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8

INTRODUCTION
ITS ALWAYS DARKEST BEFORE THE BOMB

twisting, turning, slicing, burning
Cuts Men Down Like hay

soldiers Die and Widows Cry
Death Doth Dance today

Laughing, Leering, taunting, Jeering
sardonic smile a Jester’s Face

swinging Wide his heavy scythe
Death Doth Dance today

twisting, turning, Laughing, Leering,
slicing, burning, taunting, Jeering

plead Your Life but No One’s hearing
Death Doth Dance today

smashing, smiting, brothers Fighting,
spirit of Mankind Gone Astray

Gabriel sounds his Awful horn
Death Doth Dance today

thunder, Lightning, bombs Alighting
burning Flesh Away

Digging Mankind’s shallow Grave
Death Doth Dance today

smashing, smiting, thunder, Lightning, 
brothers Fighting, bombs Alighting
Demons Low and Angels high sing

Death Doth Dance today
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Birth OF thE pOst-ApOCALYpsE
Although the concept of the Apocalypse is as old as 
the Bible itself, the events of the 20th century are 
most responsible for the cynical and often nihilistic 
visions that spawned modern post-apocalyptic fiction. 
Two World Wars, both of which killed millions, the 
latter of which ended in an atomic fireball, took 
science fiction into a darker and less hopeful era 
where, for the first time in history, man could literally 
destroy his entire world with the press of a button.

As technology advanced, the dangers of the wider 
universe became known and the hubris of mankind 
became ever more apparent, it suddenly became 
clear to many folks that the bomb might not be 
the only way to drive the human race to extinction. 
Along with deadlier and more destructive weapons, 
chemical pollution, earth crossing asteroids and a 
world racing further and further towards violence 
and selfish abandon, it is little wonder that popular 
culture started to explore what might happen after 
civilization finally exploded or imploded.

Today, some of the most popular books, movies and 
games are set in a world where civilization has fallen 
and the survivors fight over the remains. the stories 
usually revolve around three main activities:

• Fighting for resources like food, water and shelter.

• Fighting to keep the character’s species from final 
extinction in a world polluted by radiation and/
or chemicals, crawling with all sorts of natural and 
unnatural predators, baked by the sun or frozen like 
a popsicle from the lack of it, and filled with any 
number of other dangers.

• Fighting over the remains of the old civilization in 
order to become leader of a new one.

Why would anyone in their right mind want to play a 
game in such a bleak and fatalistic setting? there are 
as many different answers to that (from the heroic, to 
the inquisitive, to the nihilistic and downright scary) 
as there are post-apocalyptic settings. so many in fact, 
that the driving goal of this book is to try to satisfy 
as many of them as possible (and make me a bit of 
money in the process).

HOW TO USE THIS BOOK
The following rules are meant to be 
an expansion of those found in the 
Barbarians of Lemuria RPG (BoL) and 
you’ll get the most use out of this book if you 
already own that fine product.

For those who prefer other systems, however, you’ll 
find that much of the material in this book is generic 
enough that it will be useful in almost any post-
apocalyptic game. in particular, the setting generator 
and many of the rules were designed with an 
approach focusing more on emulating the feel of the 
genre rather than a specific rules set and this allows 
them to be moved between systems with only minor 
tweaking.

If you are a player of BoL (and if you’re not, i highly 
suggest you give it a try) then there are a few minor 
concepts that you’ll need to grab hold of before diving 
in.

bONUs DiCE & pENALtY DiCE
Whenever a player must roll an extra die and take the 
two highest or two lowest in BoL, we call that taking a 
BONUS or PENALTY DIE, respectively, in BotA. Indeed, 
in some cases you might be asked to take multiple 
BONUS or PENALTY DICE, because of the stacking 
effects of mutations, equipment and so on, but you 
always end up taking the two highest or lowest dice 
as in the normal rules.

GENRE OPTIONS 
You might look at BoL, look at this book and then 
ask yourself why there are so many new rules when 
BoL is such a fantastically minimalist game.

The answer is simple: it is designed to allow you 
to play in the widest variety of post-apocalyptic 
settings possible and so all of the most common 
genre tropes of those settings, from radiation to 
mutation, demand space and attention rules-
wise. that’s what most folks are 
paying for, after all.
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Some folks may want a world where 
mutants reduced to stone-age technology, 
roam an Earth 10,000 years after the 

apocalypse and will use nothing more than 
a few careers, a couple of genotypes and 

the Mutation rules. Others will throw every new rule 
in this book into a setting where any kind of science-
fantasy weirdness goes. still others may decide to 
glance at the rules, get a general idea of how they 
work and then play the game with a liberal dose of 
handwaving and improvisation.

this book is about options, lots of them, and you can 
run the game with as many or as few of them as you 
like. At the very least, they should give you a good 
basis from which to draw up your own interpretation 
on how certain genre tropes work in your setting. 

The only rock solid rule in this book is this: Use what 
you need, take ideas from what you don’t and play 
on.

RANDOMNESS: LIVE OR LET DICE...
There are a lot of places where random results are 
used, as when determining the number of equipment 
points a character has each adventure or how many 

people a portable water distiller will support each 
day. this is done intentionally for atmosphere, 
adding uncertainty to post-apocalyptic life for the 
PCs. 

If you detest randomness, however, feel free to just 
use the average result for whatever the dice range 
indicates (see below):

D6 3 or 4
2D6 7
3D6 11
Higher Add +3 for every additional D6

GAME BALANCE
Some folks might look at some of the 

rules in here and come to the 
conclusion that PCs, even 
those as competent as 
beginning BoL characters,  are 
doomed. What with the deadly 
effects of radiation, instant 

death in a vehicle, nature itself trying to kill them 
off and pCs suffering the consequences of their own 
rashly ill-concieved actions, it might seem like the 
odds are seriously stacked against them. 

Combine this with the fact that magic and psychic 
abilities can be horrifically powerful and mutations 
can turn a below average farmer into a nigh 
invulnerable monster, and there are some who might 
even say that the game lacks… balance (GAsp)! 

In BotA, there are three truths:

• the post-apocalyptic genre is about survival despite 
the odds, which are typically stacked well against 
you. if this doesn’t appeal to you, you’re probably not 
going to enjoy gaming in that sort of genre.

• In BoL/BotA the GM is the arbiter of Balance. If 
something makes a character too powerful, it is his 
iron fisted rule will that counters that imbalance. GM 
Discretion is law.

• if the players don’t attempt to abuse the rules, then 
balance isn’t really a problem. if they do, and they’re 
have a great time being power-mad little munchkins, 
then why stop them? Fun is what you do with the 
rules, not vice-versa, and the group is the ultimate 
arbitrator of what is fun.
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DEDiCAtiON
This book is dedicated to Richard Allen Langer, one of 
my oldest and dearest friends. 

Richard and I met in High School through our church 
and instantly became friends over our favorite hobby. 
Richard loved games and I think we played our way 
through most of those released in the mid-eighties, 
including rpGs, wargames and almost the entire 
Games Workshop catalog at the time.

After high school we went our separate directions. 
We weaved in and out of each other’s lives over the 
next 20 years, but we always picked up instantly from 
where we left off as though no time had passed at 
all. No matter what events changed the course of our 
lives, that core sense of brotherhood never faded nor 
did our love of getting together for a good night of 
gaming.

richard lost his job a couple of years back and left to 
live with his parents in Florida. I thought nothing of it, 
as events had never separated us for long and, in any 
event, his piloting jobs meant he often had layovers 
that meant he could visit whenever the winds blew 
him back into town. Sadly, that was never to be.

At the end of June, Richard and I had been talking 
on the phone about various things, including one of 
our favorite pastimes, paintball. We agreed that we 
would definitely play when he came into town and i 
joked that he should practice if he wanted to catch up 
to my mad skills. On July 5th, 2009, Richard did just 
that. He went out with his brothers for a few hours of 
woodsball and died of a heart attack on the field. 

His death struck me as though I had lost my own 
flesh and blood and the effect on my mind and spirit 
actually derailed the completion of this book for a 
good bit of time. the whole idea of gaming seemed 
so pointless in the light of the loss of my friend. My 
favorite gaming companion. My spiritual brother. 
rpGs in particular seemed like such a waste in the 
face of our own mortality and the limited time we 
have to spend doing something, anything to spend 
more time with those we love.

But then it struck me. Some of my greatest 
friends and experiences have come about 
due to the time i spent around a gaming 
table. it wasn’t the games themselves, 
but the people i met, the social interaction 
outside of the game and the laughter, love, loss, the 
whole gamut of human emotion that came about 
because of our shared gaming experience. 

I am richer for knowing Richard. Much richer. We 
spent many a happy hour trying to out-strategize each 
other, creating worlds to explore together and telling 
stories about ludicrously fantastic things. but more 
than that, his family is like family to me, the lessons 
he learned informed me as well, and I understand 
more about my relationship with God due to the 
experiences we’ve had together.

When I die, be it today, tomorrow or 90 years from 
now, I would like to meet my end like Richard: 
surrounded by family, doing something I love and 
firm in the knowledge of my salvation and final 
destination. these are the important things in life and 
it is through a life of gaming, and a lifelong friendship 
that sprang from it, that I have had the opportunity to 
learn this.

God Bless you Richard. I look forward to the day we 
are reunited in the realm of our Heavenly Father. I bet 
they’ve got great gaming up there...

RICHARD LANGER
1971-2009
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