armor 

leg 

50 25 150 50 16 75 

T-45 leg 50 30 150 50 15 100 

T-51 leg 90 60 150 80 15 130 

T-60 leg 130 85 150 110 15 160 

X-01 leg 170 110 150 140 15 200 

 

I know, I know.  I haven’t gotten around to Power Armor Mods yet. Next up, 

PERKS! 



 



Iron Fist 

STR 4 +20% Unarmed Damage 

Big Leagues 

STR 4 +20% Melee Damage 

Armorer 

Repair 25% Allows Armor Mod Installation 

Blacksmith 

Repair 25% Allows Melee Mod Installation 

Heavy Gunner 

STR 5, Big Guns 25% +20% Heavy Weapon Damage 

Strong Back 

STR 5, END 5 Carry an extra 50lbs. 

 



Steady Aim 

STR 7 Improve Hip-fire accuracy 20% 

Basher 

STR 8 +25% Bashing damage 

Rooted 

STR 9 You're part tree! While standing still, you gain +25 Damage 

Resistance and your melee and unarmed attacks deal 25% more damage. 

Pickpocket 

AGI 8 Your quick hands and sticky fingers make picking pockets 

25% easier. 

Rifleman 

PER 2 Attacks with non-automatic rifles do 20% more damage 

Awareness 

PER 5 Show HP, equipped weapon and its ammunition count of 

any characters, creatures and robots you examine 

 

 

 

http://fallout.wikia.com/wiki/Hit_Points


Demolition Expert 

AGI 4, Traps 75% +20% Damage with explosives 

Night Person 

 +10% to all INT and PER rolls between 6pm and 6am 

Refractor 

PER 7 +20% Energy Resistance 

Sniper 

PER 8, AGI 8,Small Guns 80% +20% Accuracy to Head Shots in VATS 

Penetrator 

PER 9 You know where the weak spots are! Cover values are halved. 

Concentrated Fire 

Small Guns 60% Stay Focused! In V.A.T.S. every attack on the 

same body part gains +10% accuracy. 

Toughness 

END 6 +10% Damage Resistance 

 



Lead Belly 

END 5 50% less radiation when eating or drinking 

Lifegiver 

END 6 +30 HP 

Chem Resistant 

Doctor or First Aid 60% All the rush without the hassle! You're 

50% less likely to get addicted when consuming Chems 

Rad Resistant 

END 6 Exposure to the Wasteland has made you more resilient, 

instantly granting +10 Radiation Resistance. 

Adamantium Skeleton 

END 7 Limbs receive only 50% damage 

Cannibal 

 Regain d20HP by feeding on corpses 

Ghoulish 

 Become a Ghoul 



Solar Powered 

 END 7 Regenerate d6 HP/turn and heal d6 Rads/turn in direct 

sunlight 

Master Trader 

 CHA 7, Barter 60% 25% discount from Vendors 

Lady Killer/Black Widow 

CHA 3 10% damage and +10% speech against opposite sex 

Animal Friend 

CHA 6, Outdoorsman 25% Animals will not attack unless attacked 

first. 

Local Leader 

CHA 6  Able to establish Supply lines between, and build stores in 

settlements 

Party Boy/Party Girl 

CHA 7 Immunity to alchol addiction 

 

 

 



 

Inspirational 

CHA 8 Companion does +20% Damage, +20% Damage Resist, +25lb carry 

weight 

Wasteland Whisperer 

CHA 9  Master the post-apocalypse! With your gun, aim at any 

Wasteland creature below your level and gain a chance to pacify it. 

Intimidation 

CHA 10  With your gun, aim at any human opponent below your 

level and gain a chance to pacify them. 

Medic 

First Aid 40% or Doctor 40% Is there a doctor in the house? 

Stimpaks restore +10% HP’s, and RadAway removes +10% Rads. 

Gun Nut 

INT 4, Repair 25% Able to install Mods on Ballistic Guns and 

Launchers 

Science! 

INT 4, Science 25% Able to install Hi-Tech Mods  

 



 

Chemist 

Science 25, Doctor or First Aid 50 Chems last twice as long. 

Robotics Expert 

Science 50 +25% damage to robots and ability to shutdown robots 

if sneaking up on them 

Nuclear Physicist 

INT 9 Radiation weapons now do double damage and Fusion Cores 

last an extra 50% longer. 

Nerd Rage! 

INT 5, Science 50 +50% Damage Resistance and +50% Damage if HP 

drops below 20% 

Gunslinger 

Small Guns 50 +25% to-hit in V.A.T.S when using a one-handed 

ballistic weapon 

Commando 

Small Guns 50 +20% damage when using a two-handed ballistic weapon 

 

 

 



 

Sneak 

AGI 3  You are 20% harder to detect while sneaking. 

Mister Sandman 

 Sneak 60 +20% Damage with silenced weapons 

Action Boy/Action Girl 

AGI 5  +1 Action Point, may be taken up to 3 times 

Moving Target 

AGI 6 Get 25+ Damage Resistance and 25+ Energy Resistance when 

you're sprinting. 

Ninja 

Sneak 80, Melee Weapons 80 +15% Critical Chance with Melee or 

Unarmed.  Sneak Attack criticals do +25% damage 

Quick Hands 

AGI 8  It takes one less Action Point to reload your weapon 

 

 

 



Gun Fu 

AGI 10 You've learned to apply ancient martial arts to gunplay! Do 

25% more damage to your second V.A.T.S. target and beyond. 

Fortune Finder 

LCK 8 When you find caps, you find 20% more 

Scrounger 

LCK 8 When you find ammo, you find 20% more 

Bloody Mess 

 LCK 5 +5% damage with ALL weapons, 10% chance to cause enemies to 

explode (frag grenade) when killed. 

Mysterious Stranger 

 LCK 4 +5% chance for the Mysterious Stranger to appear in 

V.A.T.S, killing a single enemy instantly. 

Idiot Savant 

LCK 5 Randomly receive 5 EXP for any action (base chance is 11% 

minus your INT) 

 

 

 



Better Criticals 

PER 6, LCK 6, AGI 4 +50 critical hit damage 

Grim Reaper’s Sprint 

LCK 8 Killing a target in V.A.T.S., restores all AP upon exiting 

V.A.T.S. 

Ricochet 

LCK 10 When your HP’s are below 20%, an enemies bullets will 

have a 20% chance to ricochet back and instantly kill them 

Four Leaf Clover 

LCK 9  +25% Critical Chance in V.A.T.S 

Educated 

 INT 6  +2 skill points at each level up 

Earlier Sequence 

PER 6 Shoot first! Was there any question? +2 Initiative 

roll 

Empathy 

http://fallout.wikia.com/wiki/Vault-Tec_Assisted_Targeting_System
http://fallout.wikia.com/wiki/Action_Points


PER 7, INT 5  GM has to tell you the NPC’s reaction level when 

involved in an in-depth conversation. 

Healer 

First Aid 40 Adds d6 to Hit Points healed when using the First Aid 

skill 

More Criticals 

 LCK 6 +10% Critical Chance (Unavailable to Super Mutants) 

 

Quick Pockets 

AGI 5 Accessing your inventory takes 1 less AP 

Sharpshooter 

PER 7, INT 6 You gain +2 PER for the purpose of determining range 

modifiers 

Silent Running 

AGI 6, Sneak 50 Sneak and Run without penalties 

 

 

 



Slayer 

AGI 8, STR 8, Unarmed 80 Reduce the Action Points cost of all 

Melee and Unarmed attacks by 1 

Snakeater 

END 3  +25% Poison Resistance 

Survivalist 

END6,INT 6, Outdoorsman 40 +20% to Outdoorsman skill, for the 

purpose of determining if the player receives dehydration or hunger damage 

Swift Learner 

INT 4 +5% to all EXP earned 

Comprehension 

 INT 6 You gain one additional skill point for reading books and 

double the skill points for reading magazines. 

Gain SPECIAL 

 Gain +1 to any SPECIAL  

 

 

 

http://fallout.wikia.com/wiki/Books


Kama Sutra Master 

  Yes, this is an actual Perk from Fallout 2.  Let me think a bit 

on what it should do in Fallout15mm… 

Bonus Move 

AGI 5  +1cm to all move actions 

Weapon Handling 

AGI 5, STR 7 -2 Recoil to all weapons 

Drunken Master 

Unarmed 60  +20% Unarmed skill and +5% Unarmed damage while 

intoxicated 

Here and Now 

 Gain one Experience Level immediately 

Stat! 

First Aid 75%, Doctor 50%, AGI 6 -2 Action Points to use First Aid 

and Doctor skills 

Team Player 



CHA 4 +10% to all rolls when another Player’s Character with Team 

Player is within 6cm. 

 


