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SALVAGE ITEMS BY CATEGORY 

Common Military Scientific 

Rations 
Edible and vaguely 

nutritious  
stuff in old cans and 

pouches.  

Ammunition  
Lots of shiny brass. 

Small; arms 
Resupply for 

pistols, shotguns, 
assault rifles.  

Tool Kit 
Permanent Item. 

Adds +2 to All 
Mechanical Skill 
Checks and -1 to 

Action cost. 

Clean Water 
Well, not murky 

anyway.  

Heavy Weapon 
Reload or 
Grenades.  

Five rounds for 
Flame Thrower, 

RPG, or UBGL or a 
crate with 5 

military hand 
grenades.  

Detector 
Confers + 2 bonus 
to character’s Will 

check when 
searching an 

Anomaly. 

Med-Kit 
Heals 1 Wound/restores 
Action and Stat Penalty 

to injured person.  

Hot Load (pistols-
> rifles)  

Extra Bang in 
those rounds.  
+1 Damage for 
single weapon. 
Enough for one 

gun for one 
mission.  

Extractor 
Confers +1 Bonus 
to Will stat when 

extracting samples 
from A Zone 

Hazard or Artifact 
from an Anomaly.  

Rad-Kit 
Allows user to either 

ignore the effects of POI 
Radiation for one 

mission, or restores all 
lost Stamina as a result 

of POI Radiation.  

Chest Rig 
Note on Character 

stat sheet.  
Adds +1 Grenade 

and +1 Equipment 
Slot. Does not use 
an Equipment Slot 

Adrenaline 
Single-use item.  
Restores all lost 
Stamina +1 to 

Character for the 
remainder of the 

mission.  

e-Juice 
Methamphetamine and 

Vodka with a twist of 
lime. Free Action to 
imbibe. Immediately 

grants  
two additional Actions.  

Side Effect: Only one 
Action is 

allowed the following 
turn. 

Load Bearing Vest 
Note on Character 

stat sheet.  
Adds +2 Grenade 

and +2 Equipment 
Slot. Does not use 

an Equipment 
Slot.  

STALKER ONLY 

Gas Mask 
When equipped, 
Character may 

ignore the effects 
of Smoke and Gas 

fumes. May act 
and move normal. 

No Will Check 
required. 

Disposable Multi-Tool 
Grants a one time, +1 
bonus Will Stat to any 
Mechanical Skill Check 

NODS 
Negates Dark and 
Low Light LOS and 

Ranged Attack 
penalties. 

Lithium Battery 
For Scientific 
equipment.  

Sure, they’re 
rechargeable. But 

do you see an 
outlet anywhere 

around here?   

Binoculars 
+12” to Inspect range 
when surveying POI 

Locations and 
Anomalies.  

Kevlar Plate  
Note on Character 

sheet.  
Fills One 

Equipment Slot.  
Adds +1 Armor to 
any type of Body 

Armor.   
Cap: one per 

Character  

Armor Repair Kit 
Restores Damaged 
Armor to original 

rating. Cannot 
increase beyond 

armor type’s 
original rating or 
replace damaged 

Kevlar Plate.  

 

ARTIFACT TABLE 

D6 
DIE 

ROLL 

ARTIFACT BENEFIT ARTIFACT 
DRAWBACK 

1 Bubble: Ignore all 
radiation effects 

-2 to Will stat 
for Stun/Rally 
rolls 

2 Sponge: Ignore all 
vapors/smoke 

-2 to Stamina 
dice pool 

3 Disc: Ignore Pins 
from Stun and 
Terror  

-2 to Will stat 
for Skill 
Checks 

4 Heart: Adds 1 to 
Stamina Dice Pool.  
Never exhausted 

-2” to Move 
Rate 

5 Spring: Add 2” to 
Move Rate 

Add two Pins 
to every 
Wound 

6 Bracelet: Ignore 
next Wound 

Inert and 
worthless 
after use.  

 

 

ZONE WEATHER 

D6 ROLL ZONE WEATHER 

1 Clear Sky – bright sun, fluffy clouds, birds howling in 
the trees, snorks leaping in the meadows. Typical day in 
the Zone.  

2 Darkness – A shadow from Chernobyl casts darkness so 
total, it can be felt. All LOS reduced to 6” (flashlight 
distance) unless character is equipped with NODS. 

3 Clear Sky – bright sun, fluffy clouds, birds howling in 
the trees, snorks leaping in the meadows. Typical day in 
the Zone. 

4 Fog – thick, dense fog from the Pripyat Marshes rolls in. 
All LOS reduced to 12” Objects in Cover cannot be 
targeted by Ranged Attacks.  

5 Clear Sky – bright sun, fluffy clouds, birds howling in 
the trees, snorks leaping in the meadows. Typical day in 
the Zone. 

6 Lightning Strikes – sudden electrical storm of unnatural 
intensity. At the start of every turn before any 
activations, roll three times for DRIFT off the center of 
the mission area. Use full distance shown rather than 
1/2. Any model within 1” of the resulting impact spot 
takes a Dam3 hit from lightning. Regardless of Armor 
roll, any equipped Scientific Equipment on struck 
Character is Fried, and must be Repaired for 1 Skill 
Check/1 Action, and get a new Battery.  

 

 



 

ZONE EVENT TABLE 

D6 ROLL ZONE EVENT 

1 Emission: Wave of unnatural energy washes over 
area. Every model not in cover when it hits takes 
a Damage 4 attack and starts their next activation 
with 1 Pinned token regardless of result. (Cover 
can be in a ruined building, a bunker, a vehicle, 
even in trench or stand of trees if that’s all that’s 
available. Just not in the open.)  

2 Vermin Stampede: Three Vermin Swarms run 
through the mission area. Intent on escaping an 
undetermined threat, they run from one corner 
to the opposite one. (enter at corner farthest 
from players) Vermin will move as a broad front 
in a straight line (as much as possible) without 
stopping. They will use all their actions to move 
and only stop to attack if a player character 
comes within 3” of any one swarm. (Then they all 
attack that intruder.) The stampede will resume 
after the interruption if any of the vermin remain.  

3 Emission: Wave of unnatural energy washes over 
area. Every model not in cover when it hits takes 
a Damage 4 attack and starts their next activation 
with 1 Pinned token regardless of result. (Cover 
can be in a ruined building, a bunker, a vehicle, 
even in trench or stand of trees if that’s all that’s 
available. Just not in the open.) 

4 Cordon Security Patrol: Four-person team enters 
the middle of the table edge closest to the 
players. They will leave characters alone if they 
turn over all recovered Artifacts. Otherwise, the 
troopers have three Actions and one Wound 
each, Armor 6, CA 6, Will 7. Security teams are 
typically armed with three AK 74s and one 
Support Weapon (RPG or RPK. Player’s choice) 

5 BAM Alpha Predator: Alpha Predator enters 
middle of game edge closest to players. Stat to 
taste but standard is three Actions, three 
Wounds, Armor 8, CA 7, FP 2, Dam 3, Will of 9, 
Terror rating of 2.  (Yep, real trouble.) Add a 
Mutation if you dare.  

6 Anomaly Shift: All Anomalies in the mission area 
move in random directions. Roll ‘Drift” for each 
anomaly. Place token/scenic in new locations and 
accommodate for existing terrain. (place it where 
it fits/makes sense) Anomalies automatically 
trigger once placed. Roll on the Anomaly effect 
table for each one then resolve any area of effect 
events on applicable models. A previously 
searched Anomaly that shifts will generate new 
artifacts.  

 

 

 

ANOMALY EFFECTS 
 

1. Force: All models in base-to-base contact 
with the Anomaly are pushed backwards 3” 
in a direct line.  
Treat as a pressure wave with a Dam of 0. 
Armor Fail = Wound and Stunned. (Pin 
token) Pass = Stunned (Pin token) Some 
stalkers call this a ‘Blaster’ anomaly. 
 
2. Gravity: All models within 3” are abruptly 
pulled into base-to-base contact with the 
anomaly. All pulled models suffer a Damage 
2 ‘attack’ against their Armor. This is a one-
time ‘attack’, but all models are ‘stuck’ to 
the anomaly until they escape with a 
successful WILL roll.  Also known as a 
‘Vortex’ or ‘Whirlpool’ anomaly. 
 
3. Electricity: All models in base-to-base 
contact suffer a Damage 2 attack, which 
then arcs to any and all models within 1” of 
a shocked model. This electric shock can 
chain out as long as there are connecting 
models.  
Commonly called an ‘Arc Welder’ anomaly.  
 
4. Spatial Displacement: When triggered 
this anomaly immediately teleport all 
models in 3” in random directions. Use Drift 
Rule off their original positions. If they Drift 
within 3” of the same Anomaly, teleport 
again until they are outside 3” radius. 
Labeled the ‘Teleporter’ or ‘Scotty’ anomaly 
by several nerdy scientists. 

 
 

 
 
 
 


