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Prologue.  

 

“So… you want to be a Stalker eh? Going to be the 

next Strelok are we? Hummmm … well, think again. 

Judging by the look of you, I’d say you wouldn’t last a 

day in the Zone. I’m not saying this because I care 

about you, because I don’t. I’m saying this because 

I’m running a business. The fact is getting people into 

the Zone is getting expensive…so many documents 

need counterfeiting, so many officials to pay to look 

the other way… and a Stalker who doesn’t live long 

enough to bring me my artifacts is a waste of my time 

and money”. 

“I’ll tell you what kid, you seem eager, and perhaps 

you will have what it takes…or maybe you won’t.  

So… this is what I am going to do. 

I have created a guide to teach potential Stalkers how 

to prepare for the Zone. With it, I am hoping that more 

Stalkers in future will survive long enough to make 

them profitable. But before I release it to the masses, 

I need a Guinee Pig to test it on”.  

“This is where you come in. Take this guide with you 

and follow its instructions to-the-letter. Then… come 

back to me in twelve months. If you have followed the 

instructions, and they have made you ready for the 

Zone, then I will think about helping you get there”. 
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“I’ll not teach you to suck eggs by going over things 

that you can easily find out from other sources, things 

such as leadership training, camping and survival, 

orientation etc.  

This is for you to do. Successful Stalkers are 

resourceful Stalkers. If you can’t even do this on your 

own, then you are of no use to me. This guide will, 

however, go over the things not available in other 

publications, things unique to the Zone”. 

“Of course I shouldn’t need to tell you to keep quiet 

about this, there are people in The Big Land who 

would love to…. ‘have a little chat’ with me if they 

knew who I am, and where I was. If they were to find 

me, they would find you too… I would make sure of it.  

Well…until next time, good hunting Stalker”. 

 

Unnamed Trader and artifact smuggler, Kiev, Ukraine, 

2017. 
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Trader’s Disclaimer. 

 

“Rookie, I’m giving you this guide ‘as is’.  

Most of what you will read here has been transcribed 

by my associates from the notes on my dictaphone.  

Therefore, there may be some spelling mistakes or 

grammatical errors here and there, as I haven’t the 

time or the inclination to edit this fully.  

I’m a busy man trying to run a business, not someone 

trying to win the Man Booker Prize for literature.  

This guide is to keep you alive, nothing more, nothing 

less.  

If you do not like my style of presentation, then feel 

free to try to find someone else to teach you, but I 

think you will find them every bit as busy as I am.  

So be grateful for what you are getting and…get out 

of here Stalker. 
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Introduction to the Zone. 
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History. 

 

So… before I tell you how to survive in the Zone, I 

should tell you what the Zone is, and how it came 

about. 

The simple fact is that no one is really sure what the 

Zone is. However, it appears to be a localised area in 

space, and perhaps time, where the usual laws of 

biology and physics have become corrupted or 

warped, creating an environment that is utterly 

unique. As far as we know, nothing like it has existed 

before.  

Its origins are equally unclear. The original Zone of 

Alienation - that is, when the Zone was merely 

radioactive - started with the Chernobyl accident on 

the 26th of April 1986. This is no secret of course and 

there is a wealth of information in the public domain 

regarding the accident and subsequent Zone. You 

can absorb this at your leisure – I suggest that you 

do.  

There are however persistent rumours that the official 

explanation for the accident - essentially a botched 

safety test - was a cover up. These rumours state that 

whatever created the Zone as it is today had 

something to do with this accident as well. I have not 

seen any evidence to back this up, and at any rate, 

it’s irrelevant. It is the Zone ‘proper’ as it is today that 

we are interested in. 

It is generally accepted that the Zone, as we know it 

today, was created on or about the 10th of June 2006. 
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This has since become known as ‘The Second 

Disaster’.  

This coincided with a release of energy that was 

subsequently called ‘The First Emission’.  

Almost everyone operating within the Zone was killed 

by it, as were the personnel stationed at the Zone’s 

perimeter. This energy came from the vicinity of the 

Chernobyl Nuclear Power Plant - the centre of the 

Zone. 

It was from this point that anomalies, artifacts and 

mutants were encountered on a regular basis. There 

are suggestions that some of these phenomena may 

predate this event, at least in a few isolated cases.  

However, I have seen no hard proof of this.  

The leading theory of what caused this event is that it 

was the unintentional consequence of mind control 

experiments.  

The story goes that these experiments were 

authorised by the Soviet government back in the late 

1980s. The now evacuated Zone was the perfect 

place for their scientists to site their underground labs, 

safe from both radiation and prying eyes.  

The still functioning reactors at the CNPP provided all 

the power they would need, and the region’s many 

antennas could be re-purposed for use in their 

experiments.  

These experiments had humble beginnings, starting 

with lab animals, but later progressed on to human 

testing.  
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These test subjects were probably not volunteers, I 

hear they were ‘provided’ by the gulags… 

Anyway… it seems these experiments continued 

despite the collapse of the Soviet Union.  

Apparently, the scientists felt they were on the verge 

of something big, something worth pursuing with or 

without permission, so the labs ‘went rogue.’ 

Do I know what the scientists were on the verge of? 

Maybe I do, maybe I don’t. That is for me to know.  

Perhaps I will tell you later…  

Whatever the experiment they were attempting was, it 

must have back fired, and thus the Zone as we know 

it today was born… 

Although this may sound like tinfoil hat conspiracy 

theory B S, there is hard evidence to support it.  

Whether you choose to believe it or not makes no 

difference to me. 

So, the Zone is probably an accident, but one that we 

can profit from… 
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Location. 

 

The Zone straddles the border between northern 

Ukraine and southern Belarus, an area that was not 

heavily populated even before the evacuation of 

1986. This is most likely due to the region being 

dominated by large marshlands and forests, which 

naturally discouraged heavy settlement.  

This is probably one of the reasons the Soviets chose 

to site the reactor complex here in the first place. 

This remoteness and isolation no doubt helped 

contain the effects of the 1986 accident, and made 

the evacuation easier, since most of the population 

was there to service the CNPP. 

This remoteness also helped minimise the loss of life 

associated with the second accident in 2006, and may 

partly explain the Ukrainian government’s rather… 

‘lax’ handling of the situation.  

Since the Zone is in the middle of nowhere, and 

therefore not perceived to be a direct threat to 

anything important, the government and the Army 

appear happy to simply ‘contain’ it. They also attempt 

to stem the flow of people, artifacts and contraband to 

and from.  

However, a combination of inadequate funding, 

insufficient manpower, demoralised troops and 

incompetent or corrupt officers have resulted in 

security as watertight as a sieve, which is good for 

business such as mine.  
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The Artifact Trade. 

 

So, what is my business, and why would anyone want 

to go to such a godforsaken place? My main business 

is in trading ‘artifacts’. “What are ‘artifacts’ you ask”? 

‘Artifact’ is a catch-all term for things in the Zone that 

have been …altered by its unique properties. There is 

a wide range of artifacts, some biological, some 

metallic, some crystalline etc., and they have a wide 

range of unique properties. Some of these properties 

appear to violate the laws of biology and physics as 

we currently understand them. Some of these 

properties are highly beneficial to the fields of 

science, medicine, engineering and defence.   

You may have noticed there have been some notable 

advances in these fields in the last few years. Where 

did these advances come from?  

They came from artifacts.  

Artifacts have also become sought after collectors’ 

items by those with more money than sense. Their 

rarity, expense and less than legal status making 

them something of a status symbol. 

By and large, these artifacts cannot be manufactured 

artificially, since exactly what they are, how they are 

formed and how they work is still largely unknown. 

The egg heads are working on it of course, but so far, 

they have barely scratched the surface.  

Therefore, artifacts can only be obtained from within 

the Zone.  
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However, it is highly illegal to enter the Zone and it is 

protected by the Military, who are authorised to shoot 

on sight. Once inside the Zone, a Stalker will also 

have to face the Zone’s many hazards to reach an 

artifact.  

Artifacts ‘spawn’, if that is the correct word, in 

‘anomalies.’ ‘Anomaly’ is another catch all term, one 

that describes small areas of highly anomalous 

conditions, which appeared after the 2006 accident.   

Anomalies come in many shapes, sizes and types, 

and include areas of extreme magnetism, gravitation, 

electricity, heat, cold or psi energy. Some may contain 

toxic and corrosive liquids and gasses.  

To obtain an artifact, a Stalker will need to enter these 

anomaly fields, find it, and bring it out again. 

Therefore, retrieving artifacts and getting them out of 

the Zone is a risky business, but this is where 

Stalkers like you come in. 

Since it is technically illegal for private citizens - and 

most organisations - to own, store or transport 

artifacts, it takes someone with the right contacts to 

‘move’ them.  

This is where I come in.  

You enter the Zone, get the artifacts and sell them to 

me, then I move and sell them on to those in The Big 

Land who want them. You scratch my back, I scratch 

yours and everybody is happy.  

But if you ever try to cross me…  
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The ‘Stalker’ Phenomenon. 

 

So, what exactly is a ‘Stalker’ you may ask?  

For a start, it is not what most people in the West 

think of if they hear the word.  

In the West, a ‘Stalker’ is a perverted creep who 

obsessively observes and follows someone around.   

Over here in the East, it means something else 

entirely. ‘Stalker’ is the name given by the Ukrainian 

government to people who illegally enter the Zone in 

search of artifacts and other valuables. Although 

intended as a derogatory term, Loner artifact hunters 

took the name for themselves, and now consider it a 

badge of honour. 

People have been illegally entering the Zone since 

the accident of 1986, looking for whatever valuables 

and scrap they could salvage. After the accident of 

2006, this became less common, since the ‘Zone 

proper’ was so dangerous. 

However, this changed by 2011, after it was 

demonstrated that long term survival in the Zone was 

possible, at least for those sufficiently prepared and 

equipped. 

This, combined with the increased interest in artifacts, 

made ‘stalking’ an attractive, and profitable, activity 

for the right sort of person. Stalkers began illegally 

infiltrating the Zone in increasing numbers, and so the 

Stalker phenomenon was born. 
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Demographics. 

 

There are no official figures for how many people are 

in the Zone - it’s not like anybody is going to carry out 

a census there, or that any self-respecting Stalker 

would answer it anyway - but by my estimate, there 

are some 300 to 400 ‘resident’ Stalkers.  

Some come to make a quick buck and go, some 

choose to stay in the Zone for other reasons and may 

remain there for years. And there is always a fresh 

supply of aspirant Stalkers such as yourself to replace 

those that leave, or become ‘lost to the Zone’. 

Most Stalkers are Slavic Eastern European or 

Russian males of about 18 to 35 years of age. This is 

to be expected of course considering its location. That 

said, I know for a fact that there are a number of 

Stalkers from other parts of the world who are there 

for various reasons. How do I know this? Think about 

it, who would they have to go through to get there? 

Anyway, I digress… 

There are probably as many reasons why people 

want to become Stalkers as there are Stalkers 

themselves.  

Some are there by choice. Some of these want to get 

rich quick, some want adventure, some do it out of 

curiosity, some go to hunt, whilst some want to test 

themselves against the world’s harshest environment.  

Some go simply to forget.  
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Others however, are there out of desperation, and 

these are the ones to watch out for.  

They may be on the run from gambling debts, 

addiction, the authorities…or the mob.  

The worst elements of humanity go there for darker 

reasons. Some find the lack of law and order 

appealing and revel in the violence, the bloodshed, 

the drink and the drugs and the lack of consequences 

for their actions. This human filth often gravitates 

towards the Bandit faction, which is said to have links 

to organised crime outside of the Zone. 

It is common practice for Stalkers to adopt a 

nickname or call sign, such as my associate, Nomad, 

to disguise their identities from the authorities and 

anyone who might be after them.  

Disguising their faces with gas masks, bandanas and 

balaclavas are also common practices. 

It is for these reasons why you should be very careful 

who you trust in the Zone.   
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Politics. 

 

On paper, the northern and southern sections of the 

Zone remain the sovereign territory of Belarus and 

Ukraine respectively. Both nations have placed their 

respective part of the Zone under martial law, but this 

is largely a technicality, only really applying to the 

Zone’s perimeter. In practice, the Zone is a law unto 

itself, with no official governing body, laws or police to 

enforce them. 

Inside the Zone, the inhabitants have their own 

politics. While many prefer to work alone, or in small 

groups, some people with likeminded ideals, goals or 

views about the Zone join to form factions. Faction 

relations can be complex affairs, with some factions 

friendly towards one faction, neutral towards another 

and hostile to another. These relations are in constant 

flux; truces are made and broken, allegiances shifted 

as the situation dictates. I will go into this in greater 

detail later.  

The two main factions, ‘Duty’ and ‘Freedom’ do 

provide some measure of security and order in the 

areas of the Zone they control. However, these areas 

are relatively small, and whatever security and order 

they provide breaks down as soon as they start 

fighting over their petty ideological differences.  

The rest of the Zone is pretty much the Wild West, so 

watch your back out there. The basic rule of thumb is 

simple - if they are shooting at you, shoot back, and 

shoot to kill! 
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Language, Culture and Customs. 

 

First things first, if you are not fluent already, learn to 

speak Russian! This may sound obvious, but you will 

be surprised by how many people from non-

Russophone countries try to get to the Zone, without 

giving any real consideration as to how they are going 

to communicate with anyone once they get there. 

Most Stalkers are from Eastern Europe or Russia, 

and therefore speak Russian as either a first or 

second language. Most of the signs, notices and 

pretty much anything else written down in the Zone 

will also be in Russian, as most of it dates back to 

Soviet times. Therefore, for practical reasons, 

Russian is the unofficial language of the Zone. If you 

are unable to read, write and speak Russian to a 

reasonable standard you are going to have problems 

functioning there. Furthermore, you run the risk of 

angering the ‘locals’, who may not take kindly to your 

not bothering to learn the language in advance.  

Therefore, if you do not understand Russian already, 

start learning this now!  

Similarly, if you are not from a Slavic or Russophone 

country, you may not be familiar with Slavic customs 

and culture. Again, start learning these now so you 

will be able to fit in and not inadvertently offend 

someone. Being a stranger in a strange land can be 

difficult at the best of times. If that strange land is 

lawless and populated by people with AK74s, these 

difficulties can become…magnified.    
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Size of the Zone. 

 

The Zone is actually made up of two parts, and it is 

important to know the difference between them. 

Firstly, there is the ‘Ekologicheskaya Katastrofa’ or 

‘EK’. This translates into English as the ‘Ecological 

Disaster Zone’. This rather non-descriptive title is kept 

deliberately vague.  

As you probably know, since 2006 both governments 

have enforced a strict media blackout regarding the 

Zone.  

Officially, they insist that the 2006 accident was 

simply an industrial accident or ‘chemical spill’ and 

that there is nothing of import going on there now.  

They maintain that they keep the area under strict 

quarantine to “protect citizens from accidental 

exposure to these chemicals, and from the radiation 

left over from the 1986 Chernobyl disaster”.   

To this day, they staunchly deny the existence of 

anomalies, artifacts, mutants and any other Zone 

phenomena. They explain away any reports of them 

as either hoaxes, misidentifications, or simply stories 

fabricated by those seeking attention and fame. 

I can tell you for a fact that this official line is both a 

cover up and an outright lie. The Zone is very real, as 

are the phenomena found within it.  
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This suppression of information is one of the reasons 

I am writing this guide. Only by knowing the truth, and 

by separating fact from fiction, can you prepare to 

survive in the Zone. 

Anyway, now that is taken care of, lets explain what 

the Ekologicheskaya Katastrofa actually is. 

The ‘EK’ is the Zone ‘proper’, where we find artifacts, 

anomalies, mutants etc. and appears to be the extent 

of the area affected by ‘blowouts’. When Stalkers and 

traders like myself talk about ‘the Zone’, it is usually 

the ‘EK’ that is being referred to. The other parts are 

of no interest to me, as they possess no artifacts.  

The EK is roughly circular, with the CNPP being at or 

near its centre. Its radius is approximately 30 

kilometres, which makes its diameter about 60km, or 

roughly 37 miles. Its area is about 2,600 km2, or 1,000 

square miles.  

I say ‘about’ as it is hard to define exactly where the 

‘EK’ starts and ends, as it does not have an easily 

identifiable visible boundary, save for the electrified 

and razor wire fences of course. 

By convention, when heading into the Zone, the point 

where you start encountering anomalies is the point 

you have entered the ‘EK’. Conversely, when heading 

out of the Zone, the point when you stop encountering 

anomalies is the point you have left it.  

It has been suggested that this boundary is not fixed 

and that it may expand and contract over time. The 

difficulty in establishing exactly where the EK starts 

makes this very difficult to test, however.  
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Outside of the EK is the ‘Zone of Alienation’, or ZoA.  

This area is radioactive but has no anomalous 

phenomena.  

Its shape is irregular and is loosely based on the 

radioactive fallout from the 1986 disaster.  

After the 2006 disaster, this area was completely 

evacuated of any remaining settlements, and 

declared ‘off limits’ to all but authorised personnel.  

Entering this area without the proper authorisation is 

an offence and the authorities “have the right to shoot 

on sight”. Bastards. 

This area serves as a ‘buffer zone’ between the Zone 

proper and the outside world. To reach the Zone 

proper, you will first have to cross this.  

The Zone of Alienation is patrolled by soldiers and 

Armoured Fighting Vehicles on the ground, and by 

helicopters in the air.  

Parts of it are also mined. Barbed wire, razor wire and 

electrified fences are also common. Sneaking through 

this area on foot is extremely risky, even at night, as 

the Military have night vision devices.  

The only safe way into the Zone is by road, and these 

roads are blocked by multiple checkpoints. Getting 

through these without getting shot involves paying 

multiple bribes.  

I did say getting into the Zone was expensive, 

remember? 
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The Expanding Zone. 

 

It is a folklore belief held by many Stalkers that the 

Zone is expanding. This may be true, however the 

difficulty with measuring its size makes this difficult to 

test. If it is expanding, it is doing so very gradually. My 

sources in Kiev tell me the Ukrainian government is 

not overly concerned about this possibility at the 

moment. Whether this lack of concern is justified or 

reckless only time will tell.  

That said, the Military does take this possibility 

seriously. After what happened to their forces 

stationed at the border in 2006, they now avoid siting 

any major bases near the EK. Indeed, most of their 

bases are sited even further afield, outside of the 

ZoA, to avoid the radiation.  

The Checkpoints within the ZoA are staffed by 

skeleton crews. Few, if any, of these conscripts are 

there by choice, as it is a depressing, dangerous and 

thankless assignment. 

Many consider guarding the checkpoints at the border 

of the EK to be an even worse assignment, as being 

so close to ‘the Zone proper’ is inherently more 

dangerous. It has been said that the prospect of 

having to serve your tour of duty at one of these is 

used as a threat amongst the Military, and is 

considered a ‘punishment posting.’ 

Of course, disgruntled and demoralised personnel are 

more easily bribed, so this plays into my hands 

perfectly. 
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Climate. 

 

The climate around the Zone is typical of the 

temperate continental climate of northern Ukraine, 

with warm summers and cold snowy winters. Once 

inside the Zone however, the weather becomes more 

extreme and unstable.  

The Zone essentially has its own climate.  

The summer months become extremely hot and dry, 

with droughts common, leaving much of the Zone 

arid. Heat-related deaths are not uncommon. 

The dry impacted earth this creates is prone to flash 

flooding come the heavy and frequent autumn rains.  

The winters are freezing - rivalling those of Siberia - 

with temperatures of minus 40 degrees Celsius (or 

minus forty degrees Fahrenheit) a common 

occurrence.  

Blizzards and snow drifts deep enough to bury a man 

upright will frequently be encountered. Death by 

hypothermia and losing extremities to frostbite 

become very real threats this time of year.  

General winter can be a bitch. 

The spring thaw meltwater often floods low-lying 

areas, making them inaccessible on foot, with row 

boats being the main way of getting around.  
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The climate is most hospitable in late spring and early 

summer. However, even then the weather is 

unpredictable, with frequent lightning storms, gale 

force winds and heavy showers, all of which will give 

very little warning of their coming.  

Furthermore, the Zone is prone to extremely dense 

fogs, which can limit visibility to a few tens of meters 

at best. Navigation can be extremely difficult in these 

fogs and should be avoided wherever possible. 

For these reasons, you will need to pack a variety of 

clothing. You will need thick arctic clothing for the 

winter months, lightweight clothing for the summer, 

waterproof clothing for the frequent showers and 

possibly fisherman’s ‘waders’ or even ‘dry suits’ for 

the spring floods.  

Personally, I would avoid the flooded areas 

altogether, as there are far too many submerged 

threats you will not be able to see until it is too late, 

but it is up to you. 
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Topography and Geology. 

 

Before 2006 the area of the Zone was largely flat, 

consisting mainly of forest and wetlands. It was also 

geologically stable as it is far from the edge of any 

tectonic plate. 

Post second disaster this all changed. The ground 

became far more ‘vertical’, with many geologic up 

thrusts, hills, boulders, fissures, depressions and 

caves. It is believed this could be due to anomalies 

spawning underground, thus disrupting and damaging 

the area above and around them.  

The Zone has also become quite seismically active, 

with tremors not uncommon. Be wary of entering 

buildings that do not look structurally sound - they 

may well collapse if a large tremor hits.  

Landslides can also be a problem, so avoid scree 

slopes and the like. 

Another issue created by the tortured landscape are 

the reduced lines of sight. Previously you could see 

for miles in the Zone, assuming vegetation and 

buildings did not get in the way, as the landscape was 

so flat.  

Nowadays however, undulations in the terrain, 

boulders, depressions, etc. may interrupt your line of 

sight after perhaps only a few hundred meters. This 

makes it easier for you to hide of course, but also 

makes it easier for others, human or otherwise, to 

hide from you. 
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Zone Folklore. 

 

There is a great deal of folklore surrounding the Zone, 

and I’m sure you will hear plenty of it from other 

Stalkers when you get there.  

Much of it will be either trivial or just plain wrong of 

course, so you can ignore it.  

However, there are several important pieces of 

folklore which you must be aware of, as you will hear 

them mentioned often.  

These are related to specific locations, some of which 

have claimed the lives of many Stalkers. Knowing 

what they were, where they are and separating the 

fact from the fiction may save you from sharing their 

fate.  
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The UFO. 

 

A few years back there were reports of a UFO flying 

over the Zone. This prompted more credulous 

Stalkers to think that the Zone was being visited by 

aliens, and that perhaps it was they who created the 

Zone.  

This is of course nonsense. 

The identity of the ‘UFO’ was discovered not long 

after, as it crashed. It was, in fact, an RQ-4 Global 

Hawk UAV, or Unmanned Ariel Vehicle.  

In other words, a drone. 

What brought it down is unknown. However, it is 

suspected it accidently flew into an electrical aerial 

anomaly. This would have fried its circuits thus 

causing it to crash. 

What it was doing is unclear, however it is reasonable 

to assume that it was carrying out reconnaissance.  

Who sent it is also unclear as it was unmarked.  

America is the main operator of the Global Hawk, but 

other NATO nations use them too, so it is impossible 

to say for sure. This sounds like a case of ‘plausible 

deniability’ if you ask me.  

You see, other nations have been very interested in 

the Zone since 2006. However, the sovereign nations 

of Ukraine and Belarus have not allowed them access 

to it, in order to keep its potential riches for 

themselves.  
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The Oasis. 

 

For a while, there was much talk of an ‘Oasis.’  

This was believed to be “A magical pool of completely 

clean, radiation free water, which could heal all 

injuries instantly”.  

It was said to be near the centre of the Zone, 

however, it was not possible to reach it until after the 

deactivation of the Brain Scorcher. 

After the Brain Scorcher was shut down many 

Stalkers went looking for it, without success. Most 

rational people dismissed it as just another Zone 

myth. 

However, it turns out that the myth was in fact true, 

after a fashion. It was discovered only a few years 

ago, and quite by accident I hear. 

It was not all that it was hoped for, however, and its 

location was far less glamorous than the ‘Edenesque’ 

garden some had imagined it to be. 

It was located underground, under a dark and dingy 

ventilation complex, near a train yard.  

Its waters were indeed clean and did indeed have 

some anti-rad and healing properties. However, this 

was due to an artifact infused plant growing within it, 

the romantically named ‘Heart of The Oasis’. I 

suspect that once this artifact was removed, the water 

lost all its regenerative abilities. 
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What is more interesting is why it was so difficult to 

find.  

The tunnels that led up to it were affected by a spatial 

anomaly, which warped space back in on itself. Those 

that went in were then unable to find their way back 

out again, and most likely starved to death down 

there. 

However, one intrepid Stalker did manage to find a 

way through the spatial anomaly. He retrieved the 

Heart of The Oasis and got out again. This Stalker 

must have been both smarter and better equipped 

than most.  

The heart is now being studied by the Ecologists.  

Warnings about what The Oasis was and where it 

was located were circulated, so fingers crossed no 

further Stalkers will die trying to find it. 
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X-Labs. 

 

The X-Labs are the name given to a series of secure, 

underground labs created sometime after the 1986 

disaster. 

It is believed that it was in these labs that the 

aforementioned mind control experiments were 

carried out. Therefore, it is likely that these labs were 

instrumental in creating the Zone, intentionally or 

otherwise. 

It has been suggested these labs were also 

responsible for creating some of the mutant species 

that now inhabit the Zone.  

Specifically, this refers to mutants that appear to be a 

genetic hybrid of unrelated species. The Zone’s 

effects can be mutagenic in of its self of course, but 

this fine level of gene splicing suggests deliberate 

manipulation.  

These labs, at least the ones we know about, are now 

abandoned and dilapidated.  

Visiting them is highly discouraged, as they are often 

swarming with mutants which use them as den sites. 

As the labs are underground, sometimes without 

power, and have no windows, they are often pitch 

black. 

Therefore, if you must visit one, bring plenty of 

illumination, i.e. torches, flares, chemlights etc. with 

you. You’ll need it.  
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I suggest you also bring your best CQB - Close 

Quarter Battle - weapon with you, with bayonet fixed.  

If you encounter a hostile or mutant, you will almost 

certainly have to fight at point blank range. 

It is not known how many X-Labs exist. There are two 

that are now common knowledge, X-18 under the 

factory in the ‘Dark Valley’ area, and X-16 under the 

factory complex in Yantar, which I will explain in more 

detail later.  

This numbering system suggests there may be others 

that have not yet been discovered, or at least if they 

have been discovered, this knowledge was not then 

circulated.  

For example, I have heard rumours that the Military 

unearthed several more, but it seems they do not feel 

like sharing this information with the likes of us.  

Indeed, if there were any non-military personnel with 

them at the time, they were probably ‘silenced’. 
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The ‘Miracle Machine’. 

 

The ‘Miracle Machine’ was the name given by the    

X-Lab scientists to one of their creations. It was 

housed in lab X-16, under the Yantar factory complex. 

This rather poetic name hides the awful truth about 

what they made down there.  

But I have gotten ahead of myself. First some 

history… 

For years the factory complex was inaccessible, as 

anyone who got too close became ‘zombified’.  

The Zombified Stalkers then made it even more 

difficult to approach. The area was also subject to 

localised emissions, or ‘blowouts’, which would 

zombify Stalkers further afield. 

For more info on blowouts and Zombified Stalkers, 

see the threats section. 

Many attempts were made to investigate this, 

including a raid by the Military. All ended in disaster, 

with the survivors, if you can call them that, increasing 

the number of zombified hostiles. 

The mystery was finally solved in 2012. Research by 

the Ecologists resulted in a prototype psi protection 

helmet. With this, one very brave, or very foolhardy -

you decide, Stalker was able to penetrate the 

complex. 

What he discovered was horrifying… 
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It appears that the scientists had been conducting 

research into biologically generated psi fields. In other 

words, psi fields created by living things.  

This research is probably what created the psi 

mutants I will discuss further in the threats section.  

Long story short, they discovered that the larger the 

brain the subject possessed, the more powerful the 

psi field it could create.  

So, they took this to its logical conclusion and created 

a huge, in-vitro, artificial brain. Its psi field was orders 

of magnitude stronger than anything created before.  

Linking this to an emitter hidden in the above ground 

factory complex allowed the ‘Miracle Machine’ to 

affect a large area around it.  

Presumably, something went wrong, perhaps during 

the 2006 disaster. This caused the machine to 

malfunction, zombifying anyone that entered its 

sphere of influence. 

The Stalker who found it wasted no time in destroying 

this monstrosity. With the Miracle Machine ‘shut 

down’, or should that be ‘killed’, the psi field 

collapsed, making the area safer. 

This discovery further supports the theory that the 

work of the X-Labs ultimately created the Zone. 
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The Brain Scorcher. 

 

The Brain Scorcher was the name Stalkers gave to 

whatever it was that prevented anyone from reaching 

the centre of the Zone. 

It is believed to be one of the last creations of the      

X-Labs, and possibly the penultimate step to 

whatever experiment created the Zone. 

For years, anyone who wandered too close to the 

centre of the Zone would become zombified by an 

immense psi field. No one knew what was causing it 

or why it was there. 

Investigations of the aforementioned X-Labs revealed 

that the Brain Scorcher, or ‘Project Rainbow’ as its 

creators called it, was man made. 

It was a large array of ‘Kaymanov’ emitters located in 

the irradiated Red Forest, which is close to the CNPP.  

Kaymanov emitters are inorganic devices able to 

create psi fields. This suggests psi fields can be 

generated by living beings and artificially by 

machines. 

These investigations revealed the location of the 

Brain Scorcher and its one weakness. Due to 

overheating it had to be periodically shut down. 

Armed with this information Stalkers were able to 

penetrate its area of affect, locate its controls and 

shut it down for good. Not without casualties however, 

as the area was heavily defended by the fighters of 

the ‘Monolith’ faction.  
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With the centre of the Zone now open, Stalkers from 

every faction rushed towards Pripyat and the CNPP.    

A great deal of infighting ensued. Those that survived 

this then had to fight their way through the 

Monolithians. 

At the same time, the Military carried out a large scale 

heliborne assault on the CNPP itself. It was chaos, 

with at least three-way fighting. Stalkers vs 

Monolithians vs the Military, all fighting in the shadow 

of the CNPP.  

And then an emission happened. A suspiciously well-

timed emission. It killed or zombified all Stalkers and 

Military personnel outside the CNPP, although I hear 

at least one Stalker made it inside before it hit… 

I will discuss factions in more detail later in the 

‘Survival in the Zone’ section.  
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The Wish Granter / The Monolith. 

 

The most significant piece of Zone folklore is the so 

called ‘Wish Granter’. It was believed by more 

credulous Stalkers that there was an object in the 

centre of the Zone, probably inside the CNPP, that 

had the power to grant wishes and make your wildest 

dreams come true. 

Many of these Stalkers attempted to reach the centre 

of the Zone. Almost none returned. The few that did 

came back as insane, brain damaged wrecks, 

overwhelmed by the Brain Scorcher long before they 

got anywhere near the CNPP. 

So, what is this ‘Wish Granter’ then?  

Some believe it to be a kind of artifact. Others believe 

it is a gift to mankind provided by the Zone. The 

Monolithians call it ‘The Monolith’, and believe it fell 

from the stars and created the Zone. Their religion is 

based on this, and they pray to it. 

I’ll tell you what I believe. The wish granter is a trap.  

Based on the evidence we now have for how the 

Zone was created, the idea that it came from space 

and created the Zone is laughable. The idea it can 

grant wishes is equally ludicrous. But this does not 

matter, for so long as people believe these myths to 

be true, it has done its job. 

My theory is this; Human scientists created the Zone, 

intentionally or by accident, and they were based at 

the CNPP.  
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They, or perhaps what they mutated into, are still 

there.  

I have heard rumours that the scientists were 

investigating the joining of minds, i.e., multiple 

individuals combining to create a single super-mind, 

or ‘Common Consciousness’.  

The rumours say they did this so they could interact 

with the so called ‘Noosphere.’ This noosphere 

allegedly surrounds the planet and is created by all 

the sentient minds living upon it. Sounds a bit like ‘the 

force’ if you ask me, but it seems the scientists 

believed it, so perhaps it is true.  

Allegedly this Common Consciousness could affect 

the noosphere in ways individuals could not. The 

story goes that they wanted to make minor alterations 

to it, which, in theory, would eliminate greed, 

aggression, hate etc. amongst mankind.  

A noble goal perhaps, but I would not appreciate 

someone messing with my mind like that!   

Anyway, it appears the experiment went wrong, and 

instead the noosphere interacted with the bio and 

geospheres, and thus the Zone was born.  

This Common Consciousness then needed to protect 

itself, so it created a trap that was as ingenious as it 

was insidious. 

The Common Consciousness brainwashed their 

surviving assistants into believing that the voices in 

their head were coming from The Monolith, “A holy 

object that fell from the stars and created the Zone”.  
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Thus, the existence of the Common Consciousness 

could remain hidden, while they were still able to 

communicate and command incognito.   

These assistants became the first Monolithian agents, 

and so their religion was born. 

Some of these first Monolithians were sent out into 

the Zone, undercover as Stalkers. These agents 

spread tales of riches, artifacts and something that 

can grant your deepest desires, the ‘Wish Granter’.  

“All are waiting at the centre of the Zone for those 

brave enough to reach in and take them”. 

Other first Monolithians were sent to ‘Project 

Rainbow’, aka the Brain Scorcher, to ensure it 

remains active. 

The tales of riches, artifacts and the Wish Granter 

spread like wildfire amongst Stalkers, many of whom 

set off for the centre of the Zone, only to be overcome 

by the Brain Scorcher on the way. These Stalkers 

were then brainwashed into believing the 

Monolithian’s religion, and so the Monolith faction 

grew. The Common Consciousness now had an ever-

growing Army to protect itself. 

So, does the Wish Granter / Monolith actually exist?  

Probably not, at least it cannot do ‘what it says on the 

tin’. More likely it is either an illusion or a cleverly 

constructed ‘prop’. The Monolithians see it as The 

Monolith, Stalkers see it as the Wish Granter. A dual-

purpose lie, killing two birds with one stone.  

How very efficient of them, bastards!  
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This lie has cost the lives of many good Stalkers, 

Stalkers who could have made a very good living 

sticking to bringing me artifacts… 

How do I know all this you may ask? That is for me to 

know, and you not to!  I know more than you do, and I 

intend to keep it that way…  
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The Fate of ‘The Common 

Consciousness’. 

 

I should point out that the information regarding the 

Common Consciousness I just revealed was only 

recently discovered, and has not yet been widely 

circulated. Very few people know of it, and you are 

lucky to be one of the first I have told. 

One more thing I forgot to mention earlier…  

The Common Consciousness is dead! Probably… 

Remember I said about a Stalker who entered the 

CNPP before the emission hit?  

He found the scientists who made up the Common 

Consciousness, their bodies kept alive in stasis pods 

while their collective mind was busy doing other 

things.  

For reasons that are his own, he decided to shoot the 

pods, thus killing all the scientists. This presumably 

would have killed the Common Consciousness, as 

even a collective mind cannot survive without the 

body. Probably… 

It has been suggested it was this act that led to the 

Zone becoming increasingly unstable and ‘wild’. 

Emissions, AKA ‘Blow outs’, which were extremely 

rare, and seemingly created on demand, now happen 

every few days, at seemingly random times. The 

weather has become more extreme, as have the 

seasonal variations in climate. 
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Perhaps the Common Consciousness was trying to 

stabilise and restrain the Zone. If so, killing it may 

have been a mistake.  

Either way, it is too late to undo it now. 

One thing that is clear is this; The Common 

Consciousness may have created the Zone, but the 

Zone has continued to exist after it was gone.  

Therefore, the Zone is probably now a ‘permanent 

fixture’, and mankind will just have to learn to live with 

it.  

In the short term, this is good news for you and I, as 

there will continue to be plenty of artifacts to retrieve 

and trade.  

The long-term effects of the Zone on humanity only 

time will tell…  
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Stalker’s Theories about the Zone. 

 

Since the Zone has been around for a while, and its 

true origins have only recently been discovered, 

Stalkers have had plenty of time to think about the 

Zone.  

In this time, they have come up with many ideas 

about what it is, how it came about and most 

importantly, why it appears to react to our presence 

the way it does. 

Significant examples of the Zone seemingly reacting 

to human interference include what happened to the 

attempted military invasion of the Zone in 2006, and 

the failed raids on the CNPP six years later.  

Other examples include the regular occurrence of 

emissions or ‘blowouts’ since 2012, which were 

extremely rare prior to this. This change appeared to 

coincide with the deactivating of the ‘Brain Scorcher’ 

array.  

Finally, the Military and the Duty faction, the groups 

which are actively attempting to contain and destroy 

the Zone, report that they suffer from far more mutant 

attacks, and especially mutant swarms, than factions 

that seek to co-exist with the Zone. 

Stalkers have created three main theories regarding 

why the Zone appears to react the way it does, with 

different explanations for the aforementioned 

examples. 
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On the more superstitious end of the spectrum is the 

belief that the Zone is in some way ‘alive’, and 

possibly even conscious.  

In the middle is the belief that the Zone itself is neither 

alive or conscious, but is being controlled by someone 

or something that is.  

At the opposite end of the spectrum is the belief that 

the Zone is both non-living and completely insentient, 

with the observations being either false, coincidences 

or the result of purely naturalistic processes.  

I include these here since you will undoubtedly 

encounter Stalkers who believe these theories, and 

since ‘behaviour follows belief’, it may give you an 

idea as to how different adherents may act. 

How they will react when what we know goes public, 

and they find out their pet beliefs are wrong is 

anybody’s guess… 
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The ‘Alive Zone’ Hypothesis. 

  

This belief posits that the Zone is like a living 

organism, similar to the global ‘Gaia hypothesis’.  

The Zone’s reactions to large-scale human 

interference are interpreted as an immune response 

trying to kill off an infection. Small-scale human 

presence in the periphery of the Zone is described as 

being either tolerated or too small to elicit a response.  

In this hypothesis, the centre of the Zone is likened to 

a cell’s nucleus or the brain of higher organisms.  

This would make the centre the most important part of 

the Zone, and possibly the most vulnerable.  

The deactivating of the Brain Scorcher would be 

similar to a pathogen breaching a human’s blood 

brain barrier and would be a serious weakness.  

The regular occurrence of blowouts afterwards is 

seen as the Zone using an alternative defence 

mechanism to protect itself.  

Individual acts of mutant aggression will, of course, 

happen to anyone if they get too close, antagonise 

them or if the mutants are hungry enough.  

Duty and the Military appear to also suffer from 

coordinated, large-scale, multi-species swarm attacks 

far more frequently than the other factions. This is 

described as the Zone defending itself from its most 

dangerous threats.  
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This theory suggests then that the Zone can exert 

some level of control, or at least influence, over the 

mutants within it.  

It also suggests the Zone is able to recognise one 

group of humans from another and can understand 

their actions. This would also mean that the Zone is in 

some way sapient. All of this is conjecture based on 

circumstantial evidence of course.   

Some adherents of this belief have formed a loose 

pseudo-religion around it, and you may hear from 

them phrases such as “If the Zone wills it”, or “May 

the Zone take me if I am lying”. These people try to 

live with the Zone and treat it with great respect, and 

tend to be fairly peaceful by Zone standards.  
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The ‘Controlled Zone’ Hypothesis. 

 

This theory posits that the Zone itself is neither 

sentient nor sapient, but is under some degree of 

control by someone, or something, that is. 

Here, the Zone’s reaction to large-scale human 

interference is seen in the same way as a general 

directing their forces against an invading Army. Small-

scale human presence in the periphery is then 

described as being either unobserved due to the ‘fog 

of war’, or ignored as an inconsequential threat, to be 

tackled later once the more immediate threats 

towards the centre have been dealt with.  

In this hypothesis, the centre of the Zone would be 

akin to a military or government headquarters, where 

the command staff are sited. 

Blowouts are interpreted as weapons of mass 

destruction, used to hamper the movements of an 

enemy, to fix them in position and to destroy those 

caught out in the open.  

Their frequent occurrence after the deactivation of the 

Brain Scorcher is seen as a military tactic to protect a 

breach in defences.  

The mutant swarms attacking Duty and the Military 

are thought of as the Zone’s ‘leadership’ 

concentrating its mobile offensive assets against its 

current primary threats.  
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This theory suggests that there is a controlling 

intelligence influencing the Zone, probably located at 

its centre. 

This intelligence could be human, mutant, machine or 

a combination of all three. This intelligence could be a 

singular entity, or a group of individuals, similar to a 

‘war cabinet’. 

There appears to be disagreement between 

adherents of this theory as to which it is likely to be. 
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The ‘Mundane Zone’ Hypothesis. 

 

This hypothesis posits that there are perfectly, by 

Zone standards, mundane explanations for these 

observations. The hypothesis states that the Zone is 

neither sentient in of its self, nor is it under any 

intelligent control.  

The apparent reaction by the Zone to large-scale 

human intervention is explained as being nothing 

more than the results of probability and natural 

processes.  

The hypothesis states that there only appeared to 

have been a greater reaction.  

This was due to there simply being more people 

around to have encounters with mutants and 

anomalies in the first place, and there being more 

people around to witness them. 

The regular appearance of blowouts after the 

deactivation of the Brain Scorcher array is described 

as a backup safety protocol.  

This hypothesis suggests that the Brain Scorcher was 

acting as a form of ‘chimney’, gradually venting psi 

energy into the surrounding area.  

This prevented a dangerous build up by whatever 

device was creating it.  

With the Brain Scorcher shut down, the psi energy 

would rapidly build up.  
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It would then have to be released periodically to 

prevent an explosion, similar to a pressure relief valve 

releasing steam on a boiler.  

This hypothesis suggests that the Zone is simply 

centred on these devices, and so the centre of the 

Zone may have no significance beyond this.  

The greater incidence of mutant attacks on Duty and 

the Military are explained as simple cause and effect.  

These two factions actively seek out mutants to 

destroy them, so they are naturally going to have 

more encounters with them, which will always be 

violent due to mutant’s aggressive tendencies.   

Mutant swarms are explained away as being under 

the control of the formally human - and therefore 

sapient - ‘Controller’ mutants.  

As they remain essentially human, Controllers will 

obviously target the factions actively trying to kill 

them, they would be stupid not to.  
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Conclusion. 

 

Knowing what we know now, you can form your own 

opinions on these theories.  

It is interesting that they were all partly correct, even 

without access to the evidence we have now.  

Great minds do indeed think alike it seems.   

Regardless of which theory you do or do not believe, 

the practical upshot boils down to these three basic 

rules;  

 

1. Don’t try to assemble in very large groups.  

2. Don’t go out looking for trouble.  

3. Stay away from the CNPP.  

 

That’s it. Follow these three simple rules and you 

should be ok…assuming you follow the guidance I am 

about to give you. 
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The Principles of Redundancy, 

Contingency and ‘Hi-Me-Lo’. 

 

The saying goes that “He who fails to prepare, 

prepares to fail”.  

This is even more relevant in the Zone than in most 

places, since failure here typically results in death - 

either your own or that of the people around you. The 

Zone is a harsh mistress, and you will rarely get 

second chances. 

One thing you must always be prepared for is the 

possibility of something going wrong, as sooner or 

later it will. Equipment can break, people can get sick 

or injured and knowledge can quickly become out of 

date. When this happens, you must have ‘backups’ 

(Redundancy) and ‘Plan B’s’ (Contingency.) 

It is good practice to have multiple redundancies and 

contingencies, a ‘backup to your backup’ and a ‘Plan 

C to your Plan B’ if you will. 

This triple redundancy needs to be managed against 

the resources you will have available, and the weight 

of the equipment you will need to carry. A clear 

hierarchy of importance – High, Medium and Low - 

can help you to organise this. I use the mnemonic ‘Hi-

Me-Lo’ (pronounced ‘Hi-mee-low’) to remember and 

plan, and you may hear me use this often throughout. 

Feel free to use a different ‘aide memoire’ if you wish, 

but the underlying principles must remain the same. 

Your life will likely depend upon it. 
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When applied to equipment the high priority will 

usually be your most important, most used items. If 

funds are limited, then it is these that should get the 

most attention.  

Some things you can scrimp on, but not these.  

For example, don’t spend hundreds on a knife when a 

less expensive one will suffice, if you also need to buy 

a primary weapon, scope and ammo. 

Hi-Me-Lo also applies to the technological level of 

equipment, and generally its ease of use. High tech 

will often be the most effective and convenient, but 

the most resource intensive and most likely to fail.  

The low-tech redundancy will typically be the least 

convenient and effective, but will use the least 

resources and will be dependable. In other words, the 

proverbial “if all else fails” option. 

The table below should give you a guide. 
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Example Hi-Me-Low Equipment Table 

 

Priority Combat 
Fire 
lighting 

Navigation Missions 

High 

Primary 
weapon – 
i.e. 
Assault 
Rifle, 
Battle 
Rifle, 
Shotgun 

Arc 
Lighters,  
Jet 
lighters 

GPS and 
digital map 

High 
priority, 
high 
difficulty, 
high risk-
high 
reward. 

Medium 

Bow, 
Crossbow 
or 
Sidearm 
(pistol)  

Zippo 
Lighters, 
Butane 
lighters, 
Windproof 
matches 

Map and 
compass 

Medium 
priority, 
medium 
difficulty 
medium 
risk- 
medium 
reward. 

Low 

Melee 
weapons 
and 
martial 
arts skills 

Fire Steel, 
Flint, 
wooden 
sticks 

Shadow 
sticks, Stellar, 
Luna, Solar 
navigation 

Low 
priority, 
low 
difficulty 
low risk- 
low 
reward. 

 

 

Let’s look at a few scenarios to see how this plays out 

in the Zone. First an example of redundancy. 
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Scenario One: The Soloist. 

 

A solitary Loner is out looking for loot when he 

encounters a pack of wild canid mutants and is 

attacked.  

Several dogs are killed by primary weapon’s fire, but 

his primary weapon suffers a malfunction.  

The Loner switches to his secondary weapon - a 

pistol - and kills all but one dog.  

The remaining dog pounces on the Loner, knocking 

him to the ground, and the pistol from his hand. The 

Loner uses his self-defence training to prevent the 

dog from biting his throat with one hand, whilst 

drawing out his knife with the other and killing the dog 

with it. 

The Loner self-administers first aid and then travels to 

the nearest safe haven with a medic for further 

medical attention. 

 

We can see here that by having multiple 

redundancies the Loner survived the encounter.  

Chances are he would not have otherwise. 

With missions, you should always have secondary 

and tertiary objectives planned, in case the primary 

objective fails or has to be abandoned. We will look at 

these contingencies in the next scenario. 
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Scenario Two: The Team of Stalkers. 

 

A small group of Free Stalkers have heard that a 

distant anomaly field has not yet been explored due to 

its remoteness and extreme conditions.  

They ensure one member of their party has the best 

anomaly protection and detector they can afford, and 

that at least one member has a shotgun for defence 

against dangerous mutants. They set secondary and 

tertiary objectives in advance, then set off to the 

anomaly field. 

 

Plan A. Obtain high-value artifact from dangerous, 

difficult to reach anomaly field.  

Outcome. Plan A has to be abandoned as multiple, 

well-armed and well-equipped bandits are spotted in 

the area – they will likely attempt to steal the artifact 

once we obtain it.  

 

Plan B. Obtain lower level artifact from less 

dangerous, more accessible anomaly field: Necessary 

equipment already on-hand due to plan B’s similar but 

less difficult nature to Plan A.  

Outcome. Plan B must also be abandoned as another 

group of Loners has got there first and obtained the 

artifact. 
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Plan C. Hunt nearby small herd of ‘Fleshes’ (low 

threat mutants) for organs, pelts and meat. No 

specialist equipment required and one member of our 

group has a shotgun already.  

Outcome. Plan C successful, organs and pelts sold 

for a small profit, meat cooked and consumed as 

food. 

 

We can see in this example that the team’s excursion 

from their safe haven did not meet with disaster, nor 

was it wasted, as they had contingencies. 

Keep the principles of redundancy, contingency and 

‘Hi-Me-Lo’ in the back of your mind as you read the 

rest of this guide, as this will keep you in good stead. 
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Section Two:  

Preparation for the zone. 
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Preparing the Body. 

 

The more hazardous an environment is, the more 

preparation the body will need to endure it.  

And there is nowhere more hazardous than the Zone. 

Much of 21st century society in the first world has 

become fat, lazy and chronically unfit. In the Zone, 

most of these obese slobs would get themselves 

killed, and probably eaten, within a few hours. There 

are only two types of people in the Zone – the quick, 

and the dead. And before you start asking “What 

about the traders, they make their money sitting on 

their ass”? Remember that these people are only able 

to do this due to who they were previously in the ‘Big 

Land’, and the contacts and reputation that came with 

it.  

You may hear rumours about some of them being ex-

KGB or ex-Russian Mafia. Well…some of these 

rumours may be true, except, perhaps, the ‘ex’ 

part…and they do not like competition. So, if you want 

to make it in the Zone, you will be spending most of 

your time on your feet walking and running…or 

crawling through the dirt on your belly. 

So, to do this you will need to get fit. Very fit. But what 

is ‘fit? There are several definitions, depending on 

who you ask. What I am interested in here, and the 

only thing you should be interested in from now on, is 

becoming ‘fit’ for the Zone’. This means ensuring your 

body and mind are capable of doing the things that 

will keep you alive in there. 
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Getting fit for the Zone will require extensive physical 

training, even if you consider yourself pretty fit 

already.  

Why? Because you must train in the right way. 

If you speak to a fitness professional, they will tell you 

about the principle of ‘SAID’. This stands for ‘Specific 

Adaptation to Imposed Demand’, which is a fancy way 

of saying “Make sure your training matches what you 

are training for”’.  

For example, you shouldn’t waste your time 

swimming if you are training for a 100-meter sprint on 

land, and you shouldn’t spend a lot of time bench 

pressing heavy weights if you are training for a 

marathon.    

So, the training you will need to do – in descending 

order of importance is; 

 

1. Cardiovascular endurance training. 

2. Cardiovascular sprint training. 

3. Strength training. 

4. Agility training. 

5. Hand to hand combat training. 

6. Crawling. 

7. Swimming. 

8. Trigger finger and grip strength. 

 

Specific physical skills training, such as climbing, 

abseiling, canoeing etc. will be discussed later. 
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The specifics of your training program are up to you.  

There is more than enough information out there for 

you to find by yourself, and fitness professionals who 

can tell you how to best do this…for a fee of course.  

The information below is a guide to the aspects of 

fitness training you will need to focus on.  

Generally speaking, the physical training required by 

a Stalker in the Zone is similar to that needed by an 

infantry soldier in a modern Army, and consists of the 

following. 
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Cardiovascular Endurance Training. 

 

“Cardio is king!” 

Much like an infantry soldier, a Stalker will be 

spending much of their time walking across country, 

carrying the world on their back.  

To survive you must be able to do this for prolonged 

periods of time, covering great distances over difficult 

terrain and in poor weather, even when exhausted.  

And you will need to be able to do this day in, day out, 

at any time of the day or night. Therefore, endurance 

training should make up at least 50 percent of your 

training schedule.  

Allow plenty of time for this, at least six months, 

starting easy and gradually building up the distance, 

duration, speed, carry weight and difficulty of terrain.  

Do not think you can rush this by training very hard for 

a few weeks, as you can’t. Ever heard of a 

professional athlete training for an event by cramming 

it all in at the last minute? No, you have not, because 

they are not stupid enough to think this would work.  

Trying to do so will be an exercise in failure, since the 

human body simply cannot adapt that quickly.  

Worse yet, it will probably lead to injury. Nothing stops 

someone getting fitter than being unable to train at all 

for weeks, or even months, due to being injured. I 

have seen stupid people make this mistake.  

I hope you will be smarter than they were.  
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Always remember you are training for the Zone, not a 

marathon, so train accordingly.  

Train wearing various combinations of footwear and 

clothing, such as lightweight hot weather clothes, 

heavy cold weather clothing, waterproofs etc.  

Ideally, train whilst carrying backpacks with various 

loads, and if possible, train while wearing gas masks, 

helmets and body armour. 

Training in full combat and CBRN gear, most of which 

can be obtained from Army surplus stores, is the best 

analogue to the gear you will be wearing and carrying 

in the Zone.  

A word of caution however. Doing so may attract 

unwanted attention, especially from the authorities.  

This could be problematic, because if they suspect 

what you are training for, you may end up on a no-fly 

list. This could make getting to the Zone in the first 

place more difficult and expensive, but not necessarily 

impossible.  

National borders can be such… permeable things… 

Clearly, this is more of a problem in police states than 

in more liberal societies.   

A possible way around this is to have a convincing 

story to explain your activities.  

“I’m thinking of joining the Army so I’m getting fit in 

advance” or something similar is a good start.  
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However, be prepared in case you are quizzed further 

on this, such as them asking; 

“Why do you want to join”?  

“What part of the Army are you interested in”?  

“Which regiment are you hoping to join”? 

Keep your answers consistent. As the British Army 

says, “Get your legend straight”. 

Anyway…back to the training.  

Vary the times of the day you train, which must 

include morning, noon and night. If you find that you 

can perform better at certain times of the day or night, 

make sure you keep track of this. Similarly, keep track 

of any regular dips in performance. 

Vary the weather conditions you train in. Blazing sun, 

falling snow, strong winds and driving rain must not 

become obstacles to you. 

Make sure you train both on and off road, on flat 

ground and over hills, through open terrain and 

through woods, as the Zone has a variety of natural 

and man-made environments, and you must become 

comfortable in all of these.  

The Zone has many unique hazards you will have to 

deal with, don’t add to these by being unprepared for 

the mundane ones. 
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Cardiovascular Sprint Training. 

 

In the Zone, the line between life and death can be 

measured by simply how far and fast you can sprint.  

For example, sprinting to a ladder to escape mutants, 

sprinting away from a firefight, and of course, the big 

one, sprinting to shelter to escape an emission!  

Follow a similar training philosophy as discussed 

earlier for endurance training. Train in all weathers, at 

different times of the day and night, on and off road, 

across different terrains and in different attire.  

Include hills and stairs as well. Do this both during 

endurance runs and ‘cold’ from a standing start. Your 

lungs will hate you for this. Tough. Look up ‘interval’ 

and ‘fartlek’ training to see how to do this. 

Keep track of your progress, in particular how far you 

can flat out sprint while carrying:  

• Full gear - including full backpack.   

• Lighter loads - only your weapon and the items 

carried on your person, webbing etc.  

A backpack can always be dumped and retrieved 

later. 

Before you get to the Zone, you need to know exactly 

what your body can be pushed to, and what it cannot. 

Being cocky and overestimating these limits has cost 

the lives of many Stalkers in the past.  

Be smarter than they were and live to gloat about it. 
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Strength Training. 

 

An eight-stone weakling in the Zone would soon be 

something else’s eight-stone lunch. That said, the 

Zone is no place for muscle-bound gym rat pretty 

boys either, as all that extra muscle would slow them 

down and increase their daily calorific requirement 

well beyond what they are likely to have access to in 

the Zone.  

What is required is functional strength, i.e. the 

strength to easily do the things you need to do. Who 

cares if you can squat 200kg if you cannot scale a 

wall? What use is a 150kg bench press if you can’t 

jump over a hole in the floor? 

What is critical is that you are strong enough to easily 

move your own body weight, plus your gear, artifacts, 

loot etc. through the environment. 

You will need a strong ‘core’ to support the weight you 

will be carrying on your back without injury, so be sure 

to concentrate on this. Do not confuse having a strong 

core with having a rippling six pack, as they are not 

the same. A strong core is essential, a six pack is 

irrelevant.  

Who’s going to see it under all the protective clothing 

you will be wearing anyway? 

Another vital component is being able to pull your 

body weight up and over things, so that you can scale 

walls, climb up onto ledges, cargo containers, 

vehicles etc. and to climb ropes.  
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The main reason for this is to escape mutants. Most 

of them can run faster than a human, but most are 

poor climbers.  

If you can climb onto a surface above them where 

they cannot reach you, you will likely be safe, and you 

can then pick them off with near impunity.  

If you cannot currently haul your own body weight up 

and over something, concentrate on this now until you 

can.  

Again, keep track of your progress. Once you are able 

to do this - or if you already can - gradually increase 

the additional weight you can haul. For example, your 

body weight + 5kg, then your body weight + 10kg etc.  

Keep track of this too.  

When out in the Zone, try to keep the weight carried 

on your person to below this figure, and carry the rest 

in a backpack. By doing this, you can quickly dump 

your backpack if needed, enabling you to climb whilst 

still carrying the essentials.  

Remember, backpacks are far more expendable than 

you are. 

As for strength training for other parts of the body, the 

rule of thumb is that body weight whole body 

compound exercises, whilst wearing full gear, are 

preferable to standard gym training. 

Therefore, chin ups, lunges, press ups, squats etc. 

whilst wearing full gear are good options.  

Always remember your training should be for 

functional strength, and never for looks. 
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Agility Training. 

 

Since the safest way to avoid mutants is to get high 

above them, you may spend a lot of your time running 

over roof tops, crawling along pipes and walking 

across narrow ledges.  

Stalkers like to stash food, weapons, ammo and 

valuables in hard to reach places, where they will be 

safe from being damaged or eaten by mutants, or 

looted by other Stalkers.  

You may need to do likewise from time to time. 

Being up so high in such precarious locations has its 

own risks of course, falling being the most obvious.  

NB - even if you survived the fall, if you broke a leg or 

became paralysed, you are unlikely to survive the 

mutants that are sure to come later. 

Therefore, it would be wise to ensure your balance, 

climbing ability and agility are all in peak condition.  

Assault and obstacle courses are useful for both 

assessing and enhancing these skills. If there is 

something you struggle with, which would be 

important in the Zone, then work on it until you can do 

it easily. 

‘Free running’ or ‘parkour’ training may also be of use.  

Bear in mind however, that in the Zone you will be 

encumbered with weapons and protective gear. This 

added bulk will increase your weight whilst reducing 

your stamina and agility.  
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If you attempted to pull off a free running stunt, which 

you can perform easily when wearing trainers and a 

track suit, but failed to pull off when wearing boots 

and CBRN gear, you are unlikely to live long enough 

to try again. 

The Zone rarely grants second chances.  

Therefore, stick to the basics, and only use those 

when absolutely necessary. If there are stairs, planks 

or ropes available, use those instead.  
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Hand-to-hand Combat Training. 

 

This will be covered in more depth later. For now, a 

cautionary note on Fighting Fit, Boxercise, Tae-Bo 

classes and the like. Whilst they can be effective for 

getting you fit, they will not teach you how to fight, 

regardless of what the advertisements might say.  

Consider these only as a supplement to proper 

combat training, not as a substitute for it. 

 

Crawling. 

 

You can expect to spend some of your time crawling 

along the ground on your belly, in order to pass under 

floating anomalies, to avoid being seen and to get 

through tight spaces etc.  

As this is not a usual part of everyday life, or even 

most sporting and fitness activities, it is unlikely your 

body will be used to it.  

There is a definite ‘knack’ for doing this quickly 

without exhausting yourself. Most armies teach this as 

part of basic training. Learning this in civilian life may 

be more difficult, but learn it you must. Civilian 

‘Military fitness’ classes may incorporate this.  

NB - There are dangers to crawling so close to the 

ground that are unique to the Zone. I’ll get to those 

later. 
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Swimming. 

 

Taking a dip in the Zone is not recommended! 

For a start, the waters may contain mutated catfish 

that will drag you under and kill you. Secondly, the 

water will likely be either radioactive, chemically 

contaminated or swimming with disease carrying 

parasites. 

However, should you find yourself in a situation where 

this is unavoidable, for example - you fell in - you had 

better be a strong swimmer, so get practicing. If you 

can’t swim at all then learn. Now! 

Concentrate on being able to swim fully clothed, in 

boots etc., since you won’t be wearing speedos in the 

Zone.  

Again, you will want to know how much weight you 

can still swim with, and how quickly you can get back 

to dry land.  

Getting back on dry land ASAP should always be your 

priority. 

Another useful skill is learning how to remove 

backpacks, webbing etc. whilst underwater. If you fall 

in fully loaded, you are on a one-way trip to the river 

bed. Being able to get out of your gear and then reach 

the surface before you drown may just save your life.  

As before, if you can find civilian classes that teach 

these skills, then by all means take them, it could 

save you a lot of time. 
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Train your Trigger Fingers. 

 

This is something that is easily overlooked, but doing 

so could cost you ‘life and limb’, and where the Zone 

is concerned, I mean that literally. 

Repeatedly pulling a trigger can cause your trigger 

finger to fatigue, reducing both your accuracy and rate 

of fire. This is especially true with weapons that have 

a high trigger pull-weight.  

In a worst-case scenario, your finger may cramp up at 

the worst possible time, preventing you from using 

that hand effectively.  

If you are not already an experienced shooter this 

could be a problem, even if you are generally fit. This 

is due to the trigger pull action not being something 

your hands will be used to from everyday life.  

Thankfully, there are a number of commercially 

available hand and finger exercisers obtainable both 

on line and in many sports shops. Most of these are 

fairly inexpensive, so acquire some now and start 

training.  

NB - the triggers on video game controllers have next 

to zero trigger pull-weight, so are unsuitable as 

training aids. 

Increasing your grip strength is also important for 

climbing of course, so this training will serve as 

‘double duty’, so to speak.  
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Conclusion. 

 

With all of the above, feel free to join any classes, use 

training partners, hire personal trainers etc. in your 

area if you wish.  

Expert tuition can help deliver results quicker, and 

training in a group can make it less of a chore.  

However, bear the following in mind; 

 

1. The potential cost. 

2. Remember not to tell anyone why you are doing 

this, “Keep your legend straight” remember? 

3. That in the Zone, the times you will need to push 

your body to its limits the most, are the times you 

will be on your own without any support.  

 

Ensure you do not become dependent on the 

encouragement of others. 
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Diet. 

 

I do not claim to be an expert on diet and nutrition, but 

common sense tells us “You are what you eat.”  

Whilst training observe a strict ‘athlete’s diet’, rich in 

protein, fibre, vitamins and complex carbohydrates, 

whilst keeping fats and simple carbohydrates i.e. 

sugars, sweets, pastries etc. low.  

Again, there is plenty of information available in the 

public domain regarding this, so make sure you 

‘digest’ it.  

Pun intended. 

Do not deliberately lose so much weight that you 

become ‘cut’. A small reserve of body fat can be 

useful when food is hard to come by. However, 

ensure this is within healthy ranges, as excess fat can 

slow you down and cause you to fatigue more quickly. 

What is perhaps not as obvious, is how restricted your 

diet will be once you get to the Zone - you are not 

exactly going to find Michelin star chefs there after all.  

You will have to eat what is available and accept that 

the quality and quantity will be less than ideal.  

You may find that going straight from a strict athlete’s 

diet to a ‘Zone diet’ is a shock to the system. Some 

Stalkers have claimed that gradually changing their 

diet over the course of a few weeks before they 

travelled to the Zone helped with this. 
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Change your Sleeping Habits 

 

You can pretty much forget about getting a solid eight 

hours sleep once you get to the Zone. The need for at 

least one person to always be on guard means you 

will, at best, be sleeping in shifts. 

At worst, even this broken sleep may be interrupted if 

your position is attacked by mutants or hostiles. 

If you are sleeping in a safe haven when an Emission, 

Psi storm etc. occurs you will probably be woken up 

by the incessant alarm that will be broadcast over 

every radio and PA system going, not to mention 

sentries shouting it from the roof tops.  

The Emissions and Psi storms themselves are not 

exactly quiet either. 

This interrupted sleep pattern could be a severe 

shock to the system if you are used to the usual ‘eight 

hours at bedtime’ monophasic sleep cycle. The 

resulting sleep deprivation could prove disastrous to 

your concentration, alertness, problem solving skills, 

aim, physical performance and pretty much every 

other attribute you will need to survive in the Zone. 

Therefore, it would be wise to ease yourself into a 

biphasic or even polyphasic sleep cycle before you 

travel to the Zone. This may lessen the shock to your 

system, thus allowing for an easier transition to ‘Zone 

life.’  
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Piercings, Body Modifications and 

Tattoos. 

   

Piercings should be avoided entirely. They increase 

the chance of injury as they can get caught on 

something, they can be pulled out in a fight and they 

generally add another path for infection.  

Remember, the Zone is not exactly a sterile 

environment.  

Worse yet, if the piercing is made from a magnetic 

metal you could find it being ripped out at high speed 

by a magnetic anomaly. A ripped-out eyebrow 

piercing could leave you temporarily blinded by 

bleeding into your eye, whereas a ripped-out tongue 

piercing could leave you unable to speak - not to 

mention the acute blood loss. 

More extreme body modifications should be avoided 

even more so for the same reasons. Imagine having 

some manner of sub-dermal metal implant, and then 

being dragged screaming by it into an anomaly, with 

the only way to save yourself being to cut it out of you 

before it is too late. 

Tattoos do not pose these risks, remember however 

that simply being in the Zone is illegal. Therefore, 

avoiding unnecessary identifying features that the 

authorities could use to identify you is probably wise.  

This is especially true for areas not easily concealed, 

such as the face, neck, hands etc.  
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Also, be aware that the Zone attracts people from all 

over the world, some of whom may have differing 

views on things, and they may react violently if 

offended.  

Getting tattoos of political iconography such as flags, 

swastikas, hammer and sickles and the like should be 

avoided, as they are sure to provoke a reaction. 

Gang tattoos, and any other possibly inflammatory 

imagery, should also be avoided for the same reason. 

If you already have tattoos, consider getting them 

removed, covered up with something less distinctive 

or at the very least, kept under clothing and hidden.   

It is worth remembering that disputes in the Zone are 

often ‘resolved’ at the business end of a Kalashnikov.  
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Hair. 

 

Keep this cut short, no more than an inch long.  

There are two main reasons for this.  

 

1. Long hair can be grabbed, get caught in machinery 

and fall into your eyes at the worst possible time.  

2. Long hair can make it difficult to wear some 

helmets and gas masks correctly.  

 

NB - Gas masks need to make an air-tight seal 

against the wearer's face and head to be effective.   

The same rules apply to facial hair, so you will need 

to be clean shaven.  

Don’t risk breathing in corrosive gas for the sake of 

keeping your designer stubble!  

Avoid dying your hair in any distinctive colours, partly 

to make you less recognisable to the authorities 

outside of the Zone, and to make you less noticeable 

against the natural environment inside it.  

If you already have distinctive hair colouration, 

consider dying it to a muted mousy brown tone. This 

will aid the ‘grey man’ effect outside the Zone, and aid 

with camouflage within it.  
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Eyesight. 

 

Having perfect eyesight is an advantage for obvious 

reasons.  

That said, poor eyesight is not necessarily a deal 

breaker, so long as it is adequately corrected by 

glasses or contact lenses.  

Make sure you take an eye test a month or so before 

you plan to travel to ensure your prescription is up to 

date.  

When choosing glasses, choose practicality over 

style. For example, thick frames are an advantage as 

they are stronger than ‘rimless’ designs.  

Also, avoid narrow ‘fashion’ lenses as these may 

leave uncorrected areas at the top and bottom of your 

field of vision.  

Anti-glare and scratch resistant coatings are also 

advisable, however avoid any coating that will alter 

how you see colour through them.  

Remember, you will probably be wearing a gas mask 

over them at some point, so ensure they will fit whilst 

using one.  

Obtain multiple copies to ensure you have a backup 

in case you lose your main pair. Scrabbling around 

trying to find your glasses when you can’t see will get 

you killed in the Zone very quickly.  

NB – use glasses straps!  
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If you wear contact lenses, ensure you take enough of 

them to last the duration of your stay. Make sure you 

bring enough cleaning solution too, as you will not be 

able to obtain any when you get there.  

You must wash, scrub and disinfect your hands 

thoroughly before changing them, to avoid getting 

pathogens, toxins or radioactive particles into your 

eyes.  

Eye damage and blindness are very real risks should 

you neglect this. 

Colour blindness may be a problem for obvious 

reasons, but may in fact be an advantage for other 

less obvious reasons.  

For example, there is anecdotal evidence from 

various militaries that colour-blind people can detect 

camouflaged personnel and equipment easier.  

If true, this may enable colour-blind Stalkers to spot 

anomalies and camouflaged mutants - such as 

Bloodsuckers - more easily than other Stalkers. 

Unfortunately, I have yet to see or hear any evidence 

of this either way. 
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Hearing. 

 

Again, excellent hearing will also be an advantage for 

obvious reasons.  

Consider getting your ears syringed a few weeks 

before you intend to depart to ensure your hearing is 

at its best when you arrive.  

Poor hearing - if corrected by hearing aids - may not 

always be a problem. Unfortunately, interference from 

the Zone may prevent them from functioning properly.  

Remember to get them tuned before you depart and 

take an ample supply of batteries for them.  
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Medical Conditions. 

 

If you suffer from pre-existing medical conditions, 

which make you less able to survive the Zone than a 

healthy person, then the simplest and most 

honourable thing to do, is to stay away until it is 

cured.  

If it cannot be cured, then look for another career. 

Remember, it is not just your life you would be putting 

at risk.  

You would also be risking the lives of those around 

you!  

Less severe conditions and allergies which are 

treatable may be acceptable. Bear in mind that you 

are unlikely to get your medication resupplied once 

you are in the Zone. Therefore, make sure you 

stockpile what you need in advance and take it all 

with you. 

 

Shots. 

 

Make sure all your vaccinations are up to date before 

you travel to the Zone, as it is far from a clean 

environment.  

I highly recommend getting a tetanus booster shot as 

well, as the Zone is full of rusty metal you can cut 

yourself on. 
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Teeth. 

 

I recommend getting your teeth checked before you 

venture to the Zone, as you will not find any dentists 

once you get there.  

A grumbling tooth ache could become a serious 

problem if it were to become severe after you have 

arrived, as you are unlikely to be able to treat it.  

The same goes for loose fillings, abscesses, gum 

disease etc. So, get them checked and fix any minor 

problems before you travel. 

Maintaining proper teeth hygiene, that is brushing 

flossing and rinsing, will help to prevent these of 

course. Make sure you bring a compact travel tooth 

brushing kit with you when you journey to the Zone, 

as you might not be able to obtain one once you get 

there. 
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Elective Surgery. 

 

I have been informed that explorers and scientists 

who are due to be stationed at the Antarctic often 

have their appendix removed before they travel.  

This is due to the extreme difficulty of medically 

evacuating someone from such a difficult to reach 

location. Since appendicitis can become fatal very 

quickly, it is considered wise to remove the possibility 

of this happening by removing the appendix 

beforehand. 

Some Stalkers have reasoned that getting medically 

evacuated from the Zone would be equally difficult, 

and so they too have elected to have their appendixes 

removed in advance.  

However, the authorities have wised up to this, and a 

healthy fighting age male requesting an 

appendectomy is likely to end up on a government’s 

watch and no-fly lists.  

Therefore, this is no longer recommended. 

Secondly, contrary to popular belief, the appendix 

does, in fact, serve a function. It helps the gut’s 

immune system and acts as a safe house for good 

bacteria which might get *ahem* washed out should 

you suffer from dysentery, gastroenteritis or 

diarrhoea.  

Which in a place like the Zone is pretty likely.  

Don’t say you were not warned. 
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Preparing the Mind. 

Introduction. 

 

To survive the Zone, a Stalker’s mind must be as 

prepared as their body. Here we will discuss the 

mental abilities and personality traits that are shared 

by the most successful Stalkers. It should go without 

saying that you should try to emulate these as much 

as possible. 

Generally speaking, a good Stalker requires a similar 

mentality to a good infantry soldier. The key 

differences being that a Stalker should have a much 

greater emphasis on adaptability, self-reliance and 

independence, and less emphasis on conformity.  

A Special Forces soldier is probably the closest 

‘readymade’ mind set for an ideal Stalker. 

Read the poem ‘If’ by Rudyard-Kipling. The one that 

starts;  

“If you can keep your head when all about you are 

losing theirs...”  

He summed up the ideal mind-set over a hundred 

years ago. 

The traits you will need, and the reasons for needing 

them are as follows;    
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The Ideal Stalker Mind-Set. 

 

Mental Toughness. 

 

Tough environments require tough minds to survive, 

and the Zone is no exception. The mentally weak will 

not last long in the Zone, regardless of how physically 

prepared they are.  

Those that fall to pieces in challenging situations will 

not survive here. 

 

Emotional Resilience. 

 

You will see and hear horrifying things in the Zone on 

a regular basis. You may also be involved in these 

horrifying situations yourself.  

To survive you must be able to cope with this without 

it effecting you. Being able to emotionally distance 

yourself from these horrors will be a great advantage.  

If you are of an emotional disposition, and therefore 

likely to break down, cry or scream when witnessing 

such horrors, then the Zone is not for you. 
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‘Thick Skinned.’ 

 

No one in the Zone will care much about your 

feelings. No one there will care if someone gets 

upset, offended or ‘triggered’. It is a harsh, indifferent 

environment, populated by equally harsh indifferent 

people. If you can handle this you may do well here, 

however precious ‘snowflakes’ will not. 

 

Isolation Tolerance. 

 

The Zone can be a lonely place, where you may have 

to fend for yourself often. If you are naturally 

something of a loner who does not want, or need, 

much human contact then this is an advantage. If you 

are of a more gregarious mind-set and crave 

company, joining a faction may be a better option.   

 

Physical Bravery. 

 

The Zone is no place for cowards. To be afraid in the 

Zone is normal - anyone who claims they are not is 

either lying or insane and should be avoided - but 

succumbing to that fear will get you killed very quickly. 

You will need to be able to think clearly and act swiftly 

and decisively, in even the most terrifying situations. If 

you are likely to succumb to panic or ‘freeze up’, then 

be honest with yourself, the Zone is not for you. 
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Cautious and Patient. 

 

That said, having more ‘balls than brains’ is not a 

good trait in the Zone either. Good Stalkers are 

cautious Stalkers, who are careful with everything 

they do, and who do not take unnecessary risks.  

Plenty of patience is also needed. There will be times 

where you will need to wait and observe, sometimes 

for hours, to ensure something is safe. There will also 

be times where you will have to sit tight for hours on 

end to weather out a storm or blow out. 

“Patience is a virtue” as they say. 

 

Suspicious. 

 

You are not paranoid if they really are out to get you, 

and in the Zone, pretty much everything is. If 

something looks wrong, it is wrong.  

Trust your gut!  

Dismissing something as “Oh, it’s probably nothing, 

just the wind.”  will get you killed if it wasn’t ‘just the 

wind.’ 

Good Stalkers tend to view the world through a 

‘mental filter’ where everything is treated with 

suspicion and then threat-assessed. Trusting and 

naïve Stalkers often wind up getting killed by what 

they misplaced their trust in. 
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Persistence. 

 

The Zone is an arduous environment and quitters 

won’t last long here. If you are the sort of person who 

can keep going despite difficulties, pain, exhaustion 

and frustration you may do well.  

Possessing both high tolerances and thresholds for 

pain will be a distinct advantage. 

 

Intelligence and Cunning. 

 

A good Stalker does not necessarily need ‘book 

smarts’, but they do need to be street wise, savvy and 

cunning. Dim witted Stalkers will likely wind up dead 

in short order.  

Successful Stalkers tend to be those who intuit things 

easily. If, however, you have a history of making 

mistakes, poor decisions and generally getting ‘the 

wrong end of the stick’, then the Zone is not for you.  

 

Adaptable and Resourceful. 

 

You can never be sure what you will encounter in the 

Zone, as the Zone is ever changing. Being able to 

adapt to new situations, using only what you have at 

hand, could be a lifesaving skill. 
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Incredulous, Non-superstitious and 

Evidence-orientated. 

 

There is a lot of folklore surrounding the Zone, much 

of it total bullshit. Many Stalkers have died chasing 

rumours, looking for that rare artifact that they heard 

about “From a guy, who knew a guy, who said they 

had once seen it somewhere”. Treat all such rumours 

with deep suspicion. The Zone has enough marvels 

and horrors within it that we know to exist without 

going out looking for more. Remember, it is always 

best to go with what you definitely know, not what you 

think you know. Facts save lives, rumours end them. 

 

Willing and Able to Take on New 

Information. 

 

The warped and ever-changing conditions of the Zone 

may challenge your understanding of the world. 

Previously relied upon folk wisdom, and even what 

had been considered scientific fact, may prove 

inadequate when faced with the harsh realities of the 

Zone. You will need to be willing and able to adapt 

your thinking to this new environment, and to 

potentially discard what you have learnt previously.  

The phrase “The only thing I know, is that I know 

nothing.” applies all too well here. 
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Practically Minded. 

 

Only practically minded people do well here. You will 

need to be able to work out practical solutions to 

practical problems, as you will encounter these often. 

Knowing how to fix an engine or perform first aid will 

be of great use here, being able to write beautiful 

poetry will not. 

 

Level Headed and Calm. 

 

Sensible and stoic Stalkers tend to do well in the 

Zone. Their calm demeanour can help soothe the 

nerves of those around them.  

Irrational, highly excitable hot heads tend to get 

themselves, and everyone around them, killed. 

 

Stress Tolerance. 

 

Life in the Zone is very stressful, with little in the way 

of respite. Successful Stalkers are those who can 

handle stress well, or even better, thrive on it.  
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Comfortable with Confrontation. 

 

Confrontation is a given in the Zone, be it haggling for 

a good price with a trader*, to confronting Bandits 

trying to rob you at gunpoint.  

If you cannot handle confrontation, then the Zone is 

not for you. 

*Haggling with other traders that is. Trying to pull that 

crap with me will not end well for you. 

 

Thorough, Methodical, Precise. 

 

Successful Stalkers leave nothing to chance, taking 

the time to find out everything they need to know in 

advance.  

They also take the time to prep their equipment and 

inventory, checking and double checking everything 

before setting off anywhere.  

Finding out you forgot something right when you need 

it most will get you killed here. 

Good personal organisation and timekeeping skills 

are a must.  

Additionally, successful Stalkers do not cut corners. 

Being lazy, ‘slap dash’ or trying to ‘play fast and loose’ 

are not recipes for survival. 

 



89 
 

Excellent Planning Skills. 

 

Planning is essential to survival here, as it is with any 

dangerous environment.  

You do not hear of people crossing the Antarctic, 

traveling up the Amazon or over the Sahara on a 

whim, as attempting to do so would be suicide.  

Careful, meticulous planning, with contingencies and 

back-ups, should be undertaken every time you 

intend to set foot outside of a ‘safe haven’.  

Those who skip this often do not come back. 

 

Well-developed Situational 

Awareness. 

 

The Zone is full of dangers, not all of them 

immediately apparent.  

Successful Stalkers tend to be those that are highly 

observant, noticing small details and changes that 

others may not. They will always be aware of 

everything going on around them at all times.  

Stalkers who are oblivious to what is going on around 

them will usually be killed by what they failed to 

notice. 
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Confident and Assertive. 

 

The Zone is not the place for shy and retiring types.  

If you have an objectively good idea, be confident in it 

and speak up. If someone has an idea you think is 

bad, or they make a poor decision, challenge it.  

Some people are serial bullshitters, who will make out 

they are far more competent, knowledgeable and 

experienced than they really are.  

Some of these will make it to the Zone.  

If you are confident in your knowledge and skills, and 

what they say is contrary, call them on it!  

Never follow someone ‘against your better 

judgement’. Don’t be ‘the lion lead by the donkey’, I 

have lost too many good Stalkers that way. 
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Non-addictive Personality. 

 

Everyone drinks in the Zone, and most people smoke 

too.  

Vodka is used by many Stalkers as a form of self-

medication against the horrors of the Zone, and 

Stalkers who do not drink are often viewed with 

suspicion and distrust.  

The general consensus is that anyone who can 

mentally handle the Zone, without a drink in their 

system to calm their nerves, must either be a 

sociopath, insane or possibly no longer human.  

Vodka is also used as a toast, often to fallen Stalkers.  

Not joining in is considered taboo.  

Therefore, if you are currently a teetotaller, it is 

advisable to start building up a tolerance to vodka and 

other spirits now.  

That said, this should be avoided if you have an 

addictive personality, and even greater care must be 

taken when other…pharmaceuticals are concerned. 

There is no shortage of drugs being smuggled into the 

Zone, or more recently, created there in situ.  

Some of these are legal, some…less so. Others are 

experimental, with unknown short and long-term side 

effects.  
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In the Zone these drugs have uses beyond the 

recreational, so chances are you will need to take 

them at some point.  

Not getting hooked on them afterwards is a clear 

advantage. 

So why are they used?  

It appears the mind-altering effects of some drugs, 

such as marijuana, offer some protection against psi 

fields. Controllers for example, appear unable to 

control the minds of people who are ‘high’. 

I guess it is difficult for them to alter a mind if it is 

already altered.   
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Mental Health Conditions. 

 

Treat these the same as physical health conditions.  

If you suffer from a mental health condition, learning 

disability or developmental disorder, that would make 

you less able to survive than someone who does not, 

then the Zone is not for you.  

If you have a mental health condition that is regulated 

by medication, then remember you will need to take 

ample supplies of this medication with you, as you will 

not be able to obtain it once you are there. 

That said, there may be some advantages to not 

being ‘neuro typical’. It has been suggested that 

people with non-neuro typical minds may possess a 

degree of immunity to a Controller's mind controlling 

abilities.  

As far as I know, there is no actual proof of this, 

largely due to no one being brave or stupid enough to 

test this first hand. 
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Increasing your Mental Resilience. 

 

Your mental toughness, emotional resilience, courage 

etc. can all be increased in much the same way as 

your physical abilities.  

Taking part in arduous physical training and doing 

things that you initially find frightening can help with 

this.  

For example, if you fear heights, then try rock 

climbing, zip lining or abseiling. 

If you feel uncomfortable around firearms, then join a 

gun club. 

If you fear physical confrontation and the prospect of 

interpersonal violence, then join a full contact Mixed 

Martial Arts club. 

With repeated exposure to these fears, you should 

become desensitised to them. 

Therefore, when you encounter them in the Zone, and 

you will encounter them, trust me on this, you should 

be able to overcome them.  

As the sayings go, “Do something every day that 

scares you.” and “Face your fear then do it anyway”. 

If you find you have these fears, and you cannot 

overcome them, i.e. you have a genuine phobia, then 

the Zone is not for you. 
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Conclusion. 

 

Some of the comments I have said in this section may 

sound harsh, but I do this with good intentions. 

The Zone is not an equal opportunities environment, it 

is survival of the fittest at its most extreme.  

People who are not cut out for the Zone will simply 

get themselves killed, and for what?  

Worse yet, they may get those around them killed too.  

If you are not cut out for it, then the most sensible and 

honourable thing to do is to swallow your pride and 

admit it to yourself, then stay away. 
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Section three:  

Preparing for combat. 
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Combat Training. 

 

Generally speaking, combat is to be avoided 

whenever possible, as it’s a very good way of cutting 

your time in the Zone short.  

Permanently.  

Remember, you are looking for artifacts and other 

valuables, which you won’t find in the middle of a fire 

fight.  

Avoiding combat altogether, by running, hiding or 

going where your enemy cannot, is almost always 

preferable.  

Going out looking for trouble is best left to the factions 

who have the numbers, weapons and equipment to 

deal with it. 

That said, sometimes trouble may find you, no matter 

how much you try to avoid it. If this happens you must 

be prepared to fight as if your life depends upon it, as 

it probably will. 

Remember, if you have to fight, your aim should be to 

fight just long enough to escape and survive, 

especially if you are out on your own or in a small 

group.  

“He who fights and runs away lives to fight another 

day. With backup next time”.  

I need experienced Stalkers, not dead heroes. 
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What’s more, you cannot rely on assistance from 

others, because if help does arrive it may be too late 

by the time it reaches you.  

Chances are it may not arrive at all. 

Worse yet, there is a good chance that what does 

arrive is just more trouble.  

Therefore, you will need to be ready to fight at a 

moment’s notice, anytime, anywhere, with whatever 

weaponry you have available.  

I will detail this for you below. 

 

  



99 
 

Hand–to–hand Combat: 

Hand–to–hand Combat;  

Empty Hands. 

 

Of all the types of combat you should try to avoid, 

empty hand-to-hand surely ranks number one, for the 

following reasons. 

Firstly, you will have to get very close to your 

opponent, well within knife, bayonet or tooth n’ claw 

range. 

Secondly, mutants are often radioactive, so getting 

that close to them could give you a nasty dose of 

rads, even if you survive the initial encounter.  

Likewise, some may be carrying diseases.  

Some mutants will be larger, heavier and stronger 

than you, and they may possess natural weapons you 

do not. These could include teeth, fangs, tusks, claws, 

spikes, venom, poison etc.  

Remember, some of the Zone’s mutants could eat a 

tiger for breakfast, and I very much doubt you could 

fight a tiger bare-handed. 

A human opponent may be wearing body armour, 

which would render most empty hand strikes 

ineffective. Worse yet, you could break your hand, 

shin, foot etc. which can be a death sentence in the 

Zone. 
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If you are forced into an empty-hand-to-hand 

encounter then don’t hold back, there are no 

Queensbury rules here.  

Gouge eyes, fish hook cheeks, attack joints, headbutt, 

use elbows and knees, rip off gas masks, tear out air 

hoses etc.  

Anything goes.  

Aim to incapacitate your opponent, human or 

otherwise, as quickly as possible, in order to make 

your escape.  

Avoid getting drawn into a drawn-out fight, as the 

longer the fight goes on the less chance you have of 

surviving it. Remember, the noise of a fight and the 

smell of blood may attract more hostiles to your 

location. 
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Hand–to–hand Combat; 

Blunt Objects. 

 

A definite step up from bare hands, since most 

objects you can find lying around, such as rocks, 

bricks, scrap metal, pipes etc. will be more effective 

than your hands and feet alone. They will also reduce 

the risk of injuring your hand. If you find yourself 

completely unarmed, pick up something, anything, 

you can use as a weapon. 

Ideally, you should always carry a melee weapon as a 

backup, however consider the weight you will be 

carrying. Carrying a weapon that can also be used for 

other tasks will save you having to carry two or more 

separate items.  

Tools can be particularly useful, as in addition to 

being a weapon, they can also be used for their 

original purpose. A hammer can drive a nail, a 

crowbar can pry open a crate or door. For this reason, 

these are actually better choices than dedicated blunt 

weapons such as clubs, batons, riot sticks and the 

like. 

Long handled tools can be especially useful, as they 

will increase your reach, and thus help you to keep 

out of range of an opponent’s melee attacks, jaws etc. 

A long-handled tool is also better for defence and 

parrying.  
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Be aware of your surroundings however, as a long-

handled weapon may be impractical in tight enclosed 

spaces.  

When choosing a blunt weapon think of the following; 

 

1. Can it be used for other tasks? 

2. How much does it weigh? 

3. How much reach will it give you? 

4. Can it be used for defence? 

5. How easy is it to use? 

6. Can it incapacitate an opponent in one hit? 

 

A crowbar is probably the best overall choice, 

especially the newer light-weight titanium models. 

These combine ease of use, blunt force, a stabbing 

edge, increased reach and are effective at parrying.  

What’s more, they are capable of incapacitating most 

enemies in a single hit, and they can be used for 

prying open doors, crates and the like. 

Another worthy mention is the entrenching tool, 

basically a small shovel used for digging trenches, 

which has been issued to soldiers since World War 

One.  

Troops on all sides found it to be a very effective 

melee weapon, essentially becoming a hatchet once 

the edges were sharpened. Russian Spetsnaz still 

train extensively with this ‘tool’. 
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A word of caution about martial art or medieval 

weapons which involve chains, such as morning star 

flails and ‘nunchucks’.  

Do not waste your time with these!  

Assuming you can even find examples that are not 

purely decorative junk, they require extensive training 

to use correctly, and are just as likely to injure you as 

your target in the meantime.  
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Hand-to-hand Combat; 

Edged Weapons. 

 

Edged weapons - i.e. blades - are generally 

considered the most effective melee weapons, being 

the weapon of choice since at least the Bronze Age 

up to around the 19th century. They were only 

superseded once firearms became truly effective.  

There are a number of good reasons why blades are 

so popular. 

Firstly, blades are great equalisers. A smaller, weaker 

and less skilled person will probably still have an 

advantage over a larger, stronger, trained, but 

unarmed, opponent. 

They can also be great equalisers against the teeth 

and claws of animals, and in the Zone, this means 

mutants. 

Edged weapons do not require much force, i.e. speed 

or strength, to inflict significant and possibly fatal 

injuries.  Even a shallow cut can be lethal if it severs a 

major artery.  

Therefore, they are generally easy to use. 

When choosing an edged weapon, the same basic 

rules apply as to when choosing a blunt weapon, but 

with a few additions; 
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1. Can it be used for other tasks? 

2. How much does it weigh? 

3. How much reach will it give you? 

4. Can it be used for defence? 

5. How easy is it to use? 

6. Can it cut and slash? 

7. Can it stab and pierce? 

8. Can it hack and chop? 

9. Can it take an edge? 

10. How strong and resilient is its blade? 

 

It may be worthwhile carrying two edged weapons, 

one short, such as a combat survival knife, for 

confined spaces, and a longer one, such as a 

machete, to give you additional reach.  

Again, you will need to consider the total weight and 

bulk of the items you will be carrying. Generally 

speaking, the fewer separate items you need to carry 

the better.  

Therefore, blades that also have a tool use are 

preferable. For example, a short blade survival knife, 

which is also a fighting knife and the bayonet for your 

primary firearm is ideal.  

Carrying this with a longer multi-purpose blade, such 

as the aforementioned machete, would be a very 

good combination.  
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The machete could be used to chop wood and to do 

the other ‘heavy work’, while the knife can be used for 

sawing and the ‘fine work’. 

When choosing blades, beware of decorative ‘wall 

hanger’ pieces and ‘fantasy blades’. These often have 

questionable utility. Their durability is also suspect, 

and they may bend or even break after a few uses.  

Check reviews carefully.  

If budget permits, buy two of your chosen blades and 

test one of them to destruction. You will then know 

exactly what it can do and what it cannot. 

Also, check how well it takes an edge once it has 

become blunt. 

Blades with a matte black ‘tactical’ finish are 

preferable as they will not glint in sunlight, which is 

useful if you need to stay hidden. 

A more recent development worth mentioning are 

hiking poles with detachable tips. These tips can be 

swapped out for a range of bespoke attachments, 

including sling shots, fish hooks, spikes and spear tip 

blades. This turns them into modern day spears.  

Originally designed for people hiking in areas where 

they may encounter large animals, such as wolves, 

bears and mountain lions, these could prove very 

useful for keeping the Zone’s mutants at longer than 

arm’s length.  
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Small One-handed Melee Weapons. 

 

There are a number of small one-handed melee 

weapons that are worthy of mention as backup 

defensive weapons, or as offensive weapons at 

extremely close quarters. 

 

Knuckle Dusters. 

 

Knuckle Dusters, or ‘brass knuckles’, are an ancient 

weapon designed to greatly increase the power of a 

thrown punch. They do this by concentrating the force 

of the blow onto a small surface area of hard material.  

They also protect the puncher’s hand from damage. 

Always remember, knuckles break easily, and a 

broken hand is useless.  

Some types feature spikes protruding from the 

knuckle loops, which will increase their damage 

potential still further.  

Although often seen as a ‘street’ weapon, it is worth 

noting that they were issued extensively in both the 

First and Second World Wars.  

A number of modern militaries still issue them today, 

suggesting they are still of use on a modern 

battlefield.  
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When choosing a brass knuckle, make sure it will fit 

over the thick or rubberised gloves you will likely be 

wearing in the Zone. Some have enlarged loops to 

cater for this. 

NB - the term ‘brass knuckle’ is not always accurate, 

as they can be made from a range of materials. 

These may include other metals, wood, carbon fibre 

or even plastic.  

Don’t waste your time on plastic versions. These are 

recent inventions, designed solely to circumvent some 

nation’s laws prohibiting civilian ownership of ‘real’ 

Knuckle Dusters.  

These ‘junk knuckles’ often break after only a few 

blows and become useless.  

Also, beware of ‘fashion knuckles’, designed chiefly 

as fashion accessories. Again, their durability may be 

suspect. If adorned with ‘bling’, gold plate or ornate 

markings, they will likely cost far more than their 

worth. Don’t waste your money on these, as you will 

have far more important things to spend your funds 

on.  
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Trench Spikes and Trench Knives. 

 

The World War One trench spike combines a brass 

knuckle with a long triangular profile spike extending 

from one end, and a small ‘skull crusher’ striking 

pommel protruding from the other.  

The later US 1918 model replaced the spike with a 

pointed two-edged knife blade, allowing for slashing 

attacks as well.  

They were introduced to equip soldiers conducting 

trench raids, which involved brutal hand to hand 

combat in very confined spaces, far too confined for 

the rifle and bayonet combo so popular before.  

The Zone has many extremely cramped, often 

underground, caves and man-made facilities. The 

usefulness then of such weapons should be self-

evident. Their only real drawback being their lack of 

utility as a tool. 

There is a wide range of modern-day equivalents and 

historical replicas available. As always do your 

homework and ensure you are purchasing a genuine 

battle-ready weapon, and not a junk decorative wall 

hanger. 
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Bayonets. 

 

The bayonet has been around since the 17th century 

and has been a staple of infantry combat ever since, 

and for good reasons. These reasons being that a 

bayonet cannot jam or run out of ammo.  

There has been much debate in military circles as to 

whether the bayonet has a use on the modern 

battlefield. Ignore all that and remember this:  

“You need a bayonet in the Zone”.  

It is believed that bayonets started off as hunting 

weapons, fixed in case dangerous game, such as wild 

boar, got too close. In the Zone bayonets help to 

protect Stalkers from mutants in much the same way.  

Imagine a Bloodsucker ‘decloaks’ right next to you, 

giving you almost zero time to react. You will welcome 

having those inches of cold steel to put between the 

end of your gun barrel and its claws, and it may just 

save your life.  

Some mutants, and indeed some people, may like to 

‘play dead’ to trick and ambush unwary Stalkers.  

Sticking them with a bayonet is a very good way to 

test this. If it was dead it will stay dead, and if it 

wasn’t, well…it will be now.  

Bayonets come in many different types, so choose 

wisely. Your best choices of bayonet are the 'multi-

tool' types, such as the AK74 and AKM bayonets, and 

their American counterparts the M9 and OKC-3S. 
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In addition to being weapon mounted bayonets, these 

bayonet types also serve as fighting knives, survival 

utility knives, hammers - when using the pommel, and 

insulated wire cutters when used with the scabbard.  

Since you will need all these things, having them all in 

one item will reduce the number of items you will 

need to carry.  

The AKM and AK74 bayonets are interchangeable 

and can fit most AK-pattern weapons, and even the 

SVD Designated Marksman Rifle.  

FYI, I have seen them used as throwing knives and 

have even heard of them being used as field-

expedient step ups. Apparently, you can jam the 

blade into a tree and stand on the protruding handle.  

Do so at your own risk of course. 

The M9 and OKC-S3 bayonets can fit most M-16 

family weapons, with the M9 also being compatible 

with the Mossberg 590 Special Purpose shotgun. 

NB, not all bayonets are interchangeable with all 

firearms, so check compatibility in advance. 
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Using Hand Weapons against 

Mutants. 

 

Generally speaking, when facing mutants, 

bludgeoning, piercing and chopping weapons are 

more effective than slashing weapons.  

Due to mutant’s extreme levels of aggression and 

resistance to pain, shallow cuts will be ignored 

completely, and even a major arterial bleed or 

punctured lung will not deter them. And in the time it 

takes for them to suffocate or bleed-out, they will still 

be trying to kill you. 

However, even the most frenzied mutant will be 

stopped dead, literally, if you cave in its skull and 

destroy its brain. A stab through the braincase should 

also do this, as would of course decapitation. 

A severed spine will cause paralysis from the 

severing point downwards, although this may not stop 

the mutant from trying to attack you. 

Severing a limb will reduce their mobility and/or 

attacking ability. Failing that, severing the tendons 

and ligaments, or shattering the limb’s bones should 

suffice. 
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If you are forced into close quarter combat with 

mutants you should aim to, in descending order of 

preference; 

 

• Kill in one hit. 

• Paralyse in one hit. 

• Disable in one hit. 

 

I stress ‘in one hit’ as you want the fight to be over as 

quickly and efficiently as possible. This will minimise 

the risk of injury and contamination to yourself, allow 

you to engage another opponent if necessary and 

ensure you have the energy to make your escape.  

 

“Hit hard and run away bravely!” as they say. 
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Training for Hand–to–hand Combat. 

 

Probably the best and safest way to improve your 

unarmed combat skills, outside of the military, is to 

practice one or more martial arts. However, you must 

choose wisely which to invest your time, energy and 

money in, as not all martial arts are created equal.  

Consider carefully what skills you need to learn, and 

the situations where you may need to use them.  

Remember, what you need to know is how to 

overcome an enemy in unarmed combat in the Zone, 

nothing more, nothing less.  

You need to take into account the possibilities that 

your opponent may be wearing armour, may 

themselves be armed, there may be more than one of 

them and they may not even be human.  

There is no tailor-made martial art for the Zone, so 

you will need to ‘cherry pick’ different aspects of 

various styles, and fuse them into something that 

would work for you. 

Generally speaking, modern self-defence styles, such 

as Krav Maga, are of more use than traditional or 

sport orientated martial arts. This is because these 

modern practical disciplines emphasise high-stress 

realistic self-defence scenarios. These may include 

multiple opponents, weapons and realistic 

environments.  

There is no better training for fighting a human 

opponent than actually fighting one.  
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However, getting involved in frequent bar-room brawls 

is a very effective way of getting yourself injured or 

arrested.  

The best compromise between realism, legality and 

safety is found in full contact, limited rules sparring.  

Therefore, Mixed Martial Arts should also be included 

in your repertoire. The physical conditioning that goes 

with this will also be of great benefit.  

Other, more traditional martial arts are generally of 

less use. If you are considering one however, think of 

the following before committing time and money to it.  

Firstly, make sure the arts you practice are practical 

and based on science, not mysticism. Martial arts that 

focus on ‘inner chi’, or other such nonsense, are not 

worth your time and energy. 

Many traditional martial arts make assumptions about 

what sort of opponent you will be facing, and how 

they will fight. Secondly, most will only teach one-on-

one fighting. Lastly, most will only teach you to fight in 

a flat open environment, such as a ring or dojo. 

For example, most types of traditional Karate will 

teach you how to do Karate, against one opponent, 

who is themselves doing Karate.  

This is not the same as teaching you how to fight as 

you would need to in the Zone. 

Do your homework and find out what different classes 

and instructors can teach you. It is quite likely you will 

need to take multiple classes with multiple instructors 

to learn everything you will need to know.  
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This includes;  

• Empty hands vs empty hands. 

• Empty hands vs blunt weapons. 

• Empty hands vs blades. 

• Blunt weapons vs empty hands. 

• Blunt weapons vs blunt weapons. 

• Blunt weapons vs blades. 

• Blades vs empty hands. 

• Blades vs blunt weapons. 

• Blades vs blades. 

• Hand weapon and firearm disarms. 

• Grappling while standing, aka ‘the clinch’. 

• Take downs and take down defence. 

• Ground fighting and ground defence. 

• How to apply and escape from chokes and holds. 

• Break falls. 

• Fighting armoured opponents. 

• Fighting in armour. 

• Defence against animal attack. 

• Fighting in multiple environments. 

• Fighting in and under water. 

• All the above with different numbers of combatants. 

• All of the above, but in the dark. 
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Martial arts that focus on high kicks, or worse yet 

jumping kicks, are of limited use. It is doubtful you 

could reliably pull off these moves whilst encumbered 

with body armour, weapons, loot etc.  

Worse yet you may lose your footing, which could be 

disastrous in the Zone.  

Remember, the ground may be radioactive, 

contaminated, mined or covered in broken glass and 

rusty metal.  

For these reasons, exclusively ground fighting martial 

arts are also of limited use. However, they may be 

worth practising to learn how to avoid being taken to 

the ground in the first place, or how to defend yourself 

and get back up quickly if you are. 

Remember, you are training to defend yourself from 

attack, not trying to earn yourself a black belt.  

Ideally, you should learn a few simple and effective 

techniques, and then practice them until you can 

perform them without thinking.  

Conversely, trying to learn 101 different moves, which 

you cannot perform well and have to think about, 

could get you killed. In the Zone, ‘technique log-jam’ 

can prove fatal. 

One more thing, ignore what you see in movies.  

Firstly, fight scenes in movies are usually filmed with 

entertainment as the first and often only priority. They 

are far more dramatic and acrobatic than a real-life 

fight.  
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Trying to pull off these ‘ninja moves’ in real life will 

end badly for you, and in the Zone, this means ending 

up dead.  

Secondly, many films grossly overestimate how much 

damage the human body can take in a fight whilst 

remaining functional and conscious. Most grossly 

underestimate how fragile a bare knuckle can be too.  

Lastly, films seldom depict how exhausting even a 

brief fight can be.  

This is one of the reasons why the ‘conditioning’ you 

will get from MMA training is so important. 
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Booby Traps, Mines and IEDs. 

 

Introduction.  

 

Booby traps are one of the oldest weapons of both 

hunting and war. From simple pitfall traps to remotely 

detonated IEDs, these types of weapons have caused 

countless casualties for thousands of years.  

Their greatest advantages are also their greatest 

drawbacks, these being that they are both persistent 

and indiscriminate. 

Once such a weapon has been set up, the user is 

usually free to leave the area, thus reducing the risk 

of direct combat.  

The devices will typically remain active until either 

deliberately deactivated, or as is more often the case, 

triggered.  

The problem however is that they do not discriminate 

their target, and so will capture, injure or kill anyone or 

anything that sets them off. This could just as easily 

be non-combatants and friendlies as it is hostiles.  

This is one of the main reasons why the use of such 

weapons is banned by many international treaties. 

However not everyone in the Zone will abide by such 

niceties, so you must be alert for them. 
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There are four main uses of such weapons, these 

being signalling, destruction of personnel and 

materiel, psychological warfare and ‘area denial’. 

Their most prolific users in the Zone are the 

Monolithians, who are suspected of littering the 

borders of their territory with many such devices, and 

possibly at key choke points deeper within their 

territory too.  

It is believed they started doing this as a response to 

the deactivation of the Brain Scorcher, as they then 

needed additional layers of defence to protect their 

territory. 

The other factions have refrained from using such 

weapons on a regular basis, due to the high risk of 

friendly and non-combatant casualties. Note that I 

said, ‘on a regular basis’. 

This was deliberate, as they have been known to use 

them from time to time.  

Hunters may use traps to catch mutants, especially if 

they need to take the mutant alive, so watch your 

step. Being caught in a trap with a cornered and 

hungry mutant would not be a pleasant experience.  

IEDs and mines have been used on occasion to 

destroy particularly dangerous and hard to kill 

mutants, such as Chimeras, Chernobyl Bears and 

Pseudogiants. 

We will now go through the four main uses of these 

weapons. 
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Signalling and Early Warning. 

 

It is common practice for Stalkers to set up simple trip 

wire alerts at the entrance points of the buildings they 

are operating in.  

This is to give them advanced warning of when 

someone or something enters said building. These 

might be linked to bells, cans or anything they can 

find that would make a noise. Some might be linked to 

light sources too. 

Safe havens will have similar alerts, and trip wires 

further out to warn of approaching hostiles. These 

might be connected to flares, flash bangs, flood lights 

and the like. These are generally harmless, and are 

intended only to alert the haven’s defenders, and to 

provide illumination to help them identify the location 

and nature of the targets.  

If you accidentally set one off, make sure you put your 

hands up and follow any instructions the sentries give 

you to-the-letter. If they suspect you are a hostile, 

they may well shoot first, investigate second.  

This is assuming they bother to investigate at all of 

course. 
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Destruction of Personnel and 

Material. 

 

This use is self-explanatory. These are intended to 

maim and kill personnel and to destroy equipment i.e. 

vehicles. They fall into two main categories, non-

explosive and explosive. 

 

Non-explosive.  

These are generally more primitive, and consist of pit 

fall traps, bear traps, punji sticks, log falls, snares etc.  

They have the advantages of being quiet, and that 

they can be created out of local materials, such as 

wood and scrap metal. 

 

Explosive.  

These consist of land mines, ‘Bouncing Bettys’, 

claymores, grenade traps, IEDs etc. They are more 

resource intensive to create but are generally more 

lethal. 
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Area Denial. 

 

This is fairly self-explanatory too. A mine field will 

prevent personnel and vehicles from crossing it once 

they know of its location. This can be used to protect 

an area, and to channel a hostile force into a 

designated ‘kill zone.’ 

 

Psychological Warfare. 

 

This is less obvious, but it is actually one of the most 

devastating effects of these weapons.  

Anyone operating in an environment where the use of 

such weapons is even suspected, will have to be on 

high alert at all times. A single wrong step could prove 

fatal, and they will be very aware of this.  

The stress and mental exhaustion this creates can 

soon take its toll on even the toughest of minds. 

The high incidence of PTSD amongst Vietnam 

veterans, and those returning from Afghanistan and 

the Gulf, are partly due to this.  

The Monolithians take full advantage of this, and the 

mere suspicion that their territory is littered with such 

traps is enough to dissuade most from attempting to 

enter it. 
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Mines. 

 

Although both Belarus and Ukraine are parties to the 

Ottawa mine-ban treaty, antipersonnel mines are 

used by both states in the Zone, and the areas 

immediately surrounding it.  

This is to help keep people out of the Zone, and to 

help keep mutants and the like contained within it.  

The international community has not yet objected to 

this, probably considering this a special case, since 

the Zone is both unique and a potential threat.  

These minefields tend to be situated just within and 

just outside the Zone’s perimeter. Once you get 

deeper into the Zone proper, you are unlikely to 

encounter any more, except perhaps at some former 

military installations. 

Thankfully the minefields are clearly marked out and 

signed, so you should not have a problem with them 

so long as you keep your eyes open and stay well 

away. To my knowledge government forces have thus 

far refrained from placing mines in unmarked areas. 

The factions however may use landmines as IEDs, 

which is a different situation entirely… 
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IEDs. 

 

IEDs, short for ‘Improvised Explosive Devices’ are not 

common in the Zone, but you may encounter them.  

The factions have been known to use these against 

each other on occasion, but like mines, IEDs are 

indiscriminate, and could kill you even if you are not 

the intended target.  

I have heard of Bandits rigging up booby traps with 

flares, CS gas canisters etc. to initiate ambushes 

against Loners. They use the noise and distraction to 

get into ‘mugging range’. 

The best defence is of course avoidance.  

Be mindful of where you step and keep a careful eye 

on your surroundings. If anything looks suspicious, 

assume that it is, and give it a wide berth. Also avoid 

obvious choke points, ambush sites etc. I’ll cover 

these in more depth later. 
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Training. 

 

You can probably find information about simple 

animal traps in books and online, since these have a 

legitimate use for hunting and pest control. 

I doubt very much that you could find hands-on 

training for creating IEDs for what should be obvious 

reasons.  

You may be able to find information about this on-line, 

however I highly discourage looking this up.  

Since the main users of IEDs outside of the Zone are 

terrorists, if you go looking this up you will almost 

certainly draw attention from the authorities. If you 

end up on a ‘no fly’ list, or even worse, behind bars, 

you are not getting to the Zone. Probably. 

Remember, you are going to be an artifact hunter, so 

you do not need to know how to make such weapons, 

only how to avoid them.  

This information is readily available, as there have 

been plenty of books and documentaries created on 

the subject.  

Land mines have been in use since WW1, booby 

traps were common in Vietnam and IEDs have 

become synonymous with Iraq and Afghanistan.  

Researching these should show you how to avoid 

such threats.  
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Ranged Weapons. 

Introduction. 

 

Any weapon that allows you to engage a threat from a 

distance has a clear advantage over one that forces 

you to get close.  

This is especially true if the enemy does not possess 

ranged weapons themselves, as you will be able to 

engage them from a position of relative safety 

 Until they close the distance that is. 

Most ranged weapons fall under one or more of the 

following categories, these being; throwing weapons, 

bows and arrows, lobbing weapons and firearms. 

 

Throwing Weapons. 

 

By this I mean throwing knives, darts, ‘ninja stars’ and 

other similar ‘weapons’.  

Do not waste your time with these.  

Using them correctly requires extensive training and 

experience that you probably do not possess already, 

and definitely do not have the time to acquire. There 

are many far more effective alternatives.  

Lobbing weapons - grenades, Molotov’s etc. are a 

different story entirely, and will be covered later. 
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Bows and Arrows, Crossbows and 

Bolts. 

 

The ranged weapons of choice until the introduction 

of firearms, these weapons enjoy a niche role in the 

Zone, this role being the hunting of mutants. Arrows 

and bolts can kill a mutant via trauma and blood loss, 

while still leaving its body and hide relatively intact. 

This will make the carcass, organs, skin etc. more 

valuable to those outside the Zone that desire such 

things.  

Did you know there is a burgeoning market in the Far 

East for mutant organs, which they use in their 

‘traditional’ medicines? Well there is. How exactly you 

can call a species that did not even exist before 2006 

‘traditional’ I do not know, but so long as they keep 

paying I don’t particularly care. 

These weapons also have the advantage of being 

very quiet compared to firearms, so they can be 

useful for stealth kills if suppressed weapons are not 

available. 

The main drawback is that these weapons can be 

quite large, which may necessitate them being a 

primary weapon. They have a relatively low rate of 

fire, making them less effective as defensive weapons 

against a swarm of mutants. You would also be 

outclassed against a human opponent armed with a 

gun. Keeping a compact submachine gun or short 

barrelled carbine handy would do much to remedy 

this of course. 
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Crossbows are easier to use than bows for beginners, 

which is one of the reasons they have become more 

popular with game hunters. Modern crossbows 

feature stocks, pistol grips and sights similar to rifles. 

This reduces the ‘training burden’, as the skills you 

will acquire learning to use one will be somewhat 

transferable to using the other. 

The power of bows and crossbows is in their ‘draw 

weight’, the greater the draw weight, the more 

powerful and longer ranged the bow or crossbow. The 

downside is that the higher the draw weight, the more 

difficult and tiring it is to cock, as that string has to be 

drawn back by hand. The highest draw weight 

crossbows may require you to anchor it to the ground 

via the cocking stirrup and pull the string back using 

your whole body. Obviously, this takes time and can 

use a lot of energy if you are doing it repeatedly. 

Full size crossbows come in two main categories, 

recurve crossbows and compound crossbows.  

Recurve crossbows are of simpler construction, are 

lighter and generally less expensive. 

Compound crossbows involve a series of lever-and-

pulley-systems. This stores more energy in the string 

and allows the bolt to be fired at a greater velocity 

whilst requiring less effort to cock. Their main 

drawbacks are their increased weight, complexity and 

expense. 

Compact folding survival bows can be useful as 

secondary weapons, due to their light weight and 

small size. Be mindful however that this convenience 

comes at the cost of range and power.  
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The same can be said for Pistol crossbows. All things 

considered a standard pistol would usually be a better 

back up weapon. 

Arrows and bolts come in a range of sizes and can be 

made from a range of materials, such as wood, 

carbon and aluminium. All have their relative 

advantages and disadvantages. Heavier bolts will 

penetrate more effectively, whilst lighter bolts will 

provide greater range.    

Crossbow bolts come with a range of tips. The three 

main types are as follows; 

 

Field Tip: 

This is actually a misnomer, since they are mostly 

intended for training, i.e. shooting at archery targets. 

They feature a pointed end, but no cutting surfaces, 

which limits their wounding potential. That said their 

relatively low drag profile may give you greater range.  

 

Broadhead:  

Broadhead bolts feature cutting surfaces, usually 

three, which result in considerably greater wounding 

and blood loss. These are far more suitable for taking 

down larger mutants. The downside is that the blades 

create greater drag in flight, which reduces their 

effective range. Some feature removable blades 

which can aid in storage when not in use. Be careful 

not to cut yourself or puncture your CBRN suit if using 

Broadheads. 



131 
 

Expandable–blade Broadheads:  

These feature blades that open up when impacting 

the target. The advantages of these are that since the 

blades do not deploy in flight, they do not create drag, 

which helps the bolt retain velocity and thus increases 

its effective range.  

Secondly, they are far safer to handle as the cutting 

edge is not exposed. 

 

Exotic Tips: 

There are a number of exotic bolt tips available, such 

as those with explosive tips. However, the 

effectiveness of these is questionable. Often these 

are improvised and made by hand, for example by 

fixing a 12-gauge shot shell to the end of an arrow or 

bolt. 

There is a sizable online community of crossbow 

enthusiasts and game hunters. If you are considering 

using a crossbow, I suggest you research this further, 

but as always, keep your legend straight! 

With crossbows, the general rule of thumb is that you 

should use the size of bolt recommended for your 

model of crossbow.  

You might be able to use longer bolts in them safely, 

but using bolts shorter than what your crossbow is 

designed for could be dangerous.  

Secondly you should never ‘dry fire’ a crossbow, as 

doing so could damage the crossbow, and quite 

possibly yourself as well. 
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One big advantage of bows and crossbows is that 

their ammunition, arrows and bolts, are relatively 

simple, and so could potentially be produced by hand 

using local materials.  

Pre-industrial civilisations were doing this for 

thousands of years, and the Zone is certainly not 

short of the necessary materials.  

It has plenty of trees for shafts, scrap metal for the 

heads and crow feathers for fletching.  

The quality and effectiveness of such ‘ghetto arrows’ 

will no doubt be less than that of professionally made 

arrows using modern materials.  

That said, they would be better than nothing, so in 

times of extreme shortages they could prove very 

useful.  
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Learning to use Bows and Arrows. 

 

The best place to learn how to use bows and 

crossbows is at a professional archery club. Since an 

arrow will not penetrate a brick wall, archery clubs do 

not require the same amount of space and safety set 

ups that firearm clubs do. Therefore, they are fairly 

common in many countries. You can probably find 

them operating out of leisure centres, sports parks 

and the like.  

Some clubs are leisure orientated, offering children’s 

archery parties and the like, while others are less so, 

catering instead for professional competitive archers. 

Clearly the latter is more useful to you. Try to find a 

club that will teach you how to hit moving targets. 

Learning how to bow hunt may be more difficult, 

depending on where you live, and what laws govern 

hunting there. If you live in an area where this is legal, 

then finding a class or instructor to teach you may be 

possible. If not, then there are many books, websites 

and on-line videos you can study instead. 

Since combating humans with archery is largely 

obsolete, learning how to do this may be more 

problematic. Historical re-enactment clubs and 

historical martial arts clubs, such as HEMA, ‘Historical 

European Martial Arts’ may be your closest analogue.  

If clubs are not available, there are plenty of books, 

websites and videos about historical archery you can 

study. Remember to tweak what you learn to make it 

suitable for the Zone in the 21st century. 
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Explosives and Incendiaries. 

Hand Grenades. 

 

Hand grenades are useful as they can be used as 

indirect ‘non-line-of-sight weapons’, i.e. you do not 

have to be able to see an enemy to hit them. They 

can be thrown into trenches and fox holes, through 

windows and doorways, down lift shafts, bounced 

around corners and dropped from ladders etc.  

They can of course also be thrown from behind cover, 

thus not exposing the thrower to direct fire. Due to this 

versatility they have been used by most fighting units 

since World War One. 

In the Zone they are even more useful, as they can 

also be very effective at clearing out areas of mutants, 

particularly in enclosed spaces. 

It is worth noting that hand grenades come in two 

distinct ‘flavours’, defensive and offensive. This is not 

usually shown in popular media, but it is vital to know 

the difference, lest you blow yourself up. 

Offensive grenades are designed to kill or maim 

largely through the blast of their explosion. Because 

of this, some are referred to as 'concussion 

grenades'. Their kill radius tends to be between 2-6 

meters, whilst their casualty radius is between 15-20 

meters. This distance is less than most people can 

throw them, therefore they can be used when the 

thrower is in the open and out of cover. 
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Defensive grenades possess cases designed to 

cause maximum fragmentation. This is what gives 

many of them their distinctive ‘pineapple’ shape.  

Their casualty radius is far larger at some 20-30 

meters, and in some cases even greater than that.  

Note this is further than most people can throw them. 

Therefore, they can only be used safely when the 

thrower is in cover. Note that this applies to nearby 

friendlies as well, which is why troops shout ‘frag out’ 

before throwing them, to warn their team mates to get 

down and into cover.  

You should probably do likewise.  

The Russian F-1 is a defensive grenade you will very 

likely encounter in the Zone. 

It is worth noting that although the casualty radius of 

hand grenades is around 20 to 30 meters, some 

pieces of shrapnel may travel for 100 meters or more.  

This can be very difficult to predict, so be careful. 

Note that Hollywood and video games tend to grossly 

overestimate how powerful hand grenades are. A 

grenade will not send someone flying ten feet in the 

air and across the room, the ‘falling on a grenade to 

save your buddies trick’ wouldn't work if it did.  

Even so, the injuries they cause can be both horrific 

and incapacitating, and if you become incapacitated 

in the Zone, you are dead. 
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Molotov Cocktails. 

 

‘Molotov Cocktails’ are improvised incendiary devices, 

which can be useful for starting fires and igniting 

flammable liquids and gases from a safe distance.  

They can also be used directly as weapons, although 

hitting a moving target with one is more a matter of 

luck than anything else.  

Since most animals are afraid of fire, mutants 

included, they can be useful for keeping them at bay. 

They can also be used for temporarily sealing off 

corridors, rooms and the like by creating fires, 

although this is risky at best.  

Great care must be taken when using these, and 

incendiary weapons in general, since the fires they 

start are indiscriminate. If used incorrectly they may 

pose as much of a threat to you as to the target.  

Always be aware of your surroundings and what they 

contain.  

Are there flammable materials nearby, are there 

explosives, ammunition, gas leaks etc.?  

If there are, then using incendiary weapons is highly 

discouraged. 

You should use incendiary weapons only when you 

are sure it is safe to do so. 
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Hand Grenade and Molotov Cocktail 

Training. 

 

Again, military service is probably the best place to 

get acquainted with such weapons, however there are 

‘civvy street’ alternatives.  

Theory information is freely available through the 

usual channels, so this will not be a problem.  

Getting ‘hands on’ practical training is likely to be far 

more difficult however, since most governments will 

not allow their citizens to own explosive weapons. 

Airsoft suppliers may stock replica grenades which 

could prove useful as training aids. Failing that, then 

practising with a realistically sized and weighted inert 

replica grenade, or a ball of similar size, weight and 

hardness may suffice.  

Concentrate on improving your throwing range and 

aim. Keep note of how far you can throw them. If you 

are unable to throw an offensive grenade further than 

its minimum safe distance, then it would be wise to 

use these only when in cover, as you would with a 

defensive grenade.  

Getting a face full of your own shrapnel will do nothing 

for your looks. 

Practising throwing ball sports may help your aim and 

throwing distance, whilst getting coaching on your 

technique from an expert could prove useful. 

Remember to get your legend straight of course!  



138 
 

Grenade Launchers. 

 

Grenade launchers are weapons that propel a 

projectile, the grenade, towards the target, typically in 

a lobbing trajectory.  

Grenade launchers have far greater effective ranges 

than hand grenades, with most being able to engage 

‘area targets’ out to about 300 meters. 

A grenade launcher can be a great ‘force multiplier’, 

granting the user additional firepower and capabilities.  

The grenades are usually equipped with a High-

Explosive Dual Purpose, ‘HEDP’, warhead.  

These are effective against both groups of personnel 

due to blast and fragmentation, and soft skinned 

vehicles due to their shape charge component. 

Launcher grenades are very effective at engaging 

targets in dead ground, that is targets below your line 

of sight, and they can be lobbed over cover.  

Launcher grenades are also useful for house clearing, 

as they can be shot through windows to kill targets 

inside.  

Additionally, they can be used for breaching doors, 

walls and barriers. 

Some grenade types, such as the 40mm US M576 

are buckshot rounds, useful for close range combat. 

Grenade launchers come in two main types;  
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The first type are standalone launchers.  

Examples of these include the single shot US M79 

break action grenade launcher, and the Russian RG-

6, six shot revolver grenade launcher. 

The second type are single shot under barrel grenade 

launchers, which are attached to assault rifles.  

Examples include the US M203, for use with M-16 

type weapons, and the Russian GP-25, used with AK 

pattern assault rifles. 

NB - although both use 40mm grenades, they are not 

interchangeable, as the grenades are designed quite 

differently. 

In the Zone they have found an additional use – that 

being killing large mutants. A direct hit, or even a near 

miss, will kill a Chimera outright, and even a 

Pseudogiant will be gravely wounded if caught in the 

blast. 

Grenade launchers are relatively rare, so too their 

ammo, so try to save them for when you really need 

them.    

NB - grenade launchers should not be confused with 

rifle grenades, which I will get to next. 
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Rifle Grenades. 

 

Rifle grenades are projectile weapons which were 

very popular with military forces before the 

widespread introduction of grenade launchers.  

To use one, the operator inserts the grenade’s tail 

end over the muzzle of a compatible rifle, and then 

fires a specialised blank round. The expanding 

gasses propel the rifle grenade towards the target, 

again in a lobbing trajectory. 

Great care must be taken not to use a live round in 

the rifle. Doing so will likely damage the rifle and may 

cause the rifle grenade to explode there and then, 

killing the operator and anyone nearby. 

Rare ‘shoot-through’ rifle grenades, which allow the 

use of live rounds, do exist however.  

Whatever you do, do not confuse the two! 

During the cold war, both the Soviets and NATO used 

rifle grenades, and rifles such as the FN-FAL were 

designed to be compatible with them without 

modification. 

Rifle grenades were largely superseded in front line 

service by grenade launchers, and they are very rare 

in the Zone. However, since most military rifles are 

designed to be compatible with rifle grenades, you 

cannot rule out the possibility of encountering them. If 

you find yourself in possession of a rifle grenade, 

check compatibility before trying to use it, and brace 

yourself for their heavy recoil. 
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Shoulder Fired RPGs, ATGMs and 

MANPADS. 

 

Rocket Propelled Grenades, or ‘RPGs’ are fairly rare 

in the Zone. The lack of functional armoured vehicles 

in the Zone makes them largely unnecessary. Their 

considerable size, weight and bulky ammo make 

them impractical for general use too, so Stalkers 

rarely carry them.  

However, if you are very unlucky you may encounter 

them. Their main users are the fighters of the 

Monolith faction. They will happily expend an RPG to 

kill a solitary Stalker.  

‘Overkill’ clearly does not feature in their vocabulary.  

The most common RPG encountered is the venerable 

and ubiquitous RPG-7, with an effective range of 200 

meters. There is plenty of information in the public 

domain about this iconic weapon, so make sure you 

research this. 

What most sources, including video games and 

Hollywood, do not make sufficiently clear is just how 

dangerous the back blast from these types of 

weapons can be.  

If someone is standing behind you when you fire one, 

they are dead. 

If fired from within a confined space then everyone in 

it is dead, as the back blast will rebound off the walls, 

pulverising all present.  
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What’s more, combustible materials may be set alight 

if caught in the back blast. 

Therefore, be mindful of your surroundings if using 

such weapons.  

Some modern RPGs, such as the AT4-CS - Confined 

Space - are designed to be used safely in confined 

spaces, hence the name. However, the chances of 

finding one of these in the Zone is pretty much zero. 

Note that RPGs can fire a range of warheads, 

allowing them to engage a variety of targets.  

Examples include HEAT warheads for the 

engagement of armoured targets, thermobaric 

warheads for destroying structures and HE warheads 

for engaging infantry.  

Due to the lack of armoured vehicles to engage in the 

Zone, and the desire to preserve the few intact 

structures that are still standing, almost all RPG 

rounds found in the Zone are of the HE variety. 

Other shoulder launched weapons, such as ATGMs 

‘Anti-Tank Guided Missiles’ and MANPADS ‘Man-

Portable Air-Defence Systems’ work in a similar 

fashion. They are even less common in the Zone than 

RPGs, so you have almost no chance of encountering 

them.  
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Less-than-lethal Weapons.  

 

Introduction. 

 

‘Less-than-lethal Weapons’ are designed to deter or 

incapacitate an attacker, without killing or seriously 

injuring them. 

Most would be of little use in the Zone.  

I have included them here so that you are aware of 

both their existence, and the reasons behind their lack 

of utility in the Zone. 

NB – The older term ‘Non-lethal weapons’ has fallen 

out of favour, since these weapons can prove fatal in 

some rare circumstances. 
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‘Traumatic’ Firearms. 

 

Despite their rather fearsome sounding name, 

traumatic firearms are actually less-than-lethal 

defensive weapons. They were originally intended for 

civilian use, to enable civilians to protect themselves 

against mugging, assaults, rape attempts and the like. 

Since then they have also been adopted by some 

police forces as a method of subduing hostile and 

uncooperative suspects. 

These snub-pistol sized weapons subdue targets due 

to the impact force of the rubber bullet and the pain 

this causes. Some rounds contain tear gas irritants to 

disorientate and temporarily blind an assailant. The 

effective range of traumatic weapons is relatively low, 

typically less than ten meters. 

Traumatic weapons would be of little use in the Zone. 

Humans will likely be armed with true firearms, which 

will easily outrange a traumatic weapon.  

The impact force of rubber bullets and the pain they 

cause is unlikely to stop a determined attacker for 

long. If they are wearing any sort of body armour, 

then the chances of them being incapacitated are 

even less. 

They would also be ineffective against mutants due to 

their heightened aggression and resistance to pain. 

Less-than-lethal shotgun rounds, such as bean bag 

rounds and rock salt will be similarly ineffective, for 

the same reasons. 
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Tasers and Tranquilizer Guns 

 

Tasers are also of limited use. They might 

incapacitate an opponent for a short duration, but 

once the effect has worn off, they will become a threat 

again.  

Hand held Tasers are further hampered by both their 

extremely limited range and that they can only 

incapacitate one opponent at a time, which is useless 

if you are attacked by multiple hostiles.  

Shotgun Taser slugs remedy this to a certain extent, 

but in most cases a regular lethal slug would be more 

effective at neutralising a threat – permanently.  

Tranquilizer guns are also of limited value. Getting the 

dose correct is tricky, even with well understood 

naturally occurring animals. Too little tranquiliser, and 

you will not subdue the target. Too much and you will 

probably kill it.  

Getting the dose right for a mutant will be even more 

difficult.  

In any case, the effects are not instantaneous, and 

whilst you are waiting for it to take effect the mutant 

will almost certainly be attacking you.  

The only time tranquilizer guns might be applicable is 

when mutants need to be captured alive.  

This is a very difficult and dangerous task, that is only 

offered to, and performed by, elite mutant hunter 

teams. 
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Chemical Sprays, Gasses and 

Aerosols. 

 

Non-lethal chemical weapons, such as tear ‘gas’, 

pepper spray, mace etc. are also ineffective in most 

cases. Note that tear gas is not actually a gas, it’s an 

aerosol like the others. 

These agents work by irritating the mucous 

membranes, such as the eyes, nose, throat and 

lungs. This irritation leads to sneezing, coughing, 

difficulty in breathing, watering of the eyes, eye pain 

and temporary blindness.  

Combined these effects can be quite incapacitating. 

However, they will be ineffective against most human 

attackers in the Zone, as they will likely be wearing 

gas masks, which renders these weapons useless.  

Of course, this means these agents would be 

ineffective against you as well, assuming you are 

wearing your gas mask at the time. 

Mutants might be affected by them, but this is 

unreliable, and some species might be more effected 

by them than others.  

Blind Dogs for example might be less effected, since 

they have no eyes to irritate, and they hunt via sound.  

A Controller, who is still essentially human, might be 

as susceptible as a human without a gas mask. 
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Mutants with semi-permeable skin, such as 

Bloodsuckers and Chernobyl Catfish might be more 

susceptible, as their whole body may act as a mucous 

membrane. 

I say ‘might’, because as far as I know, no one has 

attempted this. If they did, they did not survive to tell 

the tale.  

 

Conclusion. 

 

Given the choice between using a less-than-lethal 

weapon that might stop a mutant, and a lethal 

weapon that will stop one, a wise Stalker will always 

choose the latter option.  

The same goes for facing off against armed humans. 

The fact that there has been no demand from Stalkers 

for less-than-lethal weapons suggests they all think 

alike on this. 
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Firearms. 

 

Introduction to the Gun. 

 

No other invention in human history has enabled man 

to kill his fellow man as easily, and in such quantities, 

as the gun.  

And nowhere is this truer than in the Zone, where the 

factions, especially those crazy Monolith bastards, 

have turned it into a war zone.  

Factions fight rival factions over territory and ideology. 

Bandits prey on Stalkers at gun point. Loners arm 

themselves to protect their hard-earned loot from 

these Bandits, and everyone needs a gun to avoid 

being eaten by mutants.  

In short, everyone in the Zone, and I do mean 

everyone, is ‘packing heat’, all of the time.  

Put simply, the Zone is awash with guns.  

As if it was not dangerous enough there already… 

 

  



149 
 

Choosing the Right Gun for the Job. 

 

When selecting your weapon of choice, go through 

the following checklist, which will help you assess its 

suitability for the task at hand.  

 

1. Familiarity and ease-of-use. 

2. Availability of ammunition. 

3. Reliability and availability of spare parts. 

4. Effective range. 

5. Rate of fire and speed of reloading. 

6. Armour penetration. 

7. Versatility. 

8. Does it have a specialist use? 

9. Can it be suppressed? 

10. Can it be used for melee combat? 

 

We will now go through each of these in more detail.  
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Familiarity and Ease of Use. 

 

If you already have extensive experience of a 

particular firearm, that is to say shooting it, cleaning it, 

maintaining and stripping it, then this may be the best 

choice for you, so long as it also meets criteria two 

and three.  

If you actually own the weapon in question, and are 

able to smuggle it along with yourself into the Zone, 

so much the better.  

If this is not possible, or you are unable to gain 

experience of a particular firearm before you arrive, 

then it is wise to choose a weapon that is simple to 

use and maintain.  

Make sure you then spend some time getting familiar 

with it, before heading out on an excursion or raid. 
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Availability of Ammunition. 

 

Even the best gun in the world, in the hands of the 

world’s best marksman, becomes little more than a 

club once its ammo has run out. Therefore, ensure 

your weapon uses ammo that will be available in the 

Zone. Common calibres are: 12-gauge shotgun shells 

and slugs. Pistol rounds in 7.62×25mm Tokarev, 

9x18mm Makarov, 9x19mm Parabellum and .45 ACP. 

Assault rifles are common in 5.45x39mm Soviet and 

5.56x45mm NATO.  

Larger calibre ammo, such as 7.62x39mm Soviet, 

7.62x51mm NATO, 7.62x54Rmm and 9x39mm are 

less common but still encountered. 

Calibres not mentioned here, of which there are 

many, are too rarely encountered to be considered for 

use.  

Small calibre ammo, such as .22 Long Rifle, are 

rarely encountered due to their limited range, poor 

armour penetration and limited wounding potential 

against larger targets.  

That said, a well-placed headshot with a .22LR can 

kill a human sized target, as can multiple shots to the 

body at close range. We saw this in the Robert F. 

Kennedy assassination, where he was killed by an 

assailant armed with a .22LR pistol revolver.  

The small size and light weight of these rounds mean 

you would be able to carry a substantial amount of 

them. Food for thought… 
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Reliability and Availability of Spare 

Parts. 

 

Make sure your weapon is very reliable, as your life 

will depend upon it.  

Weapons that are rugged and ‘soldier proof’ are 

preferable. If they can remain functional despite being 

in a poor condition and caked in dirt, then so much 

the better.  

Look up ‘mud gun’ to see what I mean.  

Since your weapon will get dirty at some point, you 

should choose a weapon that is easy to clean, strip 

and maintain.  

Fragile and overly complicated ‘plastic princesses’, 

which require TLC to keep operational, are of limited 

use. If it were to fail right when you need it most, you 

may not live long enough to regret your choices. 

However, even with the best care parts may wear out, 

especially when exposed to the unique conditions of 

the Zone.  

Therefore, choose a commonly encountered weapon.  

This should ensure you will have access to a supply 

of spare parts, even if this means having to 

‘cannibalise’ other weapons to obtain them. 
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Effective Range. 

 

This should be self-explanatory, but just in case it 

isn’t;  

Different weapons are most effective at different 

ranges!  

Shotguns and submachine guns are most effective 

close up, but are useless at long ranges.  

Large calibre rifles are effective at long range, but 

their size, low rate of fire and limited magazine 

capacity limits their usefulness at close range.  

Assault rifles excel at medium range.  

Make sure you choose the right weapon, or 

combination of weapons, for the task at hand.  

It’s worth remembering that despite what you may 

have seen in films or played in video games, 

accurately hitting a man-sized target at long range 

requires significant skill and training.  

If you are not already a crack shot, trying to ‘play 

sniper’ in the Zone will at best waste ammo, at worst 

get you killed.  

Therefore, stick to something you can actually use. 
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Rate of Fire and Speed of Reloading. 

 

A high rate of fire can be useful for suppressive fire at 

medium ranges, and for dealing with multiple targets 

at close range. However, try to avoid weapons whose 

cyclical rate is excessively high. 

Be sure to conserve your ammo and use short 

controlled bursts. ‘Spraying and praying’ will just use 

up your ammo, whilst probably hitting everything but 

your target.   

Semi-automatic, burst fire or a lower, manageable, 

rate of fire on full auto is preferable.  

Weapons with low rates of fire, such as bolt action 

rifles, are not recommended at close range. 

Also consider how often you will need to re-load and 

how long this will take.  

Loading individual rounds and shells by hand takes 

time that you may not have in close quarters battle.  

Rifles with 30 round box magazines provide a good 

combination of ammo capacity and speed of 

reloading. 

Shot guns with tubular magazines can take some time 

to reload. It is good practice therefore to keep their 

magazines topped up, ideally using the ‘shoot one, 

load one’ technique.  

Automatic and Semi-automatic shotguns with box or 

drum mags are preferable, as reloading them can be 

done as quickly as with a rifle.   



155 
 

Armour Penetration. 

 

Body armours, both soft and hard, are fairly common 

in the Zone, with even the ubiquitous ‘sunrise’ suit 

possessing Kevlar inserts.  

It is not uncommon for Stalkers to wear additional 

body armour over their suits. This is especially true in 

more recent years, due to the commercial availability 

of plate carrier vests with steel or ceramic plates, 

such as the AR500 series.  

More combat orientated factions, and of course the 

Military, wear high level body armour as standard. 

If attacked by such people, you will need a weapon 

capable of piercing this.  

There is a good deal of detailed information out there 

about the classes of body armour available, what 

armour can defeat which type of ammo, and which is 

multi-hit capable and which is not. I suggest you read 

up on this.  

I will give you a quick run-down of this later when 

discussing suits and protective gear. 

It is worth remembering that weapons and ammo that 

score well for armour penetration will also be more 

effective at penetrating cover, such as walls, trees, 

cars etc.  

It should go without saying that these will also be 

better at penetrating the thick skulls possessed by 

some mutants. 
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Versatility. 

 

A weapon that can adequately fulfil several different 

roles is usually preferable to trying to carry many 

different specialised ‘niche’ weapons. 

This is mainly due to weight and bulk constraints - 

especially so if you are on your own.  

I’ll cover the individual strengths and weaknesses of 

specific weapon types later. 

 

Does it Have a Specialist Use? 

 

Although versatile, general purpose weapons are 

preferable for most situations, sometimes you may 

have a very specific task that requires a very specific 

weapon.  

This might be sniping a distant target or destroying an 

armoured vehicle.  

In these cases, ensure you are carrying the right tool 

for the job.  
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Can it be Suppressed? 

 

Put simply, guns are loud. Very loud. The noise of 

your weapon firing can often give away your position, 

which may draw return fire from hostile humans. 

Secondly, some mutants have learned to associate 

the sound of gunfire with the sudden appearance of 

fresh corpses, and will home in on it to feast on the 

aftermath.  

Therefore, being able to keep your gun fire relatively 

quiet can avoid a lot of trouble. I say, ‘relatively quiet’ 

as most suppressors do not reduce the sound of gun 

fire anywhere near as much as Hollywood would have 

you believe.  

At the very least however, fitting a suppressor will 

protect you from being deafened from your own 

weapon’s fire, so they are a worthwhile addition on 

that basis alone. 

Despite what is widely believed, modern suppressors 

do not reduce the power, range and accuracy of the 

weapons they are attached to.  

First generation suppressors used to do this, but they 

are long gone. 

Be aware that a suppressor will not reduce the ‘crack’ 

of a shot, as this is actually a sonic boom created by 

the bullet travelling through the air at supersonic 

speeds. Slower, subsonic ammunition will remedy this 

however, at the expense of some range, power and 

penetration.  
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Usefulness in Melee Combat. 

 

Although the main aim of firearms is to be able to hit 

targets at a distance, there may be times where you 

will be forced into melee combat.  

For example, your weapon jams, you run out of ammo 

or you are jumped at such close range you do not 

have time to aim.  

In these cases, you may need to use your firearm as 

a melee weapon.  

Due to the presence of mutants, most of which will try 

to close to melee range to attack you, having to use 

your firearm for melee combat is far more likely here 

than in a conventional war zone.  

Some firearms are far more suitable for melee combat 

than others. A long rifle will give you greater reach 

than a pistol or sawn-off shotgun for example. 

Mounting a bayonet will turn a rifle into something like 

a spear, so weapons with bayonet lugs are ideal.  

If it does not possess one, can it be adapted to mount 

a blade in some other way, with an aftermarket 

bayonet clamp or something similar?  

Some firearms can be used as blunt force weapons 

too.  

Rifles with solid stocks can be used as clubs, or ‘butt-

stroking’ as it is sometimes called. If the rifle sports a 

metal butt-plate then so much the better. 
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However, weapons with less sturdy hollow stocks, 

and particularly those where the firing mechanism 

protrudes into the stock, such as the M-4 carbine and 

M-16 rifle, are less suitable for butt-stroking.  

Attempting to do so may in fact break these weapon’s 

firing mechanisms.   

Interestingly, older WW2 era battle rifles, such as the 

Lee-Enfield and Mosin-Nagant, are more useful as 

melee weapons than most modern day firearms. This 

is due to them being designed with bayonet use and 

butt-stroking in mind.  

Old military training manuals and videos showing how 

to use bayonets and butt-stroking effectively are 

available to the public in most places. It would of 

course be advisable to read and watch these where 

possible.  
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Firearm Categories. 

 

In the Zone you will encounter a wide range of 

firearms, obtained from an equally wide range of 

sources. 

Some belong to individual Stalkers, who brought them 

into the Zone themselves.  

Most however are obtained from traders such as 

myself. Where I get them from is for me to know, and 

for you not to find out. 

It would take far too long to list every individual 

weapon you may encounter. It would also be 

pointless to try, since new weapons hit the market all 

the time. 

I will however go through the weapons by category, 

as this at least should remain fairly constant. 

If you wish to research further into individual weapons 

then please do so.  

In fact, I would highly encourage this. 

Below, I have listed the main weapon categories, with 

pointers about what each category is suitable for, and 

for what it is not.  
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Pistols. 

 

The trusty side arm, always there when the proverbial 

has truly hit the fan. As the saying goes ‘Never leave 

home without it’. Put simply, you should always have 

a pistol at your side, but, and I cannot stress this 

enough, only as a backup.  

Their small size, light weight and half decent 

magazine capacity make them ideal last-ditch 

defensive weapons.  

Most can be fired one handed, which is useful if you 

need to hold something in the other, a detector, bolts 

or a torch / flashlight for example. 

Pistols are not however effective offensive weapons. 

Forget what Hollywood and video games would have 

you believe, pistols are not sniper weapons. Even a 

good shot is unlikely to hit a man-sized target past 50 

meters.   

Pistol ammunition is also relatively low velocity, which 

limits its penetrating power. Most types of modern 

body armour can defeat pistol rounds.  

That said, this low velocity makes pistols easier to 

supress. Since some pistol rounds are subsonic, they 

do not create the ‘crack’ associated with supersonic 

rifle rounds. A suppressed subsonic pistol can 

therefore serve as a close range suppressed 

offensive weapon in the absence of anything better. 

Pistols come in four main categories: 
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Single Action Revolvers: 

 

Single action revolvers are the oldest pistol type still in 

use today. They are called single action as pulling the 

trigger fires the pistol, but nothing else.  

To cock the pistol, the shooter will need to manually 

operate the cocking mechanism, usually the hammer, 

before each shot. This takes time and thus slows 

down the rate of fire that can be realistically achieved 

with them.  

One way of increasing the rate of fire is by ‘fanning’. 

This is where the shooter rapidly cycles the cocking 

mechanism with the flat of their other hand.  

You have probably seen gunslingers do this in old 

cowboy movies.  

The problem with fanning is that it is very inaccurate, 

so unless you are shooting at point blank range, or 

your target is the size of a bus, you are likely to miss 

more often than not.  

Single action revolvers were superseded by double 

action revolvers some time ago, and you are unlikely 

to encounter them in the Zone. 

 

 



163 
 

Double Action Revolvers: 

 

In a double action revolver, the trigger pull action 

performs two functions, first cocking the weapon, then 

firing it. Hence double action. This allows for a higher 

rate of accurate fire without the need for fanning. The 

slight drawback is that the trigger pull action can be 

longer and heavier, which can reduce accuracy and 

be tiring if performed repeatedly. That said, you have 

been training your trigger finger like I said earlier 

haven’t you, so this should not be a problem, right? 

Some double action revolvers can operate in both 

single and double action modes, giving you the best 

of both. 

Note that if you are using a revolver, it is highly 

recommended you obtain compatible speed loaders 

to go with it. Reloading a revolver by hand can take 

time, time you may not have in close quarters battle 

or if being swarmed by mutants. 

Revolvers are very rare in the Zone as they are 

generally considered obsolete. That said, there are 

some very powerful revolvers on the market, and 

these are more powerful than most automatics. Some 

of the most extreme examples are revolvers 

chambered for the .500 S&W cartridge. This is a very 

high-power round designed for self-defence against 

large game, such as bears. These overpowered ‘hand 

cannons’ could be useful for Stalkers hunting large 

mutants, such as Bears and Chimeras, although to 

date I have not heard of anyone having done so.  
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Automatic Pistols: 

 

Automatic pistols, such as the 9x19mm Beretta M9, 

9x18mm Makarov PM and the .45 ACP M1911 are 

the most commonly encountered pistols in the Zone.  

Compared to revolvers they have a higher magazine 

capacity – especially if using extended high capacity 

magazines – and are quicker to reload. 

The ‘nines’ have the edge in magazine capacity due 

to their smaller ammunition, whilst the ‘forty-fives’ 

have greater ‘stopping power’. 

Note that ‘automatic pistol’ is something of a 

misnomer, as most automatic pistols cannot fire fully 

automatic.  

Semi-automatic pistols would be a more accurate 

term, but the term automatic pistol has stuck, so we 

are stuck with it. 

One other automatic pistol worth mentioning is the FN 

‘Five-SeveN’. This 1990s era pistol fires supersonic 

5.7mm ammo designed to defeat body armour. 

Unfortunately, neither it, nor its proprietary ammo, 

have made their way to the Zone as of yet. 

That said, both 7.62x25mm Tokarev pistols, such as 

the TT-33 and Zastava M57, and their high velocity 

ammo have made their way to the zone. It has been 

reported that when using ‘hot’ military surplus loads 

they are capable of piercing Level IIIA soft body 

armour. Something to think about…   



165 
 

Fully Automatic Pistols. 

 

There are some automatic pistols which can fire ‘full 

auto’ such as the Glock 18 and OTs-33 Pernach.  

Some might consider these the ultimate in handgun 

design, however managing the recoil of such a light 

weapon firing on full auto might be difficult, and you 

could end up wasting a lot of ammo whilst scoring 

relatively few hits.  

It would also wear out the barrel far more quickly. 

Note that full auto pistols are ‘select fire’ weapons, so 

they can be fired in semi-automatic mode as well.  

This would be the wiser option in most circumstances.  

That said, if you were jumped by a mutant at point 

blank range, flipping the switch to full auto might not 

be such a bad idea. 
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Shotguns. 

 

Shotguns are a common sight in the Zone, far more 

common than in more ‘conventional’ low intensity 

conflict areas.  

There is a very good reason for this, that being 

defence against mutants. 

Shotguns are some of the most effective short-range 

weapons around. The spread of buckshot makes 

hitting small, fast moving targets easier than with 

regular bullets.  

This spread also helps mitigate against the aiming 

errors that can occur in highly stressful, adrenalin 

filled situations. At least some of the ‘shot’ should hit 

the target somewhere, so you are likely to at least 

wound it.  

Do not kid yourself however. Despite what the media 

would have you believe, you do still need to aim a 

shotgun. Pointing it ‘in a targets general direction’ will 

not suffice. 

The sheer stopping power of shotguns is also useful 

for stopping a charging mutant dead in its tracks, 

literally.   

When additional range is required, slugs can be used, 

especially if fired from long barrelled shotguns. 

Another advantage possessed by shotguns is their 

versatility.  

 



167 
 

A shot shell is essentially a ‘cargo round’, meaning it 

can carry a wide range of loads within it, such as door 

breaching rounds, less lethal plastic slugs, birdshot 

etc.  

Creating custom loads is also a possibility. 

Some models of shotguns are very simple, in 

particular the ‘break action’ and ‘pump action’ types.  

This simplicity translates to high reliability, which is 

especially important in close quarters battle.   

Shotguns do suffer from some disadvantages 

however, which have kept them from being popular in 

conventional conflicts.  

These are limited range and poor armour penetration.  

Therefore, they are not a great choice for going 

against well-armed and well-armoured humans.  

Mutants of course do not wear body armour, and 

most have to get very close to harm you, thus 

negating these drawbacks.  

The final drawback of shotguns, that their ammo is 

bulky and heavy, is also less of a concern when 

hunting mutants. Since mutants do not shoot back, 

you will not need to expend ammo on suppressive fire 

against them. Instead you will be shooting only at 

what you expect to hit, thus firing less often.  

Therefore, you will not need to carry as much of it. 

Shotguns come in a wide variety of configurations, 

such as break action, one barrel, two-barrel, pump 

action, semi-automatic and full auto. 
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Full auto drum fed shotguns, such as the Saiga-12 

and the AA-12, are arguably the best close quarter, 

anti-mutant weapons available.  

Unfortunately, they are currently very rare in the 

Zone, a situation my…‘associates’…and I are looking 

to remedy in the near future.  

One downside of semi-automatic and full auto 

shotguns is that they can be unreliable when using 

low power or non-standard loads. In these situations, 

break action, pump action or semi autos with a 

manual pump action override, such as the SPAS 12 

and SPAS 15, would be better choices. 

Note that shotguns can come in rifled or smoothbore 

varieties. Smoothbore shotguns are both more 

common and more versatile, being able to use both 

shot and slugs.  

Rifled shotguns are optimised for firing slugs, and can 

usually achieve greater accuracy and range with them 

than their smoothbore counterparts. However, rifled 

shotguns are less suitable for using buckshot, as the 

spin imparted on the shell tends to make the shot 

disperse far more widely. This significantly reduces 

the shot’s effective range.  

Some shotguns can be equipped with ‘chokes’.  

A choke is a constriction placed at the end of the 

barrel, which is intended to reduce the spread of the 

shot, thus increasing its effective range and accuracy.  

There are four main types. Firstly, there is Cylinder 

Bore, which has no constriction.  
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This is followed by Improved Cylinder choke, Modified 

choke and Full choke, with each type being more 

constricted than the last.  

The tighter the choke, the greater the gains in range 

and accuracy. However, the reduced dispersion of the 

shot will necessitate greater care in aiming, 

particularly at shorter ranges. 

Some chokes are rifled, allowing smoothbore 

shotguns to use saboted slugs.  

Some shotguns feature screw-in chokes, allowing the 

user to swap them ‘on-the-fly’ as required. This can 

be very useful, however be aware of compatibility, as 

screw-in chokes are not universal. A Mossberg choke 

may not fit a Remington shotgun for example. 

NB – some slugs may be incompatible with certain 

chokes. For example, using a full width slug with a full 

choke may be dangerous. 

As always, do your homework, as there is a wealth of 

information in the public domain, so start reading up 

now. 
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Sub Machine Guns and Personal 

Defence Weapons. 

 

Submachine guns are another fairly common sight in 

the Zone. SMGs are able to put a lot of ‘lead down 

range’ by combining a high rate of fire, fairly high 

magazine capacity and comparatively low recoil.  

This low recoil stems from submachine gun’s use of 

pistol calibre ammunition.  

Another advantage of this is that pistol calibre ammo 

is fairly plentiful in the Zone, partly due to almost 

everyone carrying a pistol as a side arm. 

Their relatively small size and light weight make them 

very handy in close quarters combat. 

The main drawbacks of SMGs when compared to 

assault rifles are their somewhat limited range and 

lack of armour penetration.  

Most types of body armour can stop a 9mm round.  

This, and the introduction of dedicated short-barrelled 

CQB, or ‘Close Quarter Battle’ carbines, have made 

SMGs obsolete in the eyes of most militaries.  

However, CQB carbines are somewhat rare in the 

Zone, and SMGs are effective against unarmoured 

opponents and mutants.  

Therefore, it is likely SMGs will remain popular with 

Stalkers for some time. 
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SMGs that use low power ammunition, such as 9mm, 

will also suffer from relatively low stopping power per 

shot, although their high rate of fire can compensate 

for this.  

SMGs that use higher calibre rounds, such as the 

vintage Thompson and modern-day UMP 45, both 

chambered in .45 ACP, have considerable stopping 

power against non-armoured targets. This could make 

them very effective anti-mutant weapons.  

Unfortunately, examples of these in the Zone are very 

rare.  

Another category of weapon worth mentioning are 

Personal Defence Weapons, or PDWs.  

These 1990s era weapons were intended to replace 

SMGs by combining the compactness of a SMG, with 

the armour penetration of an Assault Rifle.  

Examples include the HK MP7 and the FNP90, the 

latter firing the same 5.7 x 28mm round as the FN 

‘Five-seveN’ pistol.  

Although PDWs showed potential, they too were 

superseded by CQB carbines.  

Examples of both PDWs and their ammo are 

exceedingly rare in the Zone. 

There are more easily obtainable alternatives to 

PDWs however. These are the sub machine guns 

chambered in the 7.62x25mm Tokarev round, which 

as we saw earlier, is quite capable of penetrating soft 

body armour.  
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Short Barrelled Rifles 

 

Short Barrelled Rifles, sometimes known as ‘carbines’ 

are the shorter, lighter and more compact relatives of 

assault rifles. They share the same ammo, accept the 

same magazines, possess similar controls and can 

usually mount the same optics and accessories.  

Where they differ from their assault rifle ‘bigger 

brothers’, is in their reduced accuracy and effective 

range. However, their cyclic rate of fire is often higher, 

which makes them an attractive choice for Close 

Quarter Battle. 

Their superior armour penetration makes them more 

effective than SMGs, and their commonality of parts, 

ammo and operation make them more convenient 

than PDWs. 

Notable examples are the American M4, the carbine 

variant of the M-16 assault rifle, and the AKS74u, 

based on the AK74. 

They were originally developed for vehicle and aircraft 

crews who required a small, compact but powerful 

personal defence weapon. They were also adopted 

by some special forces units who appreciated their 

light weight. 

For a Stalker, they can be effective short-range 

offensive weapons, particularly in enclosed spaces 

such as the X-Labs. They could also prove useful as 

a defensive weapon for Stalkers who are carrying 

long range, low rate-of-fire hunting rifles, DMRs etc. 
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Assault Rifles. 

 

Assault rifles were introduced towards the end of 

World War 2 to combine the close quarters abilities of 

SMGs, with the effective range, penetration and 

stopping power of rifles. This versatility proved to be a 

resounding success. Soon assault rifles, such as the 

AK47, AK74 and M16, became the weapons of choice 

for militaries, militias, police forces, freedom fighters 

and terrorists the world over. 

Assault rifles can be considered the ‘jack of all trades, 

master of none’ of firearms. They do not excel at any 

one thing. Shotguns, SMGs and PDWs are arguably 

better in close quarters. Machine guns are more 

effective for suppressive fire. Designated Marksmen 

Rifles are more effective at long range.  

However, an assault rifle can fulfil all these roles to a 

level that is ‘good enough’ for general use, and they 

do so without any of the other weapon classes’ 

inherent drawbacks.  

Assault rifles are most suited to middle range combat, 

which is the range that most gun fights in the Zone 

take place. However, they can be used up close and 

at a distance when the situation dictates.  

Therefore, if you can only carry one primary weapon, 

an assault rifle is usually the best option. 

There are two main types of assault rifles, ‘traditional’ 

configuration and ‘bullpup’. In traditional layout rifles 

the magazine is forward of the trigger.  
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Examples include the ubiquitous M16 and AK pattern 

weapons.  

In ‘bullpup’ configurations, such as the OTs-14 Groza 

and SA80 or ‘L85’ the magazine is behind the trigger.  

The advantage of bullpups…don’t ask me why they 

are called bullpups… is that they allow for a long 

barrel within a small compact weapon. This 

maximises their short range ‘handiness’ whilst 

retaining a decent effective range.  

The major drawback shared by most bullpups, is that 

due to the position of the ejection port, they cannot be 

used by left handers without the user getting a face 

full of hot brass. If you are a left-handed shooter, 

these weapons will be pretty much unusable. 

This also makes them difficult to shoot around the left 

side of cover.  

A notable exception to this is the FN 2000, which 

ejects its spent cases forwards via a chute, allowing it 

to be used by both left and right-handed shooters.  

Bullpups also have a reputation for possessing less 

than optimal triggers, and for being more awkward to 

clean and maintain. Whether or not this reputation is 

deserved I will leave for you to decide, since personal 

preference plays a part here. 

So…what is the best assault rifle for use in the Zone?  

Opinions vary, but for many the ‘Kalashnikov is King.’  

The AK74 is the most commonly encountered rifle in 

the Zone, and for many good reasons.  
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The AK74 is usually the least expensive assault rifle, 

giving you, as the Americans would say, the best 

‘bang for your buck’. This is important as your budget 

will be limited, and there will be a range of other 

essentials you will need to purchase. 

Ammunition for the AK74 is fairly common in the Zone 

and is relatively inexpensive.  

Its range and accuracy are sufficient for defensive 

purposes, while its rate of fire and low recoil make it 

effective in CQB. 

The ‘Kalash’s’ armour penetration is generally 

adequate, especially if using armour piercing rounds.  

AKs are famous for their ruggedness and reliability. 

They are also easy to clean and maintain. These are 

absolute musts in the Zone, where the harsh 

conditions can quickly wear out weapons and 

equipment.  

That said, even the most robust weapons can break. 

The ubiquity of the AK74 ensures that obtaining spare 

parts to fix your weapon should not be an issue, as 

there will be plenty of other AKs to cannibalize.  

AK74s can mount scopes via their side rails, and 

under barrel grenade launchers, making them 

versatile weapons. 

The main factions - Freedom and Duty - often use 

more expensive and sophisticated weapons, as they 

have the funds and manpower to support them. But 

for a Stalker like yourself who is just starting out, you 

can’t go wrong with an AK.  
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Designated Marksmen Rifles. 

 

These long rifles fill the niche between assault rifles 

and true sniper rifles. They typically fire standard full 

power rifle rounds, such as 7.62x51mm NATO and 

7.62x54Rmm Soviet, and are usually semi-automatic, 

although rare full-auto examples do exist.  

They are typically fed by a 10 to 30 round box 

magazine and mount a magnifying scope. Some 

feature integral bipods too.  

This combination gives them the ability to hit targets 

out to about 800m and engage multiple targets in 

quick succession.  

They come in two main varieties, purpose-built rifles 

such as the SVD, and scoped and ‘accurized’ 

versions of ‘legacy’ battle rifles, such as the HKG3 

and M-14. In use there is little difference between the 

two types however. 

Their main users in the Zone are the major factions, 

who may need to out-range opponents armed with 

assault rifles. They can also be useful for hunting 

mutants. Their combination of long range, high power 

ammunition, and ability to quickly make follow up 

shots, can bring down even the largest mutants fairly 

swiftly. 

DMRs are generally quite long, and their heavy recoil 

makes them impractical for use in full auto. Therefore, 

they are not an ideal choice for a defensive or CQB 

weapon. 
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Sniper Rifles. 

 

True sniper rifles and their ammo are rarities in the 

Zone, and what few examples are present tend to be 

in the hands of Duty or Freedom. Sniper rifles are 

ineffective as defensive weapons for the same 

reasons as DMRs, only more so.  

Therefore, they will be of little use to you as an artifact 

hunter.  

They may however have a use as a hunting rifle for 

taking down large solitary mutants, such as Chimeras, 

from a safe distance. However, unless you are 

already a crack shot, and experienced in hunting 

dangerous large game, such as lions, this is best left 

to the experts. 

 

Bolt Action Rifles. 

 

Full-size bolt-action rifles, such as the WW2 era 

Mosin Nagant and modern civilian hunting rifles, have 

also been imported into the Zone. They are usually 

equipped with scopes and fire full size rifle ammo.  

In the Zone they are used both for hunting mutants, 

and as a substitute for sniper and DMR rifles, if 

dedicated alternatives are not available. 
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Anti-Materiel Rifle (AMR). 

 

As their name suggests, anti-materiel rifles are 

intended for destroying materiel, i.e. equipment.  

Although they can be used in the anti-personnel role, 

doing so would usually be considered ‘overkill’. 

AMRs fire rounds in the ‘fifty cal’ range and above, 

similar to heavy machine guns. 12.7×99mm NATO 

(.50 BMG), and 12.7×108mm (.50 Russian) are the 

most common.  

Some fire the even larger 14.5×114mm Russian or 

even 20mm auto cannon rounds, however these are 

exceedingly rare. 

AMRs come in both bolt action and semi-automatic 

varieties. 

Hollywood and videogames have portrayed these 

weapons being used by single soldiers, firing them 

from the shoulder. Whilst this is technically possible, 

at least for the .50 cal rifles, doing so can be difficult.  

The shooter also runs the risk of being knocked over 

or sustaining a shoulder injury from the considerable 

recoil.  

Generally speaking, AMRs are designed to be fired 

from the prone position and are usually operated by a 

sniper and spotter team.  

Due to most of the soil in the Zone being irradiated, 

laying prone for prolonged periods of time is not 

recommended.  
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As Stalkers usually operate in small teams or alone, 

weapons that require multiple people to operate 

effectively are not ideal.  

Other problems associated with AMRs are the 

considerable size, weight and expense of both the 

rifles themselves and their high-powered ammo. 

These issues make AMRs impractical for most 

Stalkers, and the circumstances where their extra 

firepower would be needed are likely to be rare.  

That said there are a few situations where they could 

prove useful. These being ‘counter-sniper’ operations, 

destroying or disabling armoured vehicles such as 

BTR-60s, and engaging targets behind cover, since a 

.50 cal round will easily penetrate most walls.  

As an artifact hunter you are unlikely to be engaged in 

such duties. However, you may encounter factions 

and the Military performing them, so be aware. 

There is also one ‘Zone specific’ role to which AMRs 

might be well suited. This role being the destruction of 

the largest and most powerful mutants.  

Engaging a man-sized mutant with such a weapon 

would be overkill, but if you needed to take out a 

Pseudogiant, Chimera or Zone Bear, then a well-

placed .50 cal round should work very well. 
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Integrally Suppressed Weapons. 

 

Some weapons you may encounter feature integral or 

‘built in’ suppressors. Integrally suppressed weapons 

have several advantages over weapons with add on 

suppressors. Firstly, their suppression of sound and 

muzzle flash is usually more complete. Secondly, they 

are shorter, as an add-on suppressor will add a good 

seven to twelve inches to the length of a rifle.  

Thirdly, add on suppressors add additional weight at 

the end of the barrel. This can throw off your aim if 

you do not compensate for it.  

The most commonly encountered integrally 

suppressed weapons are the VSS Vintorez sniper 

rifle, and its sister weapon, the AS Val assault rifle. 

Although on paper they are classed as a sniper and 

assault rifle respectively, in actual use these two 

weapons do not readily fit either classification. Instead 

they are a class all of their own. They both fire heavy, 

subsonic 9 x 39mm rounds that are capable of 

piercing body armour. They can be fired in both semi 

and full auto and are effective out to around 400 

meters. Originally developed for elite Spetsnaz 

troops, these weapons are highly coveted by Stalkers 

who can afford their considerable asking price.  

They are effective in both offence and defence and 

can also be used for hunting game. They are 

particularly well suited to ‘neutralising’ Zombified 

Stalkers from a safe distance. I will go into this in 

more detail later, in the threats section.  
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Machine Guns. 

 

Machine guns are another rarity in the Zone, as their 

weight and bulk make them impractical for most 

Stalkers. However, you may well encounter them in 

use by the factions and the Military, so you will need 

to know about them. 

In modern parlance, machine guns typically come in 

three classes, light, medium and heavy. 

 

Light Machine Guns. 

 

Light Machine Guns, or ‘LMGs’, are intended to be 

operated by an individual soldier, or in this case 

Stalker. Some nations refer to them as ‘SAWs’, short 

for ‘Squad Automatic Weapons’, while others call 

them ‘Squad Machine Guns’. They are typically 

chambered in assault rifle calibre ammunition and 

come in a variety of feed systems. For example, the 

NATO M249 SAW uses a belt of 5.56mm rounds. The 

Soviet RPD uses drum-stored belts of 7.62x39mm. 

The RPK-74 fires the 5.45mm round and is fed by 

detachable box magazines.  

LMGs are arguably the best choice of machine gun 

for small groups of Stalkers. This is due to their 

comparatively light weight, and that they share the 

same ammunition as the most common assault rifles. 
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Belt Fed vs Mag or Drum. 

 

Belt fed LMGs have the advantage of requiring less 

frequent reloads, as an ammo belt may contain over 

100 rounds of ready-to-fire ammunition. However, 

reloading a belt-fed weapon can take time, and can 

be tricky for the untrained.  

Box and drum magazine fed LMGs will require more 

frequent reloading, as their magazines hold less 

ammo. For example, a high capacity box magazine 

may hold around 45 rounds, while a drum mag may 

hold about 75. 

However, reloading a box or drum mag is far quicker 

and easier, being much the same as an assault rifle. 

This could be a significant advantage in close quarter 

combat.  

Magazine fed LMGs can often make use of standard 

assault rifle magazines.  

Furthermore, some LMGs, such as the RPK and 

RPK-74, are essentially heavier, longer barrelled 

versions of assault rifles, such as the AKM and AK74. 

This can simplify logistics and training. 

It will be for you and your team to decide which type 

to use. 

NB – some LMGs, such as the early versions of the 

M249 SAW, can use both belts and magazines. This 

increases versatility, at the cost of increased weight 

and complexity. 
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Medium Machine Guns. 

 

Medium Machine Guns, or ‘MMGs’, also known as 

‘General Purpose Machine Guns’, are intended to be 

operated by a team of two or three.  

They are typically longer and heavier than LMGs, and 

fire larger ammunition, such as 7.62x51 NATO or 

7.62x54R.  

They are almost exclusively belt fed.  

Although they can be fired from the shoulder, they are 

generally employed from a bipod or tripod.  

What they lack in mobility compared to LMGs, they 

make up for by having a significantly greater effective 

range. Secondly, they fire harder hitting, more 

penetrative rounds.  

In the Zone you may encounter these at Military or 

faction checkpoints.  

Some members of Duty - particularly those wearing 

exoskeletons - have taken to using PKMs as their 

individual weapons.  

I suggest you do not mess with those guys!  

MMGs are also used on military vehicles as co-axial 

and roof-mounted weapons, and as door guns on 

helicopters. 
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Heavy Machine Guns. 

 

Heavy Machine Guns, such as the 12.7mm NSV and 

its NATO counterpart, the ‘50 cal’ M2 Browning, are 

even rarer.  

The even larger 14.5mm KVP is rarer still. 

Their considerable size and weight usually require a 

tripod or vehicle mounting.  

Their effective range of around 2000 meters, and up 

to 3000 meters for the KVP, make them deadly at 

ranges far outside the reach of conventional small 

arms. 

Their extremely hard hitting, and highly penetrating, 

ammunition makes these weapons deadly to anything 

less protected than an Armoured Fighting Vehicle. 

Even the best body armour in the world will not 

protect you from these.  

12.7mm HMGs may be encountered at Military 

checkpoints at the Zone’s perimeter.  

Helicopters may be armed with podded multi-barrel 

versions. Look up ‘GUV-8700 Gun Pod (9A624)’ to 

see what I mean.  

The 14.5mm KVP is often installed as the primary 

turret mounted weapon on the BTR series of APCs -

short for Armoured Personnel Carriers. 

Needless to say, keep your head down and stay well 

away from any of these! 
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Automatic Grenade Launchers. 

  

Automatic Grenade Launchers are some of the most 

devastating man portable anti-infantry weapons 

around. They combine the explosive power and area 

of effect of a grenade launcher, with a rate of fire 

close to that of a Heavy Machine Gun. They are also 

effective against fortifications, soft skinned and lightly 

armoured vehicles. 

AGLs have an effective firing range of over 1000 

meters and a rate of fire in excess of 300 rounds per 

minute. Needless to say, you should avoid these. 

As with HMGs, they are designed to be used with a 

tripod or mounted on a vehicle. They are far too 

heavy and bulky to be of much use to a Stalker like 

yourself, but you may find them being used by the 

Military at checkpoints or mounted on Armoured 

Fighting Vehicles. You may encounter faction 

‘technicals’ armed with these, although these are few 

and far between. Helicopter gunships may use these 

as well in pylon mounted gun pods. 

The AGL you are most likely to encounter is the 

Soviet era, 30mm AGS-17 ‘Plamya’, which is in 

service with both Belarus and Ukraine. In the 

Ukrainian half of the Zone you may also encounter 

the newer NATO compatible 40mm UAG-40. 

NB, the grenades AGLs use are more powerful than, 

and are not interchangeable with, the grenades used 

in under barrel launchers, such as the GP-25 and 

M203.  
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‘Zone-Made Guns’ 

 

To overcome both supply and economic problems, 

some Stalkers have resorted to creating their own 

firearms out of local materials and cannibalised parts.  

These ‘craft weapons’ tend to be of crude 

construction, and are generally limited to simple 

pistols, shotguns and SMGs.  

Some of the Zone’s ‘technicians’, i.e. Stalkers who 

were talented gunsmiths out in the Big Land, have 

also started creating these. For a Stalker who cannot 

afford anything better, this can be a life saver.  

The safety, quality, effectiveness and reliability of 

such weapons may be questionable of course, but in 

a pinch, they would be better than nothing. 
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Firearm Operating Systems. 

 

It is good practice to know your primary firearm like 

the back of your hand, so you can operate it without 

having to think about it.  

Most militaries will stress this point, and soldiers will 

spend countless hours using, stripping and cleaning 

their weapons until it has become second nature.  

Since militaries have standardised weapons this is 

relatively simple to do. 

The situation in the Zone is more…‘complex’. 

There is no standardisation here and no reliable 

logistics chains.  

Chances are you will not know what weapon you will 

be using until you get here, and you may find you 

have to swap weapons as the tactical situation, and 

ammo supply, dictates. 

Clearly, learning every single weapon you may 

encounter inside and out is impractical. However, 

being unable to use a wide range of weapons will 

probably get you killed.   

Therefore, a compromise must be reached.  

This is best achieved by learning how the main gun 

operating systems work, since they do not all work the 

same.  

This will give you a broad understanding, with enough 

depth to operate most firearms you will encounter. 
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Research the following: 

 

• Semi-automatic pistols. 

• Revolver pistols. 

• Straight blowback systems. 

• Delayed blowback systems. 

• Short recoil operated. 

• Long recoil operated. 

• Gas operated systems. 

• Open bolt systems. 

• Closed bolt systems. 

• Pump Action Systems. 

• Striker fired systems. 

• Hammer fired systems. 

• How AK pattern weapons work. 

• How AR ‘direct impingement’ weapons work. 

 

These last two are important, as most of the modern 

carbines, assault rifles, light machine guns and DMRs 

you will encounter in the Zone are based on the AK 

pattern.  

The ‘Freedom’ faction, who are suspected of being 

supplied by NATO, operate the AR / M-16 family of 

weapons. 

Being familiar with both will stand you in good stead. 
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Weapon ‘Jams’. 

 

It is common knowledge that all firearms can jam on 

occasion.  

Most people will know that a lack of oiling, 

maintenance, or using poor quality ammunition will 

make these jams more frequent. 

What is perhaps less well known, is that there are 

several ways that a firearm can jam. These have a 

range of causes, and a similar range of solutions. 

We will investigate these now. Note that this will only 

be a brief overview, and I highly recommend you 

research this further.  

Secondly, you should study stoppage clearance drills 

for the weapons you are likely to encounter. Burn 

these drills into your memory as if your life depends 

upon it, as chances are it will.  

Once memorised, practice them until you can do them 

without thinking. Once you have done that, practice 

until you can do them without thinking, in the dark! 

There are three main parts of a firearm that can fail;  

• The ammunition. 

• The magazine, clip, drum or belt that holds the 

ammunition.  

• The weapon itself, most notably its firing 

mechanism. 
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Firearm Mechanical Malfunctions. 

 

Failure To Feed (FTF.)  

This is where the firearm fails to feed the next round 

into the firing chamber. 

 

Failure to Extract.  

This is where the just fired round, specifically its case, 

is not extracted from the firing chamber. 

 

Failure To Eject (FTE.) 

Also known as a ‘stovepipe’. In this instance, the case 

of the just fired round is successfully extracted from 

the firing chamber, but is not successfully ejected 

from the firearm. Instead, it becomes trapped part 

way out of the ejection port. The trapped case is said 

to resemble a stove pipe, hence the name. 

 

Failure to go into Battery.  

Here the slide or bolt does not sit fully into its firing 

position, preventing the weapon from firing. 

 

Double Feed.  

In a double feed, the firearm attempts to pick up a 

fresh round before the previous one has been 

ejected. This will result in both rounds becoming 

jammed in the firing chamber. 
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Cartridge Malfunctions. 

 

Dud. 

A dud is where a cartridge’s primer or powder fails to 

ignite. As a result, the round will not fire and will have 

to be manually extracted from the firing chamber.  

This is sometimes referred to as a ‘Failure to Fire’. 

However, care must be taken to ensure that a dud is 

not actually a ‘hang fire’. 

 

Hang Fire. 

This is an unexpected delay between the triggering of 

the firearm, and the ignition of the primer or powder in 

the cartridge.  

This is sometimes known as a ‘delayed discharge.’ 

 

Case Head Separation. 

If the walls of the cartridge become fatigued, the case 

may split in two near the head when the weapon is 

fired.  

This is more common with rounds that have been 

‘reloaded’ and ‘hand-loaded’.  

‘Hand-loading’ is the practice of disassembling rounds 

and reassembling them by hand.  
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‘Reloading’ refers to refilling spent cartridges and 

reusing them.   

Due to economic and supply issues, these practices 

are more common in the Zone than they are in most 

places.  

This is another reason you should inspect all 

ammunition you find carefully for signs of tampering 

or previous use. 

Note that the term ‘reloaded’, when used in this 

context, should not be confused with the reloading of 

a firearm. Nor should ‘hand-loaded’ be confused with 

reloading a weapon with individual rounds, by hand, 

as you would with a pump action shotgun. 

 

Squib Load. 

A ‘squib load’, also known as ‘squib round’, ‘squib 

fire’, ‘insufficient discharge’ or ‘incomplete discharge’ 

is one of the most dangerous stoppages.  

Here, the fired round does not possess sufficient force 

to exit the barrel. Instead it becomes stuck in it.  

This will render the weapon useless until the bullet is 

cleared.  

Note that attempting to clear it by firing a blank round 

is usually ineffective. Trying to clear it by firing a live 

round will probably cause the weapon to explode in 

your face. 

Again, low quality or reloaded rounds are more likely 

to become squib loads.  
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Uncontrolled Auto-Fire Malfunctions. 

 

These are the exact opposite of a stoppage. Here the 

weapon may fire multiple times with only a single pull 

of the trigger, or worse yet, fire without the operator 

pulling the trigger at all.  

In some cases, the weapon may continue to 

discharge automatically until the magazine is empty.  

Clearly, this is extremely dangerous to the operator, 

and anyone around them.  

If your weapon suffers one of these, point the weapon 

downrange, ensuring no one is in that direction, and 

hold the weapon tightly to control the recoil until all 

the rounds are spent.  

The two main types are ‘Hammer follow’ and ‘Slam 

fire’. I suggest you look these up. 

There is an additional risk with these types of 

malfunctions. This being that they may cause an ‘out-

of-battery detonation’.  

This is where the round is fired before it is fully seated 

in the firing chamber.  

This in turn can result in a ‘breech explosion’, which is 

another way of saying ‘exploding in your face’. 

Note that some models of open bolt guns are prone to 

going off unexpectedly if they are dropped, as the bolt 

can slam forward, strip a round and fire it. Most will 

have a catch or similar to prevent this, so remember 

to use it! 
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Clearing Stoppages. 

 

The stoppage drill to use will depend on the type of 

weapon you are using, and the nature of the 

malfunction.  

Therefore, you will have to learn a number of them.  

Clearly, learning every stoppage drill for every 

conceivable weapon is impractical.  

Therefore, a compromise must be reached.  

I recommend learning the stoppage drills for the three 

most common failures mentioned earlier, these being: 

  

Type 1 - Failure to Fire. 

Type 2 - Failure to Eject Properly. 

Type 3 - Double Feed. 

 

You should learn these for the following weapon 

types: Semi-automatic hand guns, Pump-Action 

Shotguns, AR / M-16 Rifles and of course AK pattern 

weapons.  
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A ‘Primer’ on Ammunition. 

 

Since getting anything into the Zone is difficult, getting 

a ready supply of ammunition for its denizens is 

’problematic’. What does find its way into the Zone is 

sourced from various places, not all of which will have 

the same level of quality control. Secondly, the age of 

the ammo you will be using can vary considerably. 

Some of it may be relatively new, whereas some may 

have been gathering dust for decades in an Army 

storehouse, before it was…‘liberated’. Secondly, the 

conditions in which it was stored may vary greatly. 

Therefore, always check any ammo you acquire. If it 

looks in poor condition you should not trust your life to 

it. Poor quality ammo can lead to inconsistent range, 

accuracy and power. 

It may also introduce more fouling into the weapon 

and increase wear on the barrel. This will necessitate 

more frequent cleaning and maintenance. More 

seriously, it may cause your weapon to jam more 

often. 

By all means, stockpile and stash this low-quality 

ammo. It could serve as a last-ditch supply in case 

more trustworthy ammo becomes unavailable. 

However, try to use the best ammo you can acquire. 

It is worth remembering that ammo of the same 

calibre, and from the same source, can come in 

different varieties. These may have different relative 

strengths and weaknesses. A quick run-down of the 

most important types is below. 
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Pistols and Sub Machine Guns: 

 

Pistol rounds are usually less powerful than rifle 

rounds, with less energy and effective range. Their 

ballistic coefficients are lower, as their bullets are 

shorter and possess a rounded or concave tip. 

However, they generate less recoil, which is important 

in a hand gun, and results in controllable automatic 

fire in Sub Machine Guns. 

Pistol calibre rounds tend to fall into three main 

categories, Full Metal Jacket (FMJ), Armour Piercing 

(AP) and Hollow Point (HP). 

 

Pistol FMJ Rounds. 

 

These offer a balance between soft tissue damage 

and armour penetration. Most modern body armours 

can stop these rounds. 

 

Pistol AP Rounds. 

 

As you would expect, these are optimised for 

penetrating barriers and body armour, at the cost of 

reduced soft tissue damage. 

AP rounds are more likely to ‘over-penetrate’ a target 

than other varieties. 
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Pistol Hollow Point Rounds. 

 

Hollow Point rounds are also known as ‘Dum-Dum’ 

rounds, or ‘expanding ammunition.  

These are designed to expand, or ‘mushroom’, upon 

impact.  

This creates a much wider wound channel, whilst 

dumping the energy of the shot into the target. This 

maximises their soft tissue damage. 

These rounds are common in pistol calibres, less so 

in rifle calibre and above.  

Hollow Points are highly effective against unarmoured 

targets such as mutants, but have difficulty in 

penetrating barriers and body armour.   

The risk of ‘over-penetration’ – i.e. the bullet passing 

through the target and possibly hitting someone or 

something else, is much reduced when using Hollow 

Point rounds. 

NB – Some Stalkers have stated that Hollow Point 

rounds are less effective than FMJ and AP rounds 

against larger mutants, such as Chernobyl Bears, 

Chimeras and Pseudogiants.  

Studies into the effectiveness of pistol ammo against 

Big Land bears tends to back this up. It is believed 

that HP rounds often fail to penetrate deeply enough 

into such a large body to hit a vital organ. 
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Rifles: 

 

Assault rifles, carbines and DMRs tend to use two 

classes of ammunition, Full Metal Jacket and Armour 

Piercing. 

Rifle rounds tend to be supersonic, with well 

optimised aerodynamics and ballistic coefficients. 

Their bullets typically have a pointed ‘spitzer’ tip and a 

‘boat tail’ rear end. 

 

Rifle FMJ / ‘Ball’. 

 

FMJ, sometimes known as ‘ball’ ammunition, is the 

most commonly encountered. FMJ rounds are usually 

the standard round used by most military forces. FMJ 

rounds provide a fair balance between soft tissue 

damage and armour penetration.  

 

Rifle Armour Piercing. 

 

Armour Piercing, or ‘AP’ rounds have a dense core of 

steel or a similar material, which helps them to 

penetrate body armour, vehicles and cover more 

effectively. Their main downside is that they tend to 

travel straight through soft targets - i.e. bodies - taking 

much of their energy with them.  

This results in reduced ‘wounding potential’.  
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‘Over penetration’ can also be a problem.  

Generally speaking, use these against armoured 

targets, but use something else against mutants. 

That said, some mutants, in particular Pseudogiants, 

Boars and Chimeras, possess very thick skulls. These 

are quite resistant to standard ammo, so if aiming for 

headshots against such mutants, armour piercing 

rounds would be a wise choice.  



200 
 

Shotguns: 

 

As stated earlier, shotgun cartridges, or ‘shot shells’, 

are essentially cargo rounds, meaning you can load 

them with whatever will fit in them. The number of 

different types is staggering, especially if you include 

homemade custom loads. We shall concentrate here 

on the two main commercial types, shot and slugs. 

 

Shotgun Buckshot. 
 

00 buckshot, sometimes known as ‘double-aught', is 

the most commonly encountered shotgun ammo. A 

12-gauge 00 buckshot shell typically contains 9 small 

lead, steel or tungsten spheres. When leaving the 

barrel, the ‘shot’ will disperse in an expanding cone.  

This dispersion makes hitting small, fast-moving 

targets easier, and helps to neutralise aiming errors 

when used against larger targets.  

The main drawback of buckshot is its limited range, 

with 25 to 30 meters being its maximum effective 

range against a human sized target.  

Buckshot is generally unable to penetrate body 

armour. Shot dispersion may enable some of the shot 

to hit unprotected body parts around the armour. I 

would not count on this however. 

Small sized shot, such as bird shot, is too weak to be 

of use against humans and most mutants. However, it 

could prove very useful against small, fast-moving 

mutants, such as Rats and Tushkanos. 
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Shotgun Slugs. 

 

Shotguns can also fire slugs. Unlike shot, slugs are 

one solid projectile, similar to a bullet. There are many 

different types. Some are designed to be shot through 

smooth bore shotguns, others are intended for use in 

rifled shotguns. 

The main advantage slugs have over shot, is their 

increased accuracy and range. 70 meters is often 

quoted as the maximum effective range against a 

human sized target. Another advantage is increased 

effectiveness against larger targets. Due to the shear 

mass of the slug, they can be devastating against soft 

targets, and can prove deadly against even the larger 

mutants. 

The main drawback of slugs is that they require 

greater precision when aiming. A shotgun firing slugs 

will need to be aimed as if it were a rifle. The 

drawback slugs have compared to rifle rounds is their 

significantly lower range and armour penetration. 

Since most shotguns can fire both shot and slugs, it is 

worth carrying both ammo types, just in case. 

NB, it may be unsafe to shoot some slugs through 

some chokes. To test this, see if the slug, or 

something with an equal diameter, will fit through the 

bore of the barrel. If it fits through easily it should be 

fine. A snug fit is probably ok, however if it cannot fit 

through at all, then it might be unsafe.  

User discretion is advised.  
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Custom Shotgun Rounds. 

 

There are a vast array of custom shotgun rounds 

available, such as dragon’s breath, buck n’ ball, bird 

n’ buck, bolo rounds and the like. You can investigate 

these at your leisure. 

As stated earlier when discussing shotguns, custom 

loads should not be used with semi or fully automatic 

shotguns, as they can result in jams. 

 

‘Cut Shells’. 

 

A cut shell is a field expedient way of turning a shot 

shell into something like a slug. All you need to create 

a cut shell, is a shot shell to cut, and a knife to cut it 

with. This is something of a lost art, but there is 

information in the public domain about what cut shells 

are, how they work and how to make them.  

Note that cut shells should only be used in break 

action shotguns. Trying to use them in pump action or 

semi auto shotguns will almost certainly cause a 

malfunction. 

If you are likely to favour using a break action 

shotgun, cut shells are something you should 

research, as slug rounds are less common in the 

Zone than shot shells. Note that using cut shells is 

potentially risky, so make sure you are aware of these 

risks before deciding to use them.  
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Wax Slugs. 

 

Another ‘lost art’ are wax slugs. Creating a wax slug 

involves emptying out the shot from a standard shell, 

mixing it with heated paraffin wax, then poring the 

shot infused wax back into the shell.  

Once the wax cools it will solidify, creating a solid 

mass. When shot, this solid mass will act similarly to a 

conventional slug.   

Wax slugs have an advantage over cut shells, in that 

they can be used with pump-action shotguns.  

Assuming the powder charge has not been changed, 

then they may be ok to use with semi auto and full 

auto shot guns. I would advise testing this in advance 

in a safe haven before attempting this out in the field 

however.  

They have some disadvantages compared to cut 

shells however. Firstly, they are more time consuming 

to create. Secondly, you are unlikely to be able to 

make them on-the-fly in the field.  

They should be simple enough to make in a safe 

haven however, assuming you can find the wax of 

course. 

There are some safety risks to using wax slugs 

however, especially if they are not made correctly.  

There is plenty of information on line regarding this, 

so make sure you research this thoroughly before you 

either try to make or use them.  
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Miscellaneous. 

 

Some specialised types of ammunition come in 

multiple calibres. We will look into this now. 

 

Tracer. 

 

Tracer ammunition contains a pyrotechnic substance 

that burns very brightly, making the bullets visible in 

flight. There are several varieties.  

‘Bright tracers’ are designed to be highly visible, even 

in broad daylight. Their downside is that they can 

betray the shooter’s position – “tracers work both 

ways” as they say.  

‘Subdued tracers’ are enhanced with a delay 

composition. This delays ignition until the round has 

travelled about 100m. This helps to disguise the 

shooter’s location, and so is generally the preferred 

option.  

‘Dim tracers’ are designed to be readily visible only 

with infrared night vision devices. These could be 

useful if fighting at night, if you possess infrared night 

vision devices, but your opponent does not. 

Tracer ammunition also has a mild incendiary effect. 

This enables tracer rounds to ignite flammable 

materials, liquids and gases - assuming the round is 

burning at the time of contact.   
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Magnum, +P and +P+ Loads. 

 

A magnum round is a more powerful version of a 

standard sized round. The bullet is generally the 

same size and weight as in the standard round, 

however the case is longer. This increased volume 

allows for a greater quantity of propellant to be used.  

This in turn results in greater pressure when ignited, 

resulting in greater muzzle velocity, range, accuracy 

and stopping power.  

A notable example is the .357 S & W Magnum, which 

is the magnum version of the .38 special. Since 

magnum rounds are physically larger than standard 

rounds, they cannot be used in weapons not designed 

for them, as they simply will not fit. From a safety 

perspective, this is an advantage. 

Overpressure Ammunition, sometimes referred to as 

a ‘hot load’, is different. These are more powerful than 

the standard rounds of their calibre, whilst retaining 

the same overall dimensions. This means they will still 

physically fit into standard firearms. This can be risky, 

as it is unsafe to use overpressure ammunition in 

weapons that are not designed to handle it.  

The risk of a one-time catastrophic failure, i.e., 

blowing up in your hand, is thankfully low. However, 

repeated use of overpressure ammunition, in non-

overpressure certified firearms, will cause the weapon 

to wear out more rapidly, and increases the chance of 

failures. 
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The US ‘Sporting Arms and Ammunition 

Manufacturers Institute’, ‘SAAMI’, rates overpressure 

ammunition as ‘+P’. Weapons certified to handle 

these loads will be marked as such, so look out for 

these markings before attempting to use overpressure 

ammo. 

NB – this may only apply to weapons manufactured or 

sold in the USA. Weapons made or sold elsewhere 

may come under a different system. Make sure you 

are able to recognise any equivalent markings. 

+P ammunition generates approximately 10% greater 

pressure than standard ammo. Note that the +P rating 

is usually only applied to pistol ammo. 

SAAMI does not currently recognise the ‘+P+’ 

designation. However, manufacturers may market 

ammunition that exceeds a 10% pressure increase as 

being a ‘+P+ load’. How much greater than 10% may 

vary.  

Make of that what you will. 

Overpressure ammunition may have greater stopping 

power and penetration. Therefore, if you have an 

overpressure certified firearm, and access to 

overpressure ammunition, it might be worthwhile 

using it.  

The main drawback is that the recoil will be greater, 

which may make it more difficult to control and may 

slow down the rate of follow up shots.  

It will be for you to decide if the trade-off is worth it, 

and this may be dependent on the situation at hand. 
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 ‘Homebrew’ Ammo. 

 

To overcome the Zone’s occasional shortages in 

ammo supply, some enterprising Stalkers have taken 

to creating their own, out of local materials. 

Sometimes this is done by ‘reloading’ spent cases as 

we discussed earlier. Sometimes it is done by 

creating these rounds from scratch. 

Using such ammo is risky however. The chance of 

suffering a dangerous stoppage, such as a case head 

separation, is far higher than with professionally made 

ammunition.  

Primers may be less reliable as well, increasing the 

risk of a dud. 

Furthermore, the propellant used is likely to be less 

powerful than that used in factory made ammo. At the 

very least, this will result in reduced range and 

effectiveness.  

Since the rounds and their powder loads are likely to 

be inconsistent, their ballistic properties will be 

inconsistent as well. This will result in reduced 

accuracy and larger groupings. 

Their reduced power may also prevent semi and fully 

automatic weapons from cycling properly.  

The chance of experiencing a squib load, arguably 

the worst type of malfunction, is also increased. 
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That said, some homebrew rounds may create 

pressures exceeding those of standard ammo. This 

too can cause problems, if your weapon cannot cope 

with these pressures. 

Another problem with home brew rounds, is that the 

propellants used are likely to be dirty, corrosive or 

both. Using these may wear out your weapon faster 

and will definitely require you to clean it more often.  

Weapons that use the direct impingement system, 

such as the M-16 and M-4, will be particularly 

susceptible. This is due to the residue from these dirty 

and corrosive propellants being deposited directly into 

the weapon’s firing chamber. 

Homebrew ammo may produce more gun smoke too, 

which will both limit your visibility and give away your 

position. 

All things considered, I would not recommend using 

homebrew, or should that be ‘Zone-brew’ ammo, 

unless you have no other option. 
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Exotic and Banned Ammunition. 

 

The Declaration of St Petersburg in 1868 banned the 

use of exploding projectiles of less than 400 grams 

against personnel. 

The later Hague Conventions of 1899 and 1907 went 

on to ban the use of expanding ammunition in warfare 

as well. 

However, since the conflicts in the Zone are not 

between nation states, and the Zone is largely lawless 

anyway, these conventions are sometimes ignored.  

Therefore, you may encounter people using ammo 

that would be considered illegal under international 

law.  

The fanatics of the Monolith faction in particular have 

been known to use rounds ‘enhanced’ with toxic 

chemicals, or radioactive material.  

Being based in a reactor has it’s uses then…   

This has only been a brief overview of the commonly 

encountered ammo types. There is a wealth of 

information available in the public domain if you wish 

to investigate further.  

NB, much of this is from America, and therefore in 

English.  

Luckily, we have translation software nowadays. 
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Guns and Ammo, What Uses What? 

 

The table below outlines which commonly 

encountered ammo types work with which commonly 

encountered weapons. 

 

Ammo calibre Weapon classes Examples 

9 x 18mm Pistol and SMG Fort-12 pistol, 
Skorpion vz.65  
SMG. 

9 x 19mm Pistol and SMG Beretta M9 pistol, 
MP5 SMG. 

0.45 ACP Pistol and SMG M1911 pistol, 
UMP45 SMG. 

12 gauge shot 
and slugs 

Shotguns TOZ-34, SPAS 
12, Saiga-12. 

5.56 x 45mm NATO / ‘Western’ 
Assault Rifles, 
Carbines, LMGs 

L85A1 Assault 
Rifle. M4 Carbine. 
FN Minimi LMG. 

5.45 x 39mm Soviet / ‘Eastern’ 
Assault Rifles, 
Carbines, LMGs 

AK-74 Assault 
Rifle. AKS-74U 
Carbine. RPK-74 
LMG. 

7.62 x 39mm Early Soviet 
Assault Rifles, 
Carbines and 
LMGs,  

AKM Assault 
Rifle. SKS 
Carbine. RPK 
LMG 

7.62 x 51mm 
 

NATO / ‘Western’ 
Battle Rifles / 
DMRs, Sniper 
Rifles and MMGs 

FN-FAL, HKG3 
DMRs. FN-MAG 
MMG. 

7.62 x 54R mm Soviet / ‘Eastern’ 
Battle Rifles, 
DMRs, Sniper 
Rifles and MMGs 
 

Mosin-Nagant 
Rifle. SVD DMR. 
PKM MMG. 
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Magazines. 

 

Some light machine guns, a few shotguns and most 

submachine guns, assault rifles, battle rifles and 

automatic pistols, use detachable box magazines.  

The significance of a weapon’s detachable box 

magazine can be easily overlooked by the 

inexperienced shooter.  

However, the magazine is a vital part of a weapon’s 

operating system, and should be treated with as much 

respect and consideration as any other.  

A magazine with bent feed lips or a damaged internal 

spring may cause a Failure-to-Feed. A damaged 

magazine case could potentially cause the magazine 

to fall apart completely.  

Therefore, make sure your magazines are well looked 

after and checked regularly for damage.  

Not all magazines are created equal. Some are 

comparatively light, but fragile, whilst others are far 

sturdier, but at the expense of being heavier. 

Newer types may be made from polymer and feature 

transparent sections. These allow the user to easily 

see how many rounds are left within it.  

Aftermarket high–reliability magazines, such as the 

‘P-mag’, may be a wise investment, but make sure 

they are compatible with your chosen weapon. 
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Magazines vs Clips. 

 

At the risk of sounding pedantic, I will clarify the 

difference between ‘clips’ and ‘magazines’.  

They are not the same, even if the terms are used 

interchangeably in common usage.   

A ‘clip’, is a device used to load rounds into a 

weapon’s internal magazine.  

There are two main types.  

The ‘stripper clip’ is used in rifles such as the SKS 

and Mosin–Nagant. The ‘stripper’, allows the rapid 

loading of rounds, which would otherwise have to be 

individually loaded by hand. The stripper itself is not 

retained in the weapon after loading, and can be 

disposed of, or refilled with rounds ready for the next 

reload. 

The ‘en bloc clip’ is quite different. Here, the whole 

clip and round assembly is loaded into the weapon. 

The clip section is typically ejected after the last round 

has been fired. This is what caused the M1 Garand’s 

distinctive last-shot ‘ping’. 

What most people think of as the ‘magazines’ used in 

semi-automatic pistols and assault rifles, are more 

properly called ‘detachable box magazines. A drum 

mag is therefore more correctly termed a ‘detachable 

drum magazine’. 

It may seem petty to bring this up, but confusing these 

in the heat of battle could get you killed.   
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Accessories. 

 

Many weapons can mount a variety of accessories. 

This variety has increased dramatically since the 

introduction of ‘Rail Interface Systems’, such as 

‘Picatinny rails’. These rails have spawned a 

burgeoning after-market accessory industry, 

especially in America, where their gun ownership laws 

are rather…relaxed. 

Adding the right accessories to a weapon can 

improve its effectiveness, and may even provide it 

with completely new capabilities. However, choosing 

the wrong accessories will at best do nothing to 

improve its effectiveness, and at worst may actually 

reduce it. 

Care should be taken to avoid adding too many 

accessories at once. Doing so will increase the 

weapon’s weight and make it difficult to use. Type 

‘tacticool’ into any search engine and you will see 

what I mean.  

When choosing accessories, think carefully what you 

are aiming to achieve with the weapon, your 

‘philosophy of use’, as I have heard it described. For 

example, there is no use adding a high power ‘sniper’ 

scope to a shotgun, nor is there much point adding a 

non-magnified reflex sight to a sniper rifle.  

Another consideration is “Do you actually need it”? 

Some accessories have a definite aesthetic appeal, 

but may not be of much actual use. Secondly, all the 

accessories in the world are no substitute for skill.  
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If your performance is sub-par, then fancy 

attachments will do little to improve it. Range time and 

professional training may however, and thus would be 

a much wiser investment of your time and money. 

So, when choosing accessories go through the 

following check list; 

 

1. Is it compatible with the weapon I plan to attach it 

to? (For example, a Soviet side rail mount PSO-1 

scope will not fit on a NATO picatinny rail.) 

2. If not, are there adapters available? 

3. What advantages will the accessory give? 

4. Are these advantages compatible with what you 

are expecting to use the weapon for? 

5. Are these advantages worth the extra cost, weight 

and bulk? 

6. Are there disadvantages to using the accessory? 

7. How quick and easy is it to attach and remove the 

accessory? 

8. Is the accessory compatible with other accessories 

you plan to attach? 

 

Due to the aftermarket industry I mentioned, many of 

these are available to civilians. This means there are 

often multiple reviews of them online.  

Do your homework and absorb as many as you can. 

 

 



215 
 

General rules of thumb however are; 

• High capacity magazines hold more rounds than 

standard magazines. In the case of an AK74 or   

M-16, this would be anything over 30 rounds.  

o These ‘high-cap’ mags provide more 

immediately available firepower, but may 

increase the chance of jamming.  

o They may not fit into standard sized magazine 

pouches either, so carriage may be an issue. 

• Polymer stocks reduce weight, but also reduce the 

effectiveness of butt-stroking.  

• Suppressors reduce muzzle flash and noise but 

add weight and length to a weapon. They also 

prevent the use of bayonets in most cases. 

• Under barrel attachments, such as the GP-25 

Grenade Launcher for AK rifles, or the MAC 

Masterkey shotgun for the M-16, can provide a 

significant increase in capability, turning a rifle into 

a two-in-one weapon system.  

The downsides of under barrel attachments are; 

o They often make the host weapon less 

comfortable to hold.  

o The additional weight at the fore-end of a rifle 

can make precise aiming at a distance more 

difficult. 

o Most rifles cannot mount a bayonet whilst using 

an under-barrel attachment.  

o They prevent the use of a bipod or vertical grip 

in most cases. 
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Sights and Optics.  

 

In order to hit something, you will need to be able to 

aim at it effectively. This is where sights come in. 

Weapon sights come in all shapes and sizes, from the 

very basic to the extremely high tech.  

In fact, weapon sights, or ‘optics’, are the one area of 

small arms technology that has continued to improve 

significantly over the last few decades. 

We will start with the most basic types first then climb 

further up the ‘technology tree’.  

 

Iron Sights. 

 

Iron sights are the oldest and most basic weapon 

sight. Every small arm should have iron sights, even if 

only as a backup. Iron sights come in many varieties. 

The most basic type is the ‘bead sight’ used on some 

shotguns. ‘Beads’ possess only the front sight, lacking 

the rear sights common to other iron sights. This limits 

their accuracy. They are designed for competition 

shooting, and are not ideal for hunting or combat use.  

True iron sights feature a front sight, located towards 

the fore end of the weapon, and a rear sight towards 

the rear, near where the user’s eyes would be when 

fired from the shoulder.  
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To use iron sights effectively, the user lines up both 

the front and rear sights with the target in both the 

vertical and horizontal plane. This is more easily 

shown in pictures and videos, so I suggest looking 

this up.  

Iron sights can often be adjusted for both windage 

and elevation. In the right hands iron sights can be 

useful out to about medium range. Longer range is 

possible, although the lack of magnification may make 

identifying a target at distance difficult.  

The main drawback with iron sights is that they can 

be relatively slow to aim properly, as you need to 

align the rear sight, front sight and the target. Doing 

this correctly may be difficult in stress-filled, 

adrenaline-fuelled situations. 

Their relatively open nature helps with situational 

awareness, but the need to close one eye to use 

them effectively negates this advantage somewhat. 

Iron sights come in two main varieties, open sights 

and aperture sights. These can then be subdivided 

into further categories, such as diopter drum, ghost 

ring etc. Each has their own advantages and 

disadvantages. I recommend looking these up in 

greater detail. 

Some weapons with full length Picatinny rails do not 

possess iron sights built in. Instead flip up ‘Back Up 

Iron Sights’, or BUIS, can be fitted to the rail. This of 

course gives the user the option of mounting the type 

of iron sight that is most suitable for the task at hand. 

Note that iron sight is a misnomer, as they can be 

made from a range of materials.  
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Night Sights. 

 

Nights sights are essentially iron sights adapted to be 

useful in low light conditions. Iron sights are not 

illuminated, which can make seeing them in the dark 

difficult. Night sights remedy this by enhancing the 

front and rear sights with bright, high contrast 

markings. This makes the sights more visible in low 

light conditions. Note that night sights only work if you 

can still see the target, even if it is only a silhouette. If 

it is too dark to see anything, they will not help. 

More advanced variants use Tritium markings, as 

these are self-illuminating. This allows the sights to be 

used in even darker conditions. Being self-

illuminating, they do not require a power source such 

as batteries, or LED diodes to generate the light. 

More advanced still are versions that also incorporate 

fibre optic cables. These collect ambient light to 

further illuminate the sights. 

The most common type found on semi-automatic 

hand guns is the three-dot system. Here the front and 

rear sights are marked with a dot. To use them the 

shooter lines up the three dots on the target. Ideally 

the front sight dot should be a different colour, so as 

to not confuse it with one of the rear dots. Again, I 

suggest looking up pictures and videos to have this 

explained further.  

Some Stalkers have taken to creating their own 

improvised night sights, by marking their iron sights 

with brightly coloured or luminous paint. 
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Reflex and Holographic Sights. 

 

A fairly recent invention in the world of small arm’s 

optics are reflex and holographic sights. Sometimes 

referred to as ‘red dot sights’, these have become 

very popular with militaries, police forces and with 

civilians in nations such as the US.  

The technologies behind reflex sights and holographic 

sights are quite different, but the end result is much 

the same. They create an illuminated virtual reticule 

which does not require the alignment of a front and 

rear sight. Simply place the reticule over the target 

and squeeze the trigger. All else being equal, this 

should score a hit at short to medium range.  

This makes them very easy to use, even in stressful 

situations. They also allow for quick target acquisition 

and rapid ‘transitioning’ from one target to another. 

These sights are intended to be used with both eyes 

open. This allows for greatly increased peripheral 

vision and situational awareness. 

These attributes make them the optics of choice for 

close range engagements against multiple opponents. 

If you are being swarmed by mutants, then a reflex or 

holo sight, mounted on a CQB rifle or automatic 

shotgun, could be a life saver. 

Some reflex sights are magnified, which makes them 

more effective at medium range. Holographic sights 

tend not to be, however separate magnifiers can be 

mounted behind the holo sight to remedy this.  
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These are usually mounted on a flip up mount. The 

advantage of this, is that the magnifier can be flipped 

to one side when not needed, and flipped back into 

position when the magnification is required. This 

setup is reliant on the weapon having a long enough 

top Picatinny rail to mount both the sight and 

magnifier on. Unfortunately, most of the Soviet era 

weapons common in the Zone do not possess this.  

Reflex and holo sights are far more rugged and 

reliable now than they used to be, and they can have 

battery lives measured in years.  

That said, they are still technological devices. As 

such, they may fail in the Zone during emissions or 

near electro and magnetic anomalies. Therefore, 

having iron sights as a backup is a must. Some set 

ups allow for ‘co-witnessing’. This means the iron 

sights can be seen through the hollow or reflex sight. 

Some types feature an etched reticule. This is useful, 

as if the illuminated virtual reticule fails, the physical 

reticule can be used instead. 

There are some subtle differences between reflex and 

holographic sights in practical usage. Each has its 

slight pros and cons when compared to the other. 

Feel free to investigate this further if you are so 

inclined. 

NB – when purchasing a red dot sight, make sure it is 

a genuine battle-ready optic, and not one of the cheap 

or knock-off varieties intended for airsoft players.  

Remember, “Your aim is only as good as your sights”. 

 



221 
 

Magnified Scopes. 

 

Telescopic sights come in a variety of types, with 

each having their own advantages and 

disadvantages. Therefore, choosing the right type for 

the task at hand is important.  

Some of the basic categories are as follows. 

 

Fixed Power Scopes. 

These scopes will magnify the image to a fixed 

degree. This can range from relatively low 

magnifications, such as 3X power - three times 

magnification, up to magnifications in the 30X power 

range - thirty times magnification. 

The general rule of thumb, is that the greater the 

magnification, the more effective it will be for long 

range shooting, but the less practical it will be at 

shorter ranges.  

Try walking around with binoculars up to your eyes 

and you will see what I mean. 

 

Variable Power Scopes. 

A variable power scope can alter its magnification via 

a dial, not unlike some binoculars. This can provide 

greater flexibility in the ranges that it can be used, at 

the expense of increased cost and complexity. NB, a 

scope that can be dialled down to 0X power, i.e. no 

magnification, can still be used in CQB.  
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The PSO-1 Scope. 

 

The most commonly encountered scope in the Zone 

is the Soviet era PSO-1.  

This 4X power scope was originally designed for the 

SVD. It can also be mounted on AK pattern weapons, 

and several other eastern bloc rifles, so long as they 

have the appropriate side rail mount. Some may 

require an adapter.  

Although the PSO-1 is an old design, they were 

amongst the most advanced scopes in the world 

when they were created. Because of this, they still 

compare favourably with many scopes even today.  

It features a range estimating reticule, with bullet drop 

and windage compensating markings. All of which are 

very useful for long range shooting. 

The PSO-1 is very rugged, and can function in 

temperatures as low as -50 degrees centigrade and 

as high as +50 degrees centigrade.  

Considering the extreme fluctuations of temperature 

within the Zone, this is a significant advantage over 

most civilian scopes, which typically cannot cope with 

such extremes. 

Note that the PSO-1 is calibrated for the 7.62 x 54R 

round. If using one with a 7.62 x 39 AK47 or 5.45 x 39 

AK74, you would need to adjust your aim to 

compensate. Alternative scope options include the 

1P29 for 5.45 weapons, and the PSOP for weapons 

firing 7.62 x 39.  
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Night Scopes and Thermal Imaging 

Scopes. 

 

Night vision and Thermal Imaging Devices will be 

discussed in more detail in the ‘Technology and 

Equipment’ section.  

One thing I will mention now however, are the ‘add 

on’ devices hitting the market.  

These can be combined with traditional scopes to turn 

them into a Night Vision Device for night time use.  

The attachment can then be removed during daylight 

hours, or when using artificial lighting, thus allowing 

you to use the scope as normal. 

These could be useful in the absence of Night Vision 

Goggles. However, they are expensive and currently 

rare in the Zone.  

Thermal Imaging attachments cost even more, so you 

are unlikely to encounter them for the moment. 
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Electronic Aiming Devices. 

 

Another new innovation in small arms are electro-

optical sights.  

These combine a CCTV style ‘scope’ with a laser 

range finder, various weather sensors and a ballistic 

computer.  

These create a ‘firing solution’ which calculates 

distance to target, ballistic drop, air pressure, air 

temperature, movement of the target etc. and shows 

the shooter exactly where to aim.  

They are basically miniaturised versions of the Fire 

Control Systems that tanks have had since the 

1980’s. 

In theory, this could grant any half decent marksman 

the accuracy of an expert sniper.  

However, they are very expensive and the chance of 

encountering them in the Zone is next to zero at 

present.  

I doubt they would last long in the Zone anyway, and 

they would be useless during emissions or near 

electro and magnetic anomalies. 
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Conclusion. 

 

There is a wealth of information in the public domain 

about rifle scopes, far too much to cover here.  

I suggest researching this further. 

Note that almost all magnified scopes are impractical 

for short range CQB combat.  

In these situations, it would be better to use your 

weapon’s iron sights. If the placement of the scope 

prevents you from seeing the iron sights, then it would 

be advisable to remove it first. 

Note that all sights, be they iron sights, reflex sights or 

scopes, will need to be ‘zeroed’ to be used effectively. 

Again, I highly recommend you look into this further.  

NB - Some removable sights will need to be re-zeroed 

each time they are removed and reattached. 
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Laser Sights. 

 

A laser sight can be a very useful addition to a 

weapon, but only under the right circumstances.  

Before we discuss what laser sights are good for, lets 

first discuss what they are not suitable for. Let’s also 

dispense with a common Hollywood myth surrounding 

who uses them.  

Snipers do not use laser sights!  

Laser sights have a number of drawbacks which 

render them worse than useless for a sniper. These 

drawbacks are as follows; 

Firstly, the laser travels in a straight line, regardless of 

gravity, wind direction, air temperature, Coriolis effect 

etc. At long ranges all of these will have an effect on 

the trajectory of a bullet. Therefore, at longer ranges 

the bullet would not impact where the laser sight is 

pointed.  

Secondly, laser light travels at the speed of light, 

bullets do not. If shooting at a distant moving target, a 

shooter will also need to ‘lead the target’. This means 

aiming for where the target will be once the bullet gets 

there, not where the target is when the shooter pulls 

the trigger.  

Being able to compensate for these effects are 

amongst the most important skills a sniper must 

possess. Long range shooting is not merely a matter 

of lining up the crosshairs on a scope and pulling the 

trigger. 
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What’s more the red / green dot on the target could 

warn the target, or the people around them, that they 

are about to be sniped.  

This is the last thing a sniper wants! 

Worse yet, the laser itself might be visible under 

certain circumstances, such as if the air is smoky, 

misty, dusty etc. This would of course give away the 

sniper’s position.  

Lastly, the laser dot is unlikely to be visible during 

daylight at the distance snipers operate anyway. 

These disadvantages would make them equally 

useless to you too when attempting to shoot at long 

range targets.  

So, are laser sights of any use then?  

Yes, absolutely, but only at short ranges. 

They are very effective at bringing your weapon to 

bear on a target quickly at shorter ranges.  

At short range, ballistic drop, windage etc. is not a 

problem, so the bullet should impact the same spot as 

the laser dot. 

Laser sights are useful in the dark, especially if you 

do not have night vision or night sights on your 

weapon. Some NVGs, and indeed some helmets and 

gas masks, make it difficult to line up a weapon’s 

sights. A laser sight can be an effective workaround. 

They are also very useful if you need to shoot one 

handed, and in other scenarios where you could not 

otherwise aim effectively.  
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Laser sights come in three main varieties, red, green 

and infrared (IR). 

Red laser sights are the most common, and tend to 

be the most affordable, most compact and possess 

the longest battery life. The downside is that they are 

the least powerful. In bright daylight you may have 

trouble seeing the dot on the target, especially against 

a bright background. 

Green laser sights have the advantage of being more 

powerful, which makes their dot more easily visible in 

bright daylight. They are also more easily visible 

against bright backgrounds. 

The downside is that they are often more expensive, 

larger and have a shorter battery life. NB - most 

militaries that use visible light laser sights use ‘greens’ 

instead of ‘reds’.  

Presumably they feel the pros outweigh the cons.   

Some military laser sights operate in the IR spectrum.  

The advantage of these is that the IR laser light is 

invisible to the unaided eye, and is only visible 

through IR night vision devices.  

This can be a great advantage if friendlies have IR 

night vision, but hostiles do not. If both sides have IR 

night vision, then this advantage is cancelled out. It is 

worth remembering that some mutants possess 

natural infrared night vision… 

Some laser sights feature a strobe effect, whereby the 

laser dot rapidly blinks on and off. This makes the dot 

easier to see, and aids in rapid target engagement. 
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Some military grade illumination devices combine a 

visible light laser sight, an IR laser sight, a visible light 

gun light and possibly an IR flood. Unfortunately, you 

are unlikely to obtain such high-end gear in the Zone. 

Remember to turn off the laser sight when not using 

it. Not only will this save battery life, it will also prevent 

you from accidentally giving away your position.  

You must always be mindful of where you are pointing 

your weapon when using a laser sight. The dot 

traveling over walls, equipment and the environment 

will alert a hostile to your presence if they see it. 

Note that laser sights are no substitute for skill. Use 

them only as an addition to marksmanship training, 

not as a substitute for it.  

Be aware that the laser sight in of its self can be 

dangerous if shone into someone’s – or something’s – 

eyes. Never look directly at a laser sight! Doing so 

could at the very least cause disorientation, and quite 

possibly temporary blindness.  

You could use your laser sight to blind and 

disorientate an attacker, assuming they have eyes to 

disorientate of course. I would not suggest trying this 

on a ‘Blind dog’ for example, for what should be 

obvious reasons.  

Note that permanent blindness is a distinct possibility 

with the more powerful variants, so be extra vigilant 

when around these. Although the use of permanently 

blinding lasers is considered a war crime, the Zone is 

not a conventional war zone, and not everyone will 

follow the rules. 
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Gun Light. 

 

A gun light, ‘weaponlight’ or ‘weapon mounted light’ 

can be a very useful addition to a firearm. They 

provide illumination of the area and the ability to 

positively identify a target.  

At short ranges they can also serve as an aiming aid, 

not unlike a laser sight. Place the bright centre of the 

light on the target’s centre of mass and you should be 

on target. Lights with a more highly focused beam are 

more suitable for this, for obvious reasons. 

Some lights have a very wide but diffuse light cone, 

which is good for illuminating a wide area. Others 

have a very tight beam which maximises range, at the 

expense of peripheral illumination. The most 

advanced versions combine both, which creates a 

very versatile light source. 

Gun lights come in two distinct types. The first are 

those that are intended to be used only when 

mounted to the weapon. Small versions of these may 

be mounted on pistols, whilst some are integral to the 

hand guards of some pistols, shotguns and SMGs. 

The second are mountable tactical flashlights, which 

can be removed and used as a conventional hand 

torch.  

Tactical flashlights have the advantage of being 

mountable on any weapon with an appropriate mount. 

Some mounts are simple clamps, whilst others are 

more complex affairs.  
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If your weapon does not have a suitable mount, speak 

to one of the Zone’s talented gunsmiths. They have 

made a successful cottage industry out of adding non-

standard modifications to Stalker’s firearms.  

Some Stalkers have taken to creating their own 

improvised gun lights, through judicious use of 

flashlights, pipe clamps, duct tape and whatever else 

they can lay their hands on. However, this is not an 

ideal long-term solution. 

Note that standard, ‘non-tactical’, flashlights may not 

last long when mounted to a weapon, as the 

weapon’s recoil may damage their internal 

components. Tactical flashlights are designed to 

handle these forces however. 

Most modern tactical lights are of the LED type. 

Compared to the older incandescent bulb varieties 

they are brighter, more durable and have a far longer 

battery life. 

High power tactical lights can also be used to 

disorientate an opponent, again assuming it has eyes. 

Red light filters can be used over the gun light to 

preserve your night vision. 

Some weaponlights can operate in the infrared and / 

or Ultra Violet spectrums. The advantages of these 

are covered later when discussing active IR night 

vision.  

There are ways of filtering white light to turn it into an 

‘ad hoc’ IR light. These include shining the light 

through developed camera film, or through the 

material found inside old floppy discs.  
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Some Stalkers have taken to doing this. Most have 

found that this is more effective with the older, 

incandescent bulb torches, than with the newer LED 

models. 

Note that just as with IR laser sights, IR floodlights will 

be perfectly visible to anyone using night vision 

devices. Mutants that possess natural IR night vision 

will be able to see it too. 

Be aware that like all active illumination, using a gun 

light can give away your position when out in the 

open. 

In confined spaces, the way the light shines over 

surfaces and objects can give away your location, and 

even the direction your weapon is pointing.  

An enemy can use this to estimate your location, even 

when they do not have a direct line of sight with you.  

This works both ways of course, so you too can use 

this trick to detect enemies using active illumination. 

Strobing the light, or using it intermittently, may make 

it more difficult for an enemy to determine your 

position.  

This too works both ways of course, therefore it will 

be more difficult to estimate an enemies’ location if 

they are strobing their illumination. 

There are videos on-line demonstrating how to use 

illumination in CQB and home defence scenarios. 

These could prove very useful, so I suggest you 

watch them. 
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Slings. 

 

Slings are a simple but invaluable addition to any rifle 

or other ‘long weapon’.  

A sling will allow you to retain the weapon on your 

person without having to hold on to it.  

This is invaluable to a Stalker like yourself, since you 

will frequently need your hands free to climb ladders, 

throw bolts and to use detectors, RSMs and 

binoculars. 

Without a sling, you might have to lay your weapon 

down to use these items. However, doing so will leave 

you vulnerable.  

Alternatively, you could attempt to secure it to your 

backpack or webbing somehow, but this will take 

time. Retrieving the weapon and bringing it back into 

action may also take time, time you may not have if 

you are attacked at close range. 

A ‘slung’ weapon however, can be brought back into 

action very quickly, and this quick reaction time may 

just save your life. 

A sling can also prevent your weapon from being 

pulled away from you completely, should it become 

wrenched from your grip.  

This could happen if you get too close to a magnetic 

or gravitational anomaly, or if fighting a Burer or 

Poltergeist, both of which will likely try to disarm you 

via telekinesis.  
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A sling will also prevent you from losing your weapon 

should you drop it.  

This might sound like a trivial thing, but considering 

the number of trip, slip and fall hazards in the Zone, 

not to mention the lack of lighting, simply falling over 

happens more often than you might think. 

Some slings can function as marksmanship aids too, 

so make sure you look into this. 

Note that slings come in several varieties, such as 

one, two and three-point systems. They all have their 

relative pros and cons, so as always, do your 

homework and practice where possible. 

NB - for pistols, a ‘pistol retention lanyard’ will serve 

the same purpose. These might be a worthwhile 

investment too. However, make sure it has a quick 

detach system in case something catches the 

lanyard, and tries pulling you in with it.   
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Gun Myths. 

 

There are many myths regarding firearms, myths 

often perpetuated by Hollywood for dramatic effect.  

Confusing myth with reality will get you killed.  

Therefore, I will dedicate a section to dispelling these 

myths for you here, just to be sure. 

 

Myth: 

Aiming at a distant target with a pistol is easy. 

 

Reality: 

Accurate aiming with a pistol can be difficult, 

especially at a distance.  

Pistol sights are designed for simplicity and speed of 

use, not for precision shooting.  

Furthermore, most pistols do not possess stocks, 

which makes controlling their recoil more difficult. 

Finally, most pistols are ineffective at long range 

anyway, due to their relatively low powered 

ammunition and short barrels. 
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Myth: 

You can penetrate metal armour if you shoot it often 

enough. 

 

Reality: 

This is rarely the case. Metal armour, such as steel 

plates, is either penetrated in one hit, or not 

penetrated at all.  

I have seen a steel body armour plate shrug off fifty 

shotgun blasts. I have also seen the same plate 

model penetrated by a single armour piercing round.  

There will always be exceptions of course.  

Hitting the same spot repeatedly may penetrate after 

several rounds, however landing multiple shots in 

such a small area is very difficult to do under 

battlefield conditions. 
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Myth: 

Shooting someone will send them flying backwards. 

 

Reality: 

A bullet is tiny compared to a person and has very 

little mass. Even shotgun slugs, and the bullets from 

large calibre rifles, are light compared to a person.  

Hitting someone will not send them flying.  

If a person or mutant is charging at you, a bullet may 

not even slow them down.  

Bullets are designed to kill by causing internal injuries, 

not blunt force trauma. 
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Myth: 

Hitting someone in the centre of mass will kill them 

instantly. 

 

Reality: 

This might be true - sometimes - for large calibre 

rounds. However, for most ammo types this is simply 

not the case.  

Shot placement is critical. If you happen to sever the 

target’s spinal cord - which is unlikely as it is a very 

thin target - they may become paralysed instantly. 

However, hits to other areas will not have this effect. 

Fatal shots to the torso tend to kill via circulatory 

shock and blood loss. This takes time, and your 

opponent may be able to continue fighting until this 

happens. Even a shot to the heart may not kill an 

enemy for 10 to 12 seconds, and they may still be a 

threat in that time frame. 

This is assuming of course that the wound is actually 

fatal. A person may be able to survive a shot to the 

torso if no major organs or arteries are hit. This is 

especially true of low power rounds or rounds that 

pass straight through the target without tumbling, 

fragmenting or ‘mushrooming’. For this reason, do not 

rely on one round stopping an attacker, and assume 

you will need to hit them multiple times. 

The only almost guaranteed instant kill is a shot to the 

Central Nervous System, i.e. the brain.  
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Myth: 

You can fire on full auto for prolonged periods of time. 

 

Reality: 

This is true only for belt fed machine guns that 

possess either a water-cooled barrel, or a quick-

change barrel system.  

This ‘sustained fire’ role is what machineguns are 

designed for.  

An assault rifle, carbine or sub machine gun will use 

up a standard sized magazine in under five seconds.  

Therefore, use semi-automatic or short controlled 

bursts instead. 
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Myth: 

You can use two weapons at once, AKA ‘dual 

wielding’. 

 

Reality. 

Whilst it is technically possible to hold and fire two 

pistols at once, one in each hand, doing so is highly 

discouraged.  

Doing so would prevent you from aiming effectively, 

as you would not be able to use the sights. That said, 

equipping each pistol with a laser sight and / or 

weapon light may alleviate this problem somewhat. 

Controlling the recoil might also be a problem, since 

you would be using each weapon one handed.  

Reloading could also be very difficult and take longer 

to do, assuming you could do it at all.  

Trying to use two rifles, SMGs etc. would be even 

more pointless, as managing the recoil would be even 

more difficult.  

You would simply waste a lot of ammo. 

The only places you see this act of stupidity is in 

Hollywood and video games.  

No one who uses pistols professionally, such as the 

police, military, secret service etc. would ever do 

something so patently moronic. 
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Whilst we are talking about pistols, do not try to ‘play 

gangsta’ by holding your pistol sideways.  

Firstly, you would not be able to aim effectively since 

you would be unable to use the sights. 

Secondly, you would become a laughing stock 

amongst those who actually know how to shoot.  

In a place like the Zone where reputation counts for a 

lot, this could turn out very badly for you. 
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Myth: 

You can use firearms underwater. 

 

Reality: 

Whilst it is true that some firearms can be fired safely 

underwater, most cannot.  

Even those that can, are almost completely ineffective 

when doing so.  

Water is nearly eight hundred times denser than air, 

and this will cause a bullet to slow down dramatically.  

As a result, their effective range underwater would be 

limited to a few meters at best.  

There are a few specialist underwater firearms in 

existence, such as the APS underwater assault rifle.  

These are specialist weapons issued to frogmen, and 

you are very unlikely to encounter them in the Zone. 

Most firearms will malfunction if used under water, 

and some may even explode! 

Using a firearm that has recently been submerged 

can be equally dangerous, if it is used before the 

water has drained from the barrel.  

Some ‘Over The Beach’ or ‘OTB’ certified firearms 

can be used straight out of the water.  

Most of the weapons you will encounter in the Zone 

will not be OTB certified however, so bear this in 

mind. 
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One solution to this problem is to place something 

over the end of the barrel to prevent the water getting 

in.  

Condoms work very well for this. They have the 

advantage that they can be shot through, allowing for 

instant out of the water target engagement.  

More substantial methods of blocking the end of the 

barrel will need to be removed prior to firing.  

Forgetting to do this might cause a catastrophic 

weapon failure, i.e. exploding in your face.  

Whilst we are on the subject of firearms and water, 

this is the opportune moment to discuss firing into 

water. 

Experiments have shown that high power, high 

velocity rounds often break up when impacting the 

water’s surface. This severely limits how deep they 

can penetrate whilst remaining effective.  

Slower, lower power rounds are less prone to 

fragmenting, but they will still lose much of their power 

after only a few feet.  

Shooting at a shallow angle appears to make these 

problems worse. 

Bear this in mind if shooting at submerged Catfish 

mutants. Unless they are very near the surface, your 

rounds are probably not going to reach them. 
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Myth: 

Shooting a gas tank or fuel can will cause it to 

explode. 

 

Reality: 

 

This may happen on rare occasions, if the bullet 

causes a spark, or if it is an incendiary or tracer 

round, however most of the time it will not.  

More often than not, the fuel can will simply leak, and 

a gas tank will merely vent the gas through the bullet 

hole, assuming the bullet penetrates at all.  

NB - shooting a vehicle’s fuel tank will not stop it 

straight away either, nor will shooting its engine in 

some circumstances.  

If you are trying to stop an attacking vehicle, you are 

better off aiming at the driver, then getting out of the 

way as it careens past uncontrolled. 
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Firearms Training. 

 

In a cruel twist of fate, one of the most important skills 

you will need in the Zone, is also one of the most 

difficult to acquire before you get there. In most 

countries anyway.  

Generally speaking, the best way to learn how to use 

firearms is via military service. Through this you will 

learn how to use them ‘out in the field’.  

In addition, military service should teach you grenade 

use, bayonet drills, navigation, field craft, camping, 

survival skills and noise and light discipline. All of 

which you will need to know as well. 

If, however, you have no military service experience, 

or if your service consisted mainly of pointless drill, 

parades and boot polishing, then you will need to 

learn these skills, as best you can, on ‘civvy street’. 

Some firearm types will be easier to get hands-on 

experience with than others, and this will be affected 

by where you live. 

Shotguns for example, are fairly easy to get 

experience of due to clay pigeon, or ‘skeet’ shooting 

clubs, which are legal in most countries. Make sure 

you join one and take advantage of any instruction 

they offer. If they have a range of shotgun types you 

can hire - i.e. break action, pump action, semi-auto 

etc. try to get experience with all of them. If they have 

both shot and slugs available, get experience with 

both of these too. 
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Depending on where you live, getting familiarised with 

pistols may be more difficult. Many nations place 

restrictions on private citizens owning pistols, due to 

their ‘concealability’. America being the exception of 

course.  

Some countries may still permit pistol shooting clubs 

however. If so, make sure you get in some ‘range 

time’, and take advantage of any professional tuition 

available. Train in a variety of calibres, 9mm and .45 

ACP in particular. If they have both revolvers and 

semi-automatic pistols available, get practicing with 

both. 

Assault rifles, DMRs and semi-automatic rifles in 

general, can be even more difficult to get acquainted 

with.  

This is due to most countries outright banning private 

citizens from owning such weapons. Again, America 

is an exception.  

If you are able to practice with such weapons, then 

make sure you do so extensively.  

If possible, train with AK-pattern weapons and AR / 

M-16 type rifles, since you will likely encounter these.  

This training should include learning range safety, 

reloading, clearing stoppages and how to clean, strip 

and maintain the weapon.  

Again, try to train in a range of calibres. Ideally, this 

should include intermediate cartridges, such as 

5.56mm, 5.45mm and 7.62x39mm, and full power 

cartridges, such as 7.62x51mm NATO and 7.62x54R.  
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Submachine guns are often governed by the same 

restrictions as assault rifles, but if training is available 

take advantage of it.  

You must know both your primary and secondary 

firearms like the back of your hand. And this goes 

beyond just firing them, it also includes reloading, 

clearing stoppages and cleaning them too. 

Practice using the weapons, reloading them and their 

stoppage drills until you can do it without thinking.  

Done that? Good - now do it with wet, bloody or oily 

hands.  

Mastered that? Great - now do this with hands so 

numb with cold, or whilst wearing gloves so thick, that 

you can’t feel anything.  

Got that? Excellent - now practice doing all of these 

from the standing, kneeling and prone positions.  

Got all that? Perfect - now repeat all of the above, in 

the dark! 

Practice simple cleaning and field stripping as well, 

although I wouldn’t recommend field stripping in the 

dark, as it is too easy to lose parts.  

This is particularly true of some newer NATO rifles, 

which disassemble into many small and easily lost 

components.  

It is probably wise to save field stripping until you 

reach a safe haven, as while a weapon is 

disassembled, it cannot be used. 
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If you are able to practice any of the above before you 

travel to the Zone, then do so - frequently.  

Failing that, then ensure you practice as much as 

possible when you get there, with the weapons you 

have to hand.  

Make sure you do this before you set off on a mission.  

Be prepared to do this every time you need to change 

your everyday carry weapons.  

An M-16 works quite differently from an AK74, whilst 

a semi-auto shotgun, with pump-action override, 

works very differently from a simple break action 

sawn-off.  

Confusing one weapon for the other at the critical 

moment could get you killed. 

If training is not available, and owning firearms is not 

legal in your area, then you will have to try ‘the next 

best things’. This will not be ideal but it will be better 

than nothing. 

These ‘next best things’ can be broken down into two 

parts, theory and practical. 

Theory is anything that is not ‘hands on’. Thankfully 

there is a wealth of information in the public domain, 

so this is easy to access. This includes books, 

magazines, TV documentaries and the internet.  

On-line video sharing platforms have a huge range of 

content on firearms. These include tutorials on 

shooting, cleaning, stripping and maintaining different 

weapons.  
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You can also find videos explaining how the different 

types of fire arms work. 

Additionally, you can find video information and 

reviews of various weapons, accessories and 

ammunition.  

Be advised that most of these are from America, and 

therefore in English.  

Practical next best things may be more difficult to 

access and may vary in how useful they are.  

We will go through these in more detail below. 
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Airsoft. 

 

One very good and widely available training activity is 

Airsoft. Airsoft is similar to paintball, but far more 

realistic.  

Airsoft uses spring, gas or electrically fired replica 

firearms which shoot non-metallic spherical 

projectiles. These projectiles fly faster and travel 

further than paintball balls, whilst still being safe to 

shoot at human targets without the risk of injury.  

This has resulted in several militaries and law 

enforcement organisations using airsoft as part of 

their training. 

Civilian clubs may offer ‘Military Simulations’ or 

MilSim events, aiming to replicate a real-world military 

combat experience. The usefulness of such 

experiences to an aspirant Stalker should be obvious. 

NB - the airsoft guns used in civilian clubs will differ 

from the ‘real steel’ firearms they are emulating in the 

following ways; 

 

• They may weigh less. 

• They do not produce gun smoke or muzzle flash. 

• They are much quieter.  

• They do not produce as much recoil. 

• Their effective range is less, with 170 meters being 

the typical maximum. 
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The versions used by military and law enforcement 

organisations contain weights, making them as heavy 

as their real steel firearm counterparts. 

In addition, they may be equipped with various 

modifications to simulate recoil, noise, muzzle flash 

and gun smoke.  

Although not readily available to civilians, if you are 

able to get hands-on with these you should definitely 

make the most of the opportunity.  
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Paintball. 

 

Paintball is less realistic than airsoft, and so is less 

useful as a training aid. That said, it is more 

widespread, so if airsoft is not available this may be 

your only alternative.  

The problems associated with civilian airsoft guns are 

magnified in paintball, with effective ranges, projectile 

speeds and recoil reduced still further.  

 

Replica Firearms. 

 

A deactivated firearm is a weapon that has been 

‘made safe’ by removing or damaging some of its 

internal components. These may be useful as a 

training aid if you are unable to obtain the real thing.  

A deactivated firearm will still give you a feel for the 

size, ergonomics and sight picture of a working 

model.  

Note that deactivated firearms may be lighter than 

working models, due to the removal of the internal 

parts, and the lack of ammo.  

This can be countered somewhat by using a weighted 

dummy magazine, or a standard magazine filled with 

inert rounds.  

NB - Deactivated firearms can sometimes be            

re-activated. Something to think about… 
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Video Games. 

 

Most video games are thoroughly unrealistic in their 

portrayal of how real-world weapons work.  

Their portrayal of what a gun battle is actually like to 

be in is equally inaccurate.  

Since video games are sometimes the closest many 

people get to using a real firearm, I had better dispel 

some myths.  

You will soon see just how far off the mark most 

games are. 

For a start, most games do not realistically model 

real-world ballistics, instead treating bullets like 

lasers. These ‘hit-scan’ weapons suggest that bullets 

instantaneously hit their target, which simply is not 

true.  

Secondly, most games do not accurately model the 

effects of gravity, windage, air resistance, air 

temperature, altitude, the Coriolis effect, barrel wear, 

the type of ammo you are using or whether you are 

shooting uphill, downhill or over flat terrain. 

In the real world, all of these will have an effect to 

some degree, especially if shooting at a distance.  

Thirdly, most games grossly underestimate the 

effective range of some weapons, whilst grossly 

overestimating others.  

For example, 300 meters is a fairly conservative 

range for a real-world assault rifle.  
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In video game land however, this would be sniper rifle 

territory. In contrast, some games grant pistols almost 

magical range and accuracy, which as we saw earlier 

is total nonsense. 

Fourthly, games rarely portray how effectively some 

projectiles will penetrate the environment.  

For example, a real-world assault rifle round will 

easily penetrate car doors, interior walls, wooden 

doors, furniture and fences etc. In games these are 

often impenetrable.  

Confusing the two would get you killed in the Zone 

very quickly.  

Furthermore, games usually do not accurately depict 

what it takes to kill someone with a real weapon, and 

how shot placement is all important.  

In games, there is often no distinction between 

shooting a target in the chest or in an extremity. The 

infamous ‘toe snipe’, a tactic used in some on-line 

shooters, is a good example.  

In reality, a shot to an extremity will not kill an 

opponent instantly, assuming it kills them at all.  

Even a shot to the abdomen may not incapacitate an 

opponent straight away, and for as long as they can 

still aim a weapon and pull a trigger, they are still a 

threat.  

This is something else that games often get wrong, 

with enemies being either completely mobile, or 

instantly dead, with nothing in between. 
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Another issue is that many games do not have a 

realistic magazine system. Instead, any unspent 

rounds in a magazine are seemingly transferred to a 

magic ‘ammo pool’ upon a magazine change. This 

encourages changing mags at an unrealistically 

frequent rate.  

Real world magazines simply do not work this way. 

Lastly, games do not realistically portray what effects 

wounds have on the human body. In many games, 

your injuries are miraculously healed simply by 

walking over a ‘health kit’.  

Even more ridiculous are those where hiding for a few 

seconds will miraculously heal you of all injuries, no 

matter how severe they were.  

This is nothing like real life. Serious wounds do not 

just go away on their own, and some wounds will be 

fatal no matter how soon you receive medical 

attention.  

So…video games are of no use as training aids then 

eh?  

Yes…and no.  

Some games, or more properly ‘War Simulators’, do 

attempt to recreate realistic weapons and their 

effects. As such, these could be of some use as a 

supplement to ‘hands on’ training.  

As always, do your homework and make sure you 

know which-is-which. 
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Movies. 

 

The depiction of firearms in most Hollywood movies is 

as inaccurate as it is in video games.  

How often do we see heroes jumping through the air, 

while firing pistols in both hands, and seemingly never 

needing to reload? 

Again, this crap is made to entertain, not inform…so 

take it for what it is.  

That said, in more recent years there has been a 

growing trend towards showing firefights in a more 

realistic way.  

This only applies to some films however.  

As always, before attempting to use any of these films 

as a training aid, you must do your homework and 

find out which films are realistic, and which are not. 

 

 

 

 

 

 

 

 



257 
 

 

 

 

 

 

 

Section Four: 

Clothing, armour and 

Personal Protective 

Equipment. 
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Introduction. 

 

The human body is relatively fragile, and for it to 

survive in harsh conditions, it must be protected from 

them. The more extreme the conditions, the greater 

the level of protection required. 

While this is true for all harsh environments - you 

wouldn’t try to cross the Antarctic in a vest and shorts 

- it is even more so in the Zone. One of the Zone’s 

greatest challenges is the intensity and variety of its 

many hazards. Protection against one type of hazard 

will not necessarily protect you from another type of 

hazard. Worse yet, it may actually make you more 

vulnerable to them. For example, thick arctic clothing 

will help you survive the Zone’s frigid winters, but if 

you wore it in the summer you will likely die from heat 

stroke.  

There are two main philosophies regarding how to 

best overcome these challenges, these being 

specialisation and generalisation.    

Specialisation is the practice of maximising your 

protection against a small range of similar threats. 

However, this will usually be at the expense of 

protection from others.  

For example; An NBC, CBRN or hazmat suit would 

provide very good protection against radiation, 

viruses, bacteria and chemicals - and by extension 

biological and chemical anomalies. However, it would 

provide next to no protection against weapons, 

explosives or mutant attacks.  
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The reduced situational awareness such suits impose 

would also make you more vulnerable to being 

attacked in the first place.  

On the other hand, heavy body armour, such as riot 

gear and plate carrier vests, will provide good 

protection from ballistic weapons, blades and mutant 

attack. However, it would provide scant defence 

against CBRN threats and similar anomalies.  

The weight of such armour may also reduce your 

mobility, making it more difficult to reach shelter in 

time to escape an emission. 

Specialisation may be more appropriate for groups. In 

a group, different members can specialise in different 

roles. The strengths of some members will then make 

up for the weaknesses of others, and vice versa.  

Generalisation is the exact opposite. The principle 

here is to ensure you have equipment suitable for 

most tasks, with no stand out strengths, but no glaring 

weaknesses either.  

The iconic ‘sunrise’ Stalker suit is a very good 

example of this, being purpose-built to suit the needs 

of most Stalkers. Generalisation is typically the best 

option for soloists.   

The challenge with the generalisation route is 

ensuring your gear will provide adequate protection 

from the differing threats you will face, whilst 

remaining light enough so as to not impede your 

mobility. 
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A balanced set up would be; 

 

• Ballistic protection for the head, torso and groin. 

• Bite and stab protection for the neck and the 

extremities. 

• Hard wearing, weather proof clothing with some 

CBRN and anomaly protection under that. 

• Respirator and light CBRN over-suit that can be 

quickly put on over your other gear when needed 

and removed quickly as required. 

 

You may have noticed this also follows the Hi-Me-Lo 

principle. 

The most essential organs, such as the brain, heart 

and lungs, are the most heavily protected. This 

protection is tailored towards the most dangerous and 

difficult to avoid threats, such as bullets and shrapnel.   

Less important organs receive protection from lesser, 

more easily avoidable threats, such as edged 

weapons and mutants.  

The underlying clothing will protect you from the 

elements and general scratches and scrapes.  

The CBRN suit can be donned when needed to 

protect against anomalies and contaminated areas. It 

can then be decontaminated and removed when no 

longer needed. This will preserve its operational 

lifespan. 

Now we have discussed the theory, we will go over 

the individual items in more detail. 
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Ballistic Protection. 

  

You do not need to be a doctor to know that most of a 

human’s vital organs are concentrated in the head 

and chest area. Most gunfire will therefore be directed 

at these. To survive this, you will need strong ballistic 

protection for the head and torso. 

Most ballistic body armours will protect against shots 

to the torso from the front and the back. Some 

modern military body armours also provide protection 

to the flanks, to prevent penetration of the torso from 

the sides. Some also include ballistic and blast 

protection for the groin area, for what should be 

obvious reasons. 

Modern ballistic armour has a rating system, which 

indicates the level of protection each type provides. 

Different nations may use different rating systems, but 

the most commonly recognised is the US National 

Institute of Justice or ‘NIJ’, system. The ranks are 

listed below in ascending order of protection. 

Level IIA  Should stop 9mm and .45 ACP. 

Level II Should also stop .22LR. 

Level IIIA  Should stop most pistol calibre rounds. 

Level III Should also stop 5.56, 5.45 and 7.62mm. 

Level IV    Should also stop 7.62 mm Armour 

Piercing. 

The list above is simplified and tailored to the rounds 

most commonly encountered in the Zone.  
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More detailed lists can be found on line and studied at 

your leisure.  

You will note I said, ‘should stop.’ No armour can be 

100% relied on, and these levels should be seen as a 

general guide only. The range from which the armour 

is hit, the length of the barrel, the powder charge of 

the round and what the bullet is made of can all have 

an effect. So too the number of times it is hit, and how 

close together the rounds impact. There is no such 

thing as ‘bullet proof’ armour, only bullet resistant.   

Some manufacturers include a ‘+’ in their advertising, 

suggesting an intermediate level. IIIA+ for example, 

theoretically offers more protection than level IIIA, but 

less than level III. These ‘+’ ratings are not currently 

recognised by the NIJ, so make of that what you will. 

Generally speaking, increased protection comes at 

the cost of increased weight and bulk, and so a 

compromise must be reached. Encasing yourself 

head-to-toe in Level IV armour would make you so 

heavy you would not be able to move effectively.  

Mobility trumps protection in most cases. Armour will 

not protect you from a blowout for example, however 

running to shelter in time will. Body armour may not 

protect you from a hand grenade either, but quickly 

getting behind cover might. 

It must be understood that even if the round does not 

penetrate, the blunt force of its impact may still injure 

you. ‘Back face deformation’, i.e. where the inner 

surface of the armour bulges inwards at the bullet’s 
impact site, is also a concern. Padding behind the 

armour can help mitigate both of these. 
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Body Armour Types. 

 

 

Body armour comes in two main types, ‘soft’ and 

‘hard.’ 

 

Soft Body Armour. 

 

Soft body armour is flexible and so can bend around 

the wearer’s body. This allows for protection over a 

greater percentage of a wearer’s body area. Soft body 

armour is generally made of Kevlar, Aramid or 

UHMWPE – Ultra-High-Molecular-Weight-Poly-

Ethylene.  

Most soft body armour is rated at level II, with the best 

soft body armour rated up to level IIIA. Soft body 

armour is therefore suitable for stopping pistol rounds, 

but not rounds from a rifle. 

There are some exceptions to this however. Hot 

loads, such as +P and +P+, may penetrate armour 

levels which standard loads will not, due to the bullet’s 

higher velocity.  

Pistol calibre rounds fired from submachine guns and 

pistol calibre carbines will also be traveling faster, due 

to the increased barrel length. These too may be 

more effective at armour penetration. 

The Armour Piercing variants of the 5.7mm rounds 

fired by the Five-SeveN pistol may penetrate level 

IIIA, since this is what they were designed for. 
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Hard Body Armour. 

 

Hard body armour is inflexible and weighs more. This 

limits the area of the body that can be covered by it. 

Generally speaking, it is limited to ballistic plates that 

cover the torso and groin. 

These plates can be made out of a range of materials. 

Level IIIA plates are usually made of stiffened Kevlar, 

Aramid or UHMWPE. Level III will typically be steel or 

ceramic, while level IV will almost always be ceramic 

only. 

Most hard body armour is intended to stop rifle 

rounds. 

Steel plates have the advantage of being inherently 

multi-hit capable, however they are heavier and 

thicker. Since steel plates are magnetic, care must be 

taken around magnetic anomalies when wearing 

them. 

Ceramic plates provide greater first hit protection, are 

lighter and are non-magnetic, which makes them safe 

to wear near magnetic anomalies.  

The downside is that ceramic plates are less multi-hit 

capable than steel, as the ceramic tends to fracture 

and crumble when hit. Subsequent hits will likely 

penetrate this compromised material.  

This can be mitigated against somewhat if the plate is 

made up of multiple ceramic tiles. With luck the 

surrounding tiles will remain intact and offer full 

protection. 
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The best body armours combine soft armour for 

maximum coverage, with hard armour plate inserts for 

maximum protection.  

One example of this is the British Osprey Mk4.  

My sources tell me that surplus units of these were 

acquired by the Ukrainian military to outfit their troops 

fighting in the east. As such, you may encounter 

troops guarding the Zone equipped with these too. 

Note that armour has a shelf life, so try to buy brand 

new and up to date if possible. If you are having to 

buy old or second hand, it is worth noting that the 

shelf life of steel plates is around 20 years, whereas 

the shelf life of soft body armour is around 5.  

Never buy armour that has already been shot, as its 

protective qualities will be significantly reduced. 

NB. Some modern military body armours now also 

provide protection for the neck and upper arms. 

These could be very useful for a Stalker. 
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Stab and Bite Protection. 
 

Stab Proof Vests. 

 

Stab proof vests, or more properly stab resistant 

vests, provide greater protection from stabs and 

slashes than ballistic vests, but provide far less 

ballistic protection.  

In the Zone this translates to greater protection from 

the jaws and claws of mutants, but less protection 

from people wielding firearms. 

The NIJ has a rating system for stab resistant vests 

too. This is a two-part system, giving separate levels 

for Edged Weapons, i.e. cut and slash attacks, and 

another for stabbing or ‘ice pick’ attacks.  

This is due to thrusting attacks being far more 

effective at penetrating armour than cuts and slashes.  

Generally speaking, if a vest can stop a Pick attack, it 

should be able to stop an even more forceful Edged 

Weapon attack. 

Each vest type is thus given a two-part rating, for 

example ‘Level 2 - Edged Weapon, level 1 - Pick.’  

This vest would provide greater protection from edged 

weapons than from pick attacks. 

The highest-level vest would be Level 3 - Edged 
Weapon, Level 3 - Pick. This would provide equal 
protection from both. 
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How much armour a cut or stab can penetrate is 

dependent on several factors. One crucial variable is 

impact force. Put simply, the more forceful the attack, 

the more it will penetrate. The NIJ levels are based on 

this.  

Details are below; 

 

Edge Weapon. Pick. Impact energy in Joules. 

1  1  24j 

2  2  33j 

3  3  43j 

 

As many mutants are stronger and heavier than 

humans, choosing the highest level would be wise. 

This would come at the cost of increased weight and 

bulk however. 

Some of the best body armours are designed to 

protect against Ballistic, Pick and EW threats, and 

would have ratings for each. For example; ‘L IIIA -

Ballistic, Level 2 - EW, Level 1 - pick.’ 

It is worth noting that the steel and ceramic plate 

inserts of level III and IV ballistic armours are 

inherently slash and stab resistant, but only for the 

areas of the body they cover. 

A very recent invention is light weight slash resistant 

clothing. This could be worn as everyday wear in the 

Big Land, but in the Zone, it could be worn under 

fatigues in lieu of standard long sleeve t-shirts. This 

might provide an extra layer of protection against 

slashing attacks, and swipes from mutant claws. 
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Limb Protection. 

 

Military body armours are primarily concerned with 

ballistic threats. As such, they typically offer little, if 

any, protection for the forearms and legs. This is due 

to weight constraints, as providing ballistic level 

armour to the limbs would be prohibitively heavy.  

However, in the Zone you also need to consider 

mutant attack. If you are fending off a mutant at close 

range, there is a good chance your hands, forearms 

and legs will get clawed or bit in the process. Look up 

‘defensive wounds’ or ‘dog attack’ and you will see 

what I mean.  

The thickly padded suits used by attack dog trainers 

are too heavy and cumbersome to be of use, so we 

must look at alternatives. 

The arm and leg sections of riot control body armour 

may be your best option here. They will not stop 

bullets but may offer protection from jaws and claws.  

One thing to remember is that some mutants possess 

a bite force so strong, that they can snap bones even 

if the armour is not penetrated.  

Stab resistant gloves would also be useful, so long as 

they do not restrict the use of your hands. 

Other armour types, such as motorcycle armour and 

sports armours may be beneficial, in the absence of 

anything better. A sport ‘cup’ may offer some 

protection to the groin. 
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There are several major blood vessels that are 

particularly vulnerable to cuts and bites which should 

be protected. These are: 

 

• The Radial and Ulnar arteries of the wrist and inner 

forearm. 

• The carotid arteries and jugular veins of the neck. 

Since the windpipe is also located here, this is a 

particularly vulnerable area. 

• The iliac veins and arteries of the ilium in the 

pelvis. (This is where the top of your legs meets the 

front of your hips.)  

• The femoral arteries and veins of the upper inner 

thighs. 

 

Severing these arteries can cause rapid 

incapacitation and death due to ‘bleeding out.’  

Major nerves often run parallel to these blood vessels, 

so there is a risk of nerve damage and paralysis too. 

It would be wise to protect these as much as you can.  

The inner thigh is unfortunately at a convenient bite 

level for many smaller mutants, so protecting this 

region is very important. Unfortunately doing so 

without compromising mobility is difficult. 

A new invention that attempts to solve this problem 

are Protective Under-Garments or ‘PUG’s. They were 

originally designed to help protect troops from IEDs, 

and are now being trialled by police forces to counter 

low level ballistic threats. They may provide some bite 

protection too, but this is untested. 
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Improvised or ‘Homemade’ Body 

Armour. 

 

Some resourceful Stalkers have resorted to creating 

their own improvised body armour out of locally 

sourced materials, such as scrap metal.  

Why have they done this? The two main reasons are 

economics and availability.  

Professionally made body armour can be expensive, 

which may put it out of the reach of a rookie or 

impoverished Stalker.  

Availability is also not guaranteed, even for those that 

can afford it.  

As with most equipment and supplies available in the 

Zone, body armour has to be smuggled in from the 

outside. The soldiers guarding the checkpoints are 

known to ‘confiscate’ body armour if it is better than 

what they have been issued with.  

As if they would need it, tucked up in their cosy 

fortifications, whilst Stalkers put themselves in harm’s 

way… 

Anyway…the view many Stalkers have is that “any 

armour is better than no armour”. They may well have 

a point, however bear the following in mind. 

Homemade armour is unlikely to be as effective as 

professionally made armour. For example, mild steel 

will not provide as much protection as the hardened 

steel used in most ballistic plates.  
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The protection-to-weight ratio is likely to be worse too. 

The homemade, or should that be ‘Zone-made’, 

armour may end up weighing more than professional 

armour, whilst providing less protection. 

It will be for you to decide if the weight of the armour 

is worth the level of protection it will provide, 

considering the negative effect it will have on your 

mobility, stamina etc. 

Improvised body armour may stop pistol rounds and 

buckshot – depending on what the armour is made 

from and its thickness of course – but it is doubtful it 

will protect you from rifle calibre rounds. 

If you get the opportunity to upgrade from improvised 

body armour to something better, I highly recommend 

you take it. 
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Helmets. 

 

Your brain and your hands are both your primary 

weapons and your main survival tools.  

Don’t believe me? Ask yourself these questions;  

“What can you do without a functional brain?”  

“What can you do without at least one functional 

hand?”  

The answer to both should be obvious. “Very little”. 

Therefore, it is vital to protect these at all costs. 

Even the best body armour will not protect your brain 

if you are shot or stabbed in the head. To defend 

against this, you will need a helmet.  

There are many types of helmet available, tailored to 

protect against different threats.  

No helmet currently available has been designed 

specifically for the multi threat environment of the 

Zone.  

Therefore, you may need to make compromises, or 

attempt to mix-and-match types to provide all round 

protection.  

The main types are as follows: 
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Ballistic Helmets. 

 

Ballistic helmets are designed to protect against 

bullets and low velocity grenade fragments. They are 

most commonly used by militaries who place a 

premium on ballistic protection.  

However, due to weight restrictions, even the best 

military grade ballistic helmets are only rated up to 

level IIIA. They should stop pistol calibre rounds, but 

cannot stop a rifle round. Therefore, keep your head 

down! 

Most military ballistic helmets are designed to be worn 

with gas masks, which makes them very useful for the 

Zone. 

Be aware that a round that does not penetrate a 

helmet can still seriously injure or kill, due to the 

impact force.  

Being knocked unconscious is also a problem. 

Back face deformation is particularly problematic, as a 

skull has far less ‘give’ than a torso. The resulting 

inward bulge could crack the wearer’s skull, with fatal 

consequences.  

To remedy both of these problems, most ballistic 

helmets use a combination of padding and a 

suspension system. This ensures the wearer’s head 

does not directly contact with the inner surface of the 

helmet. This gives the helmet space to deform 

inwards without touching the skull. 
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Some military grade helmets feature attachments for 

NVDs, head lamps and communication equipment. As 

you will need all of these in the Zone, these helmets 

are extremely useful. 

Some modern Russian helmets, such as the ‘Altyn’ or 

K6-3, are equipped with a removable ballistic face 

shield of steel or aramid construction.  

This could provide protection from ballistic threats, 

edged weapons and mutant attack. The main 

drawback is that you cannot use the face shield at the 

same time as a gas mask. However, if the face shield 

is removable, you could swap them out as the 

situation dictates. 

One more thing to remember. Steel offers decent 

protection against psi emissions, so a steel helmet or 

face shield could be very useful if facing psi mutants.  

Just don’t wear it near magnetic anomalies. 
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Riot Helmets. 

 

Riot helmets are mainly designed to protect against 

blunt force trauma from blows, thrown objects and 

falls. They often cover a greater area of the head than 

ballistic helmets, but most are incapable of defending 

against ballistic threats. Some may provide adequate 

protection from small calibre pistols however.  

That said, riot helmets may provide very good 

protection from mutant attacks, so should not be 

discounted.  

Some riot helmets include protection for the back of 

the neck. This could be very useful if attacked from 

the rear, or if you are knocked on to your front, which 

would expose the back of your neck. This neck 

protection may make it difficult to use weapons whilst 

lying prone however. The best helmets remedy this by 

making this neck protection removable, allowing you 

to tailor the protection to the situation. 

Many riot helmets can be fitted with visors. Although 

these visors provide only scant ballistic protection, 

they can help protect the face from blows, edged 

weapons, claws and splashes from corrosive 

chemicals.  

Most visors will prevent the use of gas masks. 

However, some advanced helmets feature an angled 

visor which allows the simultaneous use of gas mask 

and visor. These would be useful in the Zone for what 

should be obvious reasons. 
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Non-combat Helmets. 

 

Civilian sport and crash helmets do not provide 

adequate ballistic or pick protection, so they are not 

recommended.  

That said, in a pinch they may provide protection from 

blows and edged weapons, so they are better than 

nothing.  

NB - Full face motor cycle helmets prevent the use of 

a gas mask, so would be unsuitable. 

 

 

The ‘Ideal’ Zone Helmet. 

 

The ideal ‘Zone helmet’ would combine the 

suspension system, ballistic protection and 

attachment points of an advanced military helmet, 

with the removable neck protection and removable 

gas mask compatible visor of an advanced riot 

helmet. It would also need a steel layer to help protect 

against psi emissions. 

A gas mask compatible face shield, that could be 

swapped for the visor as required, would also be a 

very welcome addition.  

Unfortunately, as far as I know, no such helmet or 

face shield exists as of yet. With luck this may change 

in the future. 
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Ballistic Masks. 

 

A relatively recent invention, a ballistic mask is worn 

much like a hockey or ski mask. As their name 

suggests, they are intended to protect the wearer 

from shots to the face or front of the head.  

Due to weight restrictions, these too are rated only up 

to level IIIA. They may provide protection from pistol 

rounds, but not those from a rifle. 

They may also provide some additional protection 

against mutant attack. 

The downsides with many of them are that they may 

restrict peripheral vision, may restrict breathing, and 

may make it difficult to wear a helmet at the same 

time.  

Another serious drawback is that they do not feature 

the padding and suspension systems that ballistic 

helmets do. Therefore, the full force of an impact will 

be transferred to the wearer, which could cause life 

threatening spinal injuries. 

They will also prevent you from wearing a respirator, 

which may make them of limited use in the Zone.  

That said, you may be able to wear one inside of the 

helmet of a SEVA suit. This suit contains a SCBA 

system, which removes the need for a gas mask, and 

there might be enough room in the helmet to squeeze 

in a ballistic mask.  

Only one way to find out of course. 
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Gloves. 

 

We have covered how to protect your head, now we 

will look at protecting your hands. 

The difficulty here is that hands are fragile, and so 

require significant protection. However, at the same 

time they will need to retain sufficient dexterity and 

sensitivity to perform the complex tasks they will need 

to do.  

Balancing these two requirements can be tricky, as 

increasing protection will usually decrease both 

dexterity and sensitivity.  

The ideal ‘Zone glove’ would have the following 

qualities. 

 

• Waterproofing. 

• Slash and puncture resistance. 

• Heat resistance. 

• Protection for the knuckles, tops of the fingers and 

the backs of the hands. 

• Provide very good grip, even when wet. 

• Allow for unrestricted movement. 

• Their index finger must be able to fit through the 

trigger guard of a firearm. 
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• They should be thin enough that a second set of 

larger gloves can be worn over them. For example, 

extreme cold weather mitts or CBRN gloves.  

• Lastly, they must not impede tactile sensation at 

the finger tips. This will be especially important if 

you need to carry out tasks in the dark. Since you 

will not be able to see, you will have to perform 

them via touch alone. 

 

Touch screen compatibility is a bonus, but not 

essential, since not all of the zone’s PDAs feature 

touch screens. 

Some gloves, especially some shooter’s gloves, leave 

the tips of the index fingers bare to improve dexterity 

and sensitivity. Although these have obvious 

advantages, you should be aware that any bare skin 

could be susceptible to corrosive and toxic chemicals, 

such as chemical anomalies.  

Any cuts, even minor ones, could lead to infection, so 

be careful. Make sure you have CBRN over-gloves to 

hand. Use these to quickly cover any bare skin in an 

emergency. 

To my knowledge there are no gloves made 

specifically for the Zone, so you will have to ‘make do’ 

with what is available. 

There are several viable options to choose from. 
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Sap Gloves. 

 

These gloves feature a ‘padding’ of lead or steel shot 

across the knuckles. This padding may also cover the 

upper surface of the fingers and the backs of the 

hands.  

The outer layer of the glove is usually made of 

leather, which should provide waterproofing.  

Sap gloves are considered weapons in many 

countries. They are often used by door staff and other 

security personnel who may expect physical 

confrontations.  

The shot padding adds mass to the hands, which 

allows for a very powerful punch, whilst 

simultaneously protecting the knuckles.  

Sap gloves could prove useful in hand-to-hand 

combat and fending off mutants in the absence of 

other weapons.  

Their down sides are that they are heavy, they may 

not protect from the cold, and their bulk may prevent 

you from wearing arctic mitts and CBRN over-gloves. 

Remember that steel shot is magnetic, lead is not. If 

using sap gloves, make sure you know what they are 

filled with, and then act accordingly around magnetic 

anomalies. 
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Cut and Stab Resistant Gloves. 

 

These will provide significant protection from cuts, 

stabs and abrasions. 

There are a wide variety of these gloves, designed 

with different uses in mind. Some are industrial, 

designed for people working with metal, glass or other 

sharp and abrasive materials. Others are intended for 

police and security operations. 

As with body armour, there is a rating system for 

these gloves, with separate ratings for cut, slash, 

needle stick etc. Make sure you check reviews and 

ratings carefully to see exactly what each model of 

glove is designed for.  

Non-waterproof versions are not recommended when 

operating near chemical anomalies, contaminated 

water or infected bodily fluids, such as blood and 

saliva. The water and oil repellent varieties would be 

a much wiser investment.  

Some offer arc-flash protection. These could be 

useful in and around electro anomalies. 

Police and security versions may feature padding 

similar to sap gloves, or knuckle protection similar to 

tactical gloves. 

The main downsides of these glove types are that 

some are brightly coloured, and that some may be too 

thick to allow the wearing of CBRN over-gloves. 
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Tactical Gloves. 

 

These have become popular in recent years with 

service people, the police, hunters, gun owners, 

airsoft players, paintballers and outdoorsmen. 

Tactical gloves come in a variety of types, offering 

different features and protection levels. As always, 

check reviews carefully,  

Some are designed to let the skin breathe, and so are 

not fully vapour proof. Although they will be more 

comfortable to wear, this is not ideal in a CBRN 

environment such as the Zone. Protection must come 

before comfort, so choose the fully waterproof and 

vapour proof versions instead.  

If these are not available, then wearing thin surgical 

rubber gloves under the tactical gloves may suffice.  

Some are designed to absorb sweat, for example if 

wiping your brow. These should also be avoided. If 

they can absorb sweat, then they can absorb more 

harmful chemicals as well. 

Not that you can wipe your brow when wearing a gas 

mask anyway… 

As most are designed for military applications, most 

are thin enough to allow for fine dexterity and wearing 

CBRN over-gloves.  

The best examples combine all the elements of an 

ideal Zone glove and are a worthy investment.  
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Shields. 

 

Shields are rare in the Zone, but you cannot discount 

the possibility of encountering them.  

Secondly, you may find yourself in situations where 

you would wish to use one yourself.  

Therefore, it would be wise to be aware of these, and 

the different types you may encounter. 

There are two main types; 

 

Riot Shields. 

 

Light weight transparent riot shields could be useful 

for defending against mutant attack.  

This is especially true if fighting defensively in a choke 

point, such as a doorway or narrow corridor. 

However, they would be too cumbersome for 

everyday carry whilst on the move.  

Most provide little, if any, ballistic protection, although 

some types are capable of stopping buck shot and 

pistol calibre rounds. 
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Ballistic Shields. 

 

Ballistic shields are designed to protect against rifle 

calibre threats up to level IV. They will also protect 

against slash and stab attacks. The downside is that 

they are heavier, making them even less suitable for 

mobile operations. In the Big Land they are mainly 

used by SWAT teams when clearing out rooms. 

In the Zone you may find them in safe havens, where 

they are used as mobile cover to defend choke points 

from both mutants, and hostile humans. 

 

Conclusion. 

 

As we have seen, there are many armour options 

available. It will be up to you to decide which is the 

most applicable to your needs.  

One very important thing to remember, is that even 

with the best armour available, you are not a tank!  

Armour should never be seen as a substitute for 

mobility and cover. 

You should always be of the mind-set that if you get 

shot, you are going to get badly injured or die.  

Therefore, do everything you can to avoid getting shot 

in the first place. If you are shot, and the armour 

saves you, consider yourself lucky. 
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Clothing. 

 

Obviously, you will need general purpose clothing as 

well, but not all clothing is created equal. 

Generally speaking, your ‘every day’ wear in the Zone 

should provide the following; 

 

• Drab natural colouration or ‘Disruptive Pattern’ 

camouflage. 

• Be waterproof or at least ‘shower proof.’  

• Be comfortable. 

• Allow for multiple layers. 

• Provide plenty of pockets. 

• Keep you warm in the cold and cool in the heat. 

• Provide some level of resistance to chemicals. 

• Provide some flame-retardant properties. 

• Provide some level of IR masking. Note that 

repeated washing tends to reduce this capability. 

This is something to be mindful of if buying second 

hand fatigues. 

 

Army surplus fatigues are an obvious choice.  

Civilian hiking gear may also be a viable option, 

however avoid brightly coloured outfits.  
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These are designed to be easily noticed from a 

distance in case of an emergency, such as an injured 

hiker.  

Clearly this is the exact opposite of what you need in 

the Zone. 

One thing to remember is that CBRN suits are 

inherently waterproof, so can be carried and worn in 

lieu of waterproof coveralls.  

Some types could also be used as ‘waders’ for 

moving through water. 

Water proof hiking socks may be a wise investment 

too. 

You will need a good pair of boots, which you should 

ensure are properly ‘broken in’ before you travel to 

the Zone. These should be waterproof and provide 

ankle support.  

Learn how to lace boots correctly. This will ensure 

they will provide adequate ankle support, will not 

come undone on their own and that the laces can be 

cut to swiftly remove the boot in an emergency, such 

as treating a broken ankle. 

Additional foot protection such as anti-puncture 

inserts and toe protection may be beneficial as well. 

I would recommend against using steel foot protection 

however, as you could find yourself being dragged 

feet-first into a magnetic anomaly. Non-magnetic 

composites are therefore preferable, and have the 

additional advantage of weighing less too. 
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Backpack and Webbing. 

 

I said earlier you would be carrying the world on your 

back. To do this you will need a decent backpack to 

carry it all in.  

Large military style backpacks, or ‘bergens’ are ideal 

for this, and can be easily obtained from Army surplus 

stores.  

These types often feature multiple compartments and 

detachable side sacks. These side sacks can be 

attached to webbing to create smaller ‘day sacks.’ 

This is useful for carrying essential supplies for 

operations, whilst the rest of your gear can be 

stashed within the main backpack. 

Webbing is the name given to the harnesses soldiers 

wear to which supplies such as ammo, grenades and 

water are attached, usually around the waist. This 

ensures the most vital arms and supplies are always 

to hand, and aids greatly in carriage.  

Webbing is also very useful for a Stalker for the same 

reasons, and these should be available from Army 

surplus stores too. 

‘Chest rigs’ allow ammo and supplies to be carried on 

the chest. Some modern plate carrier body armours 

feature built in chest rigs. 

Inserting an armour plate into a backpack will help 

protect from attacks from the rear. When the 

backpack is removed, this plate will allow you to use it 

as improvised cover. 
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Section five: 

RADIATION. 
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Introduction. 

 

Ask most people before 2006 to describe Chernobyl 

in one word, and they would probably answer 

“radioactive”. The 1986 Chernobyl accident was the 

world’s worst nuclear disaster and remains so to this 

day.  

Fukushima was nowhere near as severe, partly 

because the Japanese government handled their 

accident far better than the Soviets did. And the 

Japanese also had a tsunami to deal with…  

Anyway… the Zone remains radioactive to this day. In 

fact, it is more radioactive now than it was after the 

1986 clean up.  

This is due to the 2006 second disaster, which undid 

much of this clean-up work. Most seriously, it 

destroyed the roof of the sarcophagus, the structure 

built to contain the initial disaster. This allowed the 

radiation it was containing to escape. 

Radiation is the Zone’s ever-present invisible killer. It 

can be easy to forget about it when faced with all the 

other threats you must contend with, threats that are 

more visible, and more immediately lethal. Stalkers 

who do this do so at their peril. What’s the point of 

striking it rich, if you then die of cancer a few years 

later? 

To survive the Zone, you must understand this 

radiation, and be properly equipped to deal with it.  

We will go through this in detail now. 
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Radiation Myths. 

 

Before I get into the details of radiation, I should first 

dispel some myths surrounding it.  

Firstly, it is not radioactivity that created the Zone as it 

is today, as this dates back to the 1986 accident.  

The scientists who ultimately caused the 2006 second 

disaster were sited in the Zone for convenience sake.  

The evacuation and quarantine were the perfect cover 

for their experiments, as there would be no one 

around to disturb them. The still functioning reactors 

provided all the energy they needed, and the area’s 

many antennas could be converted to Kaymanov 

emitters.  

Therefore, the fact that the Ekologicheskaya 

Katastrofa is radioactive, is essentially a coincidence.  

If the scientists had carried out their work elsewhere, 

the resulting Zone would probably not be radioactive 

at all. Probably. 

Secondly, it is not the radiation that caused most of 

the mutations in the Zone, it was the corrupted 

noosphere or deliberate human experimentation.  

Did we see Blind Dogs and Bloodsuckers running 

around the Zone before 2006? No, we did not. In fact, 

it has been suggested that the radiation has actually 

weakened these mutants. If the Zone was not 

radioactive, they may have been even stronger, 

making them even more of a threat.  



291 
 

Perhaps then the radiation is a blessing in disguise? 

The most damaging myth however is this:  

“Vodka and cigarettes prevent radiation sickness.”  

This is a deliberate lie told to the liquidators to 

encourage them to clean up the 1986 accident. Did 

this protect them?  

I think their death toll speaks for its self. 

This lie was later perpetuated by traders like myself, 

to encourage Stalkers to enter highly irradiated areas 

to retrieve artifacts. Many of these Stalkers did not 

possess even the most basic CBRN gear. 

The ruse worked, but now many of those Stalkers are 

either dead, or dying of cancer.  

The other traders are going to give me hell for 

revealing this, but I need Stalkers with long careers 

more than I need a quick buck.  

Did I myself spread this lie back in the day? I am 

afraid I am unable to confirm or deny that…  

So, can a Stalker operate within the Zone without 

succumbing to radiation sickness?  

Yes, absolutely, provided they are properly equipped, 

and take the appropriate precautions, which I will get 

to in a moment. 
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What is ‘Radiation?’ 

 

But first we need to discuss exactly what radiation is, 

so we know exactly what we are dealing with. 

Technically, anything that emits energy is emitting 

radiation, such as heat, light, radio waves etc. This 

radiation is generally harmless.  

The radiation we are concerned with here is ‘ionizing 

radiation’, what the layman would call nuclear 

radiation. 

I will spare you the physics lesson about how this 

works exactly, as you can look this up at your leisure 

if so inclined. In basic terms, ionizing radiation gives 

off energy that can damage DNA and cell tissues. 

This damage can lead to radiation sickness, 

mutations, cancers and death… 

There are three main types of ionizing radiation we 

need to worry about. 

 

 

Alpha Particles. 

 

Alpha radiation is the most damaging of the three 

types, but thankfully the least penetrative. Alpha 

particles have difficulty penetrating skin, so are easy 

to keep out. They can be lethal if inhaled, ingested or 

get into an open wound however. 
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Beta Particles. 

 

Beta radiation is less damaging than alpha, but it is 

more penetrative. Beta particles can easily penetrate 

skin and flesh, however thick clothing can keep them 

out.  

Again, inhalation or ingestion is likely to cause 

radiation sickness. 

Gas masks and CBRN suits can protect you from 

alpha and beta particles, for a while at least. 

 

 

Gamma Rays. 

 

Gamma is different, in that it is a ray, not a particle. 

It is the least damaging, but by far the most 

penetrative. Stopping gamma rays requires several 

inches of lead, or several feet of concrete. No suit that 

can be practically worn can keep these rays out, so 

you will need to practice strict ‘exposure control.’ 

The extent of radiation exposure is dependent on the 

following three factors: 

 

• The strength of the radiation source.  

• Your distance from this source.  

• The duration of exposure.  
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Therefore, try to keep away from strong sources, and 

if you are forced to go near them, get away from them 

ASAP.  

Shielding and protective clothing are also important in 

reducing your ‘received dose’.  

Thorough decontamination post exposure is also vital, 

so never neglect this. 
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Radiation Dosage. 

 

So, what is a dangerous dose, and how is it 

measured? 

There are many different measurement units used to 

measure radiation. Each unit measures slightly 

different effects, which can lead to confusion. What is 

most important to us is to measure the received dose, 

and its effects on human tissue. This is measured in 

Sieverts, usually abbreviated to ‘Sv’. 

1 Sievert, or 1Sv, is a very large dose. Therefore, it is 

common practice to use smaller units, these being: 

 

Millisieverts, (mSv):  

 

A Millisievert is one thousandth of a Sievert. 

1000mSV = 1Sv. 

 

Microsieverts, (uSv): 

 

A Microsievert is one millionth of a Sievert. 

1,000,000uSv = 1Sv. 

 

Make sure when looking at Geiger counters and 

dosimeters that you do not confuse the two units, as 

doing so could get you killed. 

The table below shows what are considered 

dangerous level doses in the three units of 

measurement. 
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Event uSv mSv Sv 

Single dose, 
fatal within 
weeks. 

10,000,000 10,000 10 

Typical dose 
recorded 
amongst the 
liquidators 
who died 
within a 
month. 

6,000,000 6,000 6 

Single dose 
which would 
kill half of 
those 
exposed 
within a 
month. 

5,000,000 5,000 5 

Single dose 
that would 
cause 
radiation 
sickness. 

1,000,000 1,000 1 

Accumulated 
dose likely to 
cause 
cancer in 5% 
of those 
exposed 
within a few 
years. 

1,000,000 1,000 1 

 

You will need to ensure your accumulated dose does 

not exceed a thousand mSv, and you must avoid 

getting this dose all at once. 
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Avoiding a Dangerous Dose. 

 

Still with me? Good. Now I will get to how you can 

protect yourself from radiation in the Zone.  

 

Protection from the Source. 

 

The first thing to do is ensure you are properly 

protected. This means wearing a gas mask and 

CBRN suit. The additional layers of clothing, armour 

and equipment you will be wearing may aid this 

somewhat, at least against alpha and beta particles. 

Defence against gamma is more difficult. Shielding 

will need to be significant, such as getting 

underground, or keeping a building, hill or armoured 

vehicle between yourself and the source. 

 

 

 

 

 

 

 

 



298 
 

Distance from the Source. 

 

A more reliable defence is distance. The further away 

you are from a source, the weaker the radiation will 

be. Your Geiger counter will alert you if the 

background levels start to rise suddenly. The danger 

here however, is that you must be within the radiation 

field for it to register. Counters with long probes may 

allow you to detect hotspots before you enter them, 

but these are more cumbersome, and often require 

two handed operation, which leaves you vulnerable to 

attack. 

Experienced Stalkers learn to ‘read’ the Zone and can 

make educated guesses as to which areas are likely 

to be highly irradiated. They then wisely give these a 

wide berth. 

The radiation levels within the Zone are not uniform, 

with some areas having higher background levels 

than others. This is true on both the macro and micro 

scale.  

An example of the macro scale is the infamous ‘Red 

Forest’, where background levels are higher than in 

most of the Zone. This is due to the prevailing east-to-

west winds blowing the bulk of the 1986 fallout over it. 

This killed the trees, turning their leaves red, hence 

the name ‘Red Forest.’  

Large scale radiation maps from before 2006 can give 

you a rough idea of which areas are more irradiated 

than others.  
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However, these cannot be fully relied upon now, as 

the 2006 disaster and subsequent emissions have 

dispersed it into a wider area.  

Secondly, the destruction of the sarcophagus spread 

fresh radioactive material throughout the Zone. 

In short, there are now many more highly irradiated 

areas than there were before. 

I hear the Ecologists are attempting to create up-to-

date maps showing this, and are asking Stalkers to 

lend a hand with this research… 

Radiation levels can fluctuate wildly on the micro 

scale too, with levels going from safe to potentially 

lethal within the distance of only a few meters. We call 

these areas ‘hotspots.’  

Needless to say, keep well away from them. 

There are several areas and objects that are more 

likely to be hot spots than others, these include; 

 

Rooms with Intact Doors and Windows, 

Basements and the bottom of Stairwells. 

 

This is due to fallout accumulating in them over time. 

Rooms that are open to the elements tend to contain 

less fallout, as the wind and rain removes it. 

The basement of the Pripyat hospital is particularly 

radioactive, as the liquidator’s contaminated clothing 

was dumped down there in ‘86 and has remained 

there ever since.  
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Mounds of Earth. 

 

The Soviet’s solution to the ‘86 disaster was to bury 

the fallout under mounds of earth. Assume all mounds 

are likely to be highly radioactive and avoid them. 

 

Excavation Equipment and Vehicles. 

 

The above-mentioned mounds were often created by 

excavation machinery, which in turn became 

radioactive via ‘induced radiation’. Avoid anything that 

looks like a digger, tractor, bulldozer etc.  

The infamous ‘metal claw’ used in the clean-up is said 

to give off 336 uSv an hour. Abandoned vehicles, 

especially those in vehicle graveyards, are also likely 

to be radioactive, so avoid these too. 

 

Metal Structures: 

 

Metal structures such as bridges, signs and statues 

are also likely to be radioactive via induced radiation.  

The ‘Pripyat 1970’ monument is a particularly 

radioactive example. 
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Soil and Moss. 

 

The soil is likely to be contaminated by fallout, so try 

to keep to rain-washed hard surfaces, assuming it is 

safe to do so considering the other threats that may 

be present.  

Watch out for mosses, as they tend to absorb 

radiation. As such, they may be more radioactive than 

their immediate surroundings. Some fungi do this too, 

so avoid going near mushrooms, toadstools and the 

like. 
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Duration of Exposure. 

 

If you are forced to enter highly irradiated areas then 

your next line of defence is to limit exposure by 

passing through them, or retreating from them, ASAP.  

The longer you stay, the higher your accumulated 

dose will become, so get out as quickly as it is safe to 

do so.  

One example is improvised blowout shelters outside 

of safe havens. They may be contaminated by fallout, 

so it would be wise to vacate them as soon as it is 

safe to do so, after the blowout has passed.  
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Avoid Ingesting Contaminated Food 

and Drink. 

 

“Don’t eat the food, don’t drink the water” as the 

saying goes.  

Try to consume only ‘clean’ food and water brought in 

from outside the Zone.  

Ensure hands are washed thoroughly before eating 

and try to avoid touching food directly. Use a Knife, 

fork and spoon instead, and ensure these are cleaned 

and disinfected before and after use as well.  

When you think you have cleaned your cutlery pieces, 

check them. If there is still residue, or worse yet, 

chunks of food still attached, then they are not clean 

and will need to be cleaned again.  

Using improperly cleaned cutlery runs the risk of both 

ingesting radioactive particles and harmful bacteria, 

either of which could be a death sentence in the 

Zone. 

This leads us to the next topic, finding food and water 

in the Zone. 
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Purifying Water.  

 

Finding clean water in the Zone is very difficult. Most 

water sources there will be contaminated by radiation, 

parasites, microorganisms or toxic chemicals. 

Drinking water that has not been brought in from 
outside the Zone, in a sealed, tamper evident bottle, 
is always risky. However, in an emergency you may 
have to drink what you can find. There are a number 
of steps you can take however to minimise the risk. 

 

1. Find the cleanest water source you can – collecting 
rainwater may be a wise option here. 

2. Strain it to remove debris, larger parasites etc. 

3. Boil it for 10 minutes to kill off smaller parasites and 
pathogens. 

4. Use disinfecting tablets to help kill off pathogens in 
case some survive the boiling. 

5. Use UV light devices, as UV light is very damaging 
to microorganisms. 

6. Use a filter or ‘Survival Straws.’ 

7. Solar water disinfection (SODIS for short.)  

8. Distil it. In the field you could try using a ‘solar still’ 
if time permits. 

9. Use household chemicals such as a drop of 
bleach.  
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Most survival manuals will teach these in greater 

detail, so make sure you study them.  

No method is 100% effective, so using a combination 

of them is preferred. Methods 1 to 6 can probably be 

done out in the field quickly and easily, and should be 

performed in that order.  

Methods 7 to 9 take longer and may be more suited 

for use in safe havens. 

Read up on finding clean water after a radioactive 

disaster, or nuclear war, as this will definitely be 

relevant, as will knowing how to filter the water to 

remove radioactive fallout.  

Note that water itself cannot be made radioactive, 

only the particles within it. If you can remove the 

particles you should remove most, if not all, of the 

radiation from it. 

If you are forced to drink water you suspect may be 

contaminated, make sure you take anti-radiation 

treatments ASAP. 
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Purifying Food. 

 

Some Stalkers like to eat mutant meat, even when 

other food is available. Even if this does not appeal to 

you, in an emergency you may have no other choice.  

It is safe to assume all mutants will be contaminated 

by radiation to some extent. How much so is 

dependent on where they have been, and what they 

have been eating. 

After you have made a kill, use your Geiger counter or 

survey meter. If the mutant is especially radioactive, I 

would not recommend eating it. The carcass could be 

used to lure other mutants into your trap of course, 

hopefully they will be more edible. 

By taking the following precautions, you can 

significantly reduce the risk of illness or death 

associated with eating contaminated meat. 

First things first, do not eat any mutant that appears 

sick. It could be suffering from a viral or bacterial 

infection. Some microorganisms can survive very high 

temperatures, even those used in cooking.  

Consuming food contaminated with these could cause 

severe illness or even death. 

Assuming the mutant is otherwise healthy follow 

these steps; 
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• Not all parts of a mutant’s body will be equally 

radioactive. Internal organs, and especially the 

bones, will contain most of the radiation. They 

should not be consumed under any circumstances.  

• The skin and fur may be covered in radioactive 

particles, these too will need to be removed, 

carefully. When skinning, ensure none of these 

particles enters the carcass. 

• The mutants muscle tissue should be safe to eat. 

Cut it away from the bone, leaving at least 3 

millimetres worth of meat on the bone. This is to 

ensure the meat you cook is not contaminated by 

the radioactive bones, which are likely to contain 

about 90% of the total absorbed radiation. 

• Cut the meat into thin slices to speed up cooking 

and to ensure it will be cooked through. Speeding 

up cooking will also save fuel.  

• When cooking, ensure the meat is very well done 

to give the best chance of killing any pathogens it 

may contain. If you like your meat rare then you are 

out of luck, it is simply too risky in the Zone.  

 

Fish will probably be far more contaminated than land 

mammals, so should not be consumed. 

Eggs should be safe to eat, not that you will find any 

live chickens in the Zone. You will find plenty of 

Crows however… 

Milk from contaminated animals will also be too 

dangerous to drink. There are not any cows alive in 

the Zone either, so this is unlikely to be a problem. 
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The flora of the Zone could also serve as a food 

source; however, this has its own risks. 

For a start, would you know what plants are safe for 

humans to eat, even under ideal situations? Probably 

not. Eating the wrong plant could make you very sick, 

and quite possibly dead. Studying the wild flora native 

to the region beforehand could help with this, but only 

up to a point. 

The second problem is that many of the Zone’s plants 

have mutated to become poisonous. Even touching 

them with bare skin can be dangerous, so eating 

them would be suicidal. Therefore, even plants 

species that were edible pre-2006, may not be now. 

Local knowledge will be key here, so ask other 

Stalkers when you get there. 

The general rules of thumb regarding eating plants in 

radioactive areas, and their order of preference, are 

as follows: 

 

• 1st Choice: Plants whose edible portions are 

underground are the safest to eat, but must be 

washed, scrubbed and peeled. Examples include 

carrots and potatoes. 

• 2nd Choice: Plants whose above ground edible 

parts can be decontaminated by washing, 

scrubbing and peeling are the next safest. 

Examples include apples and tomatoes. 

• 3rd Choice: Smooth skinned fruit and vegetables 

that cannot be easily peeled but can be easily 

washed and scrubbed. 
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• Fruit and vegetables with rough skins that cannot 

be peeled are too difficult to decontaminate and 

should not be eaten. 

• Leaves and stems are also likely to be heavily 

contaminated, so these too should not be 

consumed. 

• Water plants are likely to be very heavily 

contaminated and should be discounted entirely. 
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Decontamination Procedures: 

 

It is vitally important to thoroughly decontaminate after 

any exposure. This is to prevent further contamination 

of yourself, and to prevent spreading it any further, 

which could contaminate others.  

Safe havens will often not let you in if their Geiger 

counters suggest you are still radioactive.  

Clothing must be washed down and removed 

carefully, and the body washed all over to remove any 

particles. Equipment, armour, weapons etc. must be 

decontaminated too. 

If operating as a member of a team, then every 

member who entered the contaminated area will need 

to undergo a thorough decontamination. It is good 

practice for one or more members to remain outside 

the contaminated areas and establish a ‘clean area.’ 

In this clean area they can aid contaminated 

members to decontaminate. This is often more 

effective than self-decontamination on its own. 

 

There is information in the public domain regarding 

both self and partner-assisted decontamination 

procedures, and the equipment and supplies you will 

need. Make sure you study this thoroughly and 

memorise it completely. 

 

‘Detection and Decontamination Kits’ can be obtained 

legally in many countries. Make sure you purchase a 

supply before you travel to the Zone, you are going to 

need them. 
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Post-exposure Treatment. 

 

So, imagine something has gone wrong, and you 

become exposed anyway. What is likely to happen?   

Most likely you will develop ‘Acute Radiation 

Syndrome’, otherwise known as ‘ARS’ or ‘radiation 

sickness.’ I highly recommend you look this up, so 

you know what it is, and the signs and symptoms to 

look out for.  

If you have it, is there anything you can do about it?  

Thankfully, radiation sickness is survivable, so long 

as;  

 

A: The exposure was not too great.  

B: Treatment is administered in time.  

 

The general rule of thumb is that the quicker the 

treatment is administered, the more effective it will be. 

There are a number of pharmacological drugs 

available that can treat radiation sickness, these are 

Potassium Iodide, ‘Prussian Blue’, CaDTPA and 

ZnDTPA. You can look up exactly what these are and 

what they do in your own time. 

Potassium Iodide and ‘Prussian Blue’ can be taken in 

pill form, which is useful as they can be taken 

immediately in the field.  
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If you know you are going to be entering a highly 

irradiated area, you should consider taking them 

before you enter, as a prophylactic. 

NB, you should not take Prussian blue artist's dye in 

an attempt to treat yourself. This type of Prussian blue 

is not designed to treat radioactive contamination and 

can in fact be harmful.  

I have heard of one Stalker who tried doing this. It 

didn’t end well… 

CaDTPA and ZnDTPA can only be given 

intravenously, so you will need to get to one of the 

Zone’s self-appointed ‘doctors’ to receive treatment, 

for a small fee of course.  

The scientists of the Ecologist faction will often 

provide this treatment for free, assuming that is you 

can reach them in time. 

Another group of drugs that are common in the Zone 

are ‘Radioprotectants.’ These drugs help to reduce 

the amount of radiation the body absorbs and are 

intended to be taken before you are exposed.  

The most commonly encountered radioprotectant in 

the Zone is B190 Indraline. In the Big Land this is 

issued to nuclear plant workers, to help reduce their 

received dose. In the Zone it is regularly used by 

Stalkers for much the same reason. Mexaminum anti-

radiation drugs are also common. 

Note that all these treatments have side effects, none 

of which are pleasant. 
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One more thing. Some artifacts possess remarkable 

anti-radiation properties. You can use these to aid 

ARS treatment. Zone doctors will often pay a 

premium for them, so if you obtain one, consider 

selling it to them for a tidy profit.  

This is the one exception I make to the ‘all artifacts 

should come to me’ rule, since I need healthy Stalkers 

with long careers more than I need the short-term 

profit.  

I would not recommend selling artifacts to others 

under usual circumstances however, as doing so 

could have…consequences.  
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Radiological Survey Meters & 

Geiger Counters. 

 

A Radiological Survey Meter (RSM) is a device that 

measures the level of radiation in its vicinity. One 

thing to be aware of is that not all RSMs are actually 

Geiger counters. There are several types. Geiger 

counters contain a Geiger–Müller tube, other types 

may contain ion chambers or a scintillation counter.  

The media, Hollywood and even many Stalkers tend 

to refer to all RSMs as Geiger counters, even if this is 

not always accurate.  You can look up these different 

types if you so wish. 

The most important thing to check is the sensitivity 

range of the device.  

Somewhat counterintuitively, less sensitive is better.  

Some devices are designed to detect minute changes 

in radiation levels, and could detect an increase of 

say 100 uSv, which is nothing to worry about.  

Others are designed to detect changes in the mSv 

range, and these are more useful. A 100 mSv 

increase would be something to worry about. 

Some types have variable scales that allow you to 

change the sensitivity. These could be useful, just 

remember to check what setting it is on before you 

use it.  
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Overly sensitive equipment can become overloaded 

and stop working. This could lead you to think the 

local radiation levels are low, when they are literally 

‘off the charts.’ 

It can be easy to get bogged down in the technical 

details, so if nothing else, remember this:  

An RSM counter is an absolute necessity in the Zone!  

Without one you will be unable to keep track of the 

background radiation levels. More importantly, you 

will not get any advanced warning that you are 

approaching a radiation hotspot. Without an RSM you 

will not last long here. 

RSMs come in two main categories.  

The first are the larger, two-piece devices intended for 

surveys. They have the advantage that the sensor 

can be kept further away from the body, especially if it 

is mounted on a telescopic pole. This will help keep 

the user out of the radiation field. The downsides are 

their size, weight and that they generally require two 

handed operation.  

The second, newer type, are small, one-piece hand-

held devices. These have the advantage of being 

lighter, less bulky and can usually be used one 

handed. This leaves the other hand free to use a side 

arm, a knife or to throw bolts etc. Generally, these 

types are more suited to the needs of a Stalker. 

Many types feature a silent mode. This is especially 

useful for when you need to remain stealthy. 
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There are many models of RSM on the civilian 

market. As always do your homework before 

purchasing anything. 

One thing to remember is that not all RSMs measure 

your accumulated dose. If yours does not, you will 

need a separate dosimeter. 
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Dosimeters. 

 

Dosimeters measure your accumulated dose over 

time, and are crucial for ensuring your dose does not 

reach dangerous levels.  

There are several types. They range from simple 

disposable Film Badge Dosimeters, which darken as 

they become exposed to increasing radiation, to more 

sophisticated electronic devices with digital readouts.  

These latter types are preferable as they are multi-

use, are more accurate and provide real time 

information.  

High spec models can often be configured to display 

different dosage ranges in different SI units.  

Many can be programmed to give an audio-visual 

warning when certain dosage thresholds are reached. 

The downside is that like all electronic devices in the 

Zone, they may fail due to interference from blowouts 

and electro anomalies.  

Now we have seen just how bad radiation can be, we 

will now look at the PPE, or ‘Personal Protective 

Equipment’ that can help keep you safe from it.  
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NBC or CBRN Protection. 
 

Introduction. 

 

The Zone can be considered a NBC ‘Nuclear 

Biological Chemical’ or CBRN ‘Chemical Biological 

Radiological Nuclear’ environment. It is radioactive, 

contains chemical anomalies, and is home to a 

multitude of diseases, viruses, toxins and parasites, 

both in the environment and in the bodies of mutants.  

Fires are not uncommon, so smoke inhalation is also 

a concern. To protect yourself against these you will 

need the proper CBRN equipment. This protection 

comes in two main types, masks and body suits. 

 

 

Half-face Masks: 

 

To protect yourself from inhaling radioactive fallout or 

toxic and corrosive gasses you will need a respirator. 

Respirators cover both mouth and nose and contain a 

filter to extract the harmful agents upon inhalation. 

The fallout and harmful chemicals are trapped within 

the filter, usually via a layer of activated charcoal, and 

thus do not enter the wearer’s respiratory system. 

Industrial versions are readily available and can be 

acquired without arousing suspicion. Half face masks 

are not an ideal solution however, as they offer no 

eye protection. 
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Escape Hoods: 

 

These do provide adequate protection, as they 

include a respirator and cover the face completely, 

and in some cases the whole head. This protects the 

eyes from irritants, such as dust, smoke and irritant 

gasses such as CS gas.  

However, they are designed as short term, one use 

only devices. As their name implies, they are intended 

to protect people long enough to escape from a 

dangerous environment, such as a gas leak or 

burning building.  

They are unsuitable for prolonged use in 

contaminated environments. If you are planning on 

rooting around in anomaly fields looking for artifacts, 

you will need something better. 
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CBRN Gas Masks: 

 

Specifically, you will need one of these. Army surplus 

gas masks can be obtained quite legally, and are 

relatively inexpensive. As you would expect, most are 

either ex-NATO, such as the British S10, or ex-

Warsaw Pact, such as the GP5. 

Masks with removable ‘can’ filters are preferable to 

those with cheek filters, as replacing the filters on 

cheek filter masks is very difficult in contaminated 

conditions. To do so, you will need to remove the 

whole mask, which rather defeats the point of having 

a mask in the first place. Cheek filters wear out far 

quicker too, since they are smaller. 

Replacing a removable filter in contaminated 

conditions is far easier. When doing so, be sure to 

take a deep breath before removing the filter, and 

hold it until the new filter has been securely attached.  

Replaceable filters are a little easier to breathe 

through than cheek filters. It is important to remember 

that all filters make it more difficult to breathe as you 

must inhale air through the filter. This makes physical 

activity more taxing, and is another reason 

cardiovascular fitness is so important. 

Both filters and masks have a ‘shelf life’ of about ten 

years, so try to obtain newer models where possible.  

However, so long as a mask is intact, i.e. having no 

punctures or tears, and the seals around its eye 

pieces and ports are air tight, it should still work. 
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This also applies to filters, so long as the filter canister 

is sealed and unused. Used canisters should not be 

trusted, as you will not know how long they have been 

‘opened’, how they have been stored, how much they 

have been used, and crucially, where they have been 

used. 

Filters wear out faster the more particulates and 

agents they need to filter out. Therefore, a filter that 

may last several days of normal use may become 

depleted within a few hours, or perhaps even minutes, 

if exposed to the smoke from a fire, or the gases from 

a chemical anomaly.  

Therefore, it is wise to carry multiple filters, and to 

maintain a stockpile of filters in a secure location. You 

are going to need them. 

Masks and canisters come in two main sizes, 60mm 

and 40mm. This size denotes the size of the canister 

attachment port on the mask, so a 60mm filter will not 

fit into a 40mm gas mask, and vice versa, although 

some adapters do exist. 

40mm masks are preferable, as 60mm masks were 

retired from service from most militaries some time 

ago. Therefore, 40mm canisters and masks are likely 

to be of more recent construction. 40mm has been 

the standard for both NATO and former Warsaw pact 

countries for some time, therefore filters should be 

easily obtainable. 

This standardisation is useful, since any 40mm 

STANAG filter should fit any 40mm STANAG mask. 

Similarly, any 40mm GOST filter should fit any 40mm 

GOST mask. 
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Note that although both NATO and Soviet masks use 

40mm filters, they are not always interchangeable. 

This is due to the screw threads on the filters being 

different.  

Experience in the field has shown that GOST filters 

should work with STANAG masks. However, this is 

risky, as it may not create a secure air tight seal.  

Mixing GOST filters with STANAG masks should only 

be done if there is no alternative. If you are forced by 

necessity to do this, it would be advisable to reinforce 

the seal between the filter and the mask with putty, 

duct tape or similar. 

Note that this only works one way. GOST masks 

cannot accept a STANAG filter. Unless you actually 

want your lungs corroded, do not attempt to mix a 

GOST mask with a STANAG filter under any 

circumstances. 

My sources have informed me that some Chinese gas 

masks, such as the TF-1 possess a universal thread, 

and thus can accept both GOST and STANAG 40mm 

filters without modification. The versatility this 

provides may make them a wise investment, 

especially considering the Zone’s somewhat 

unreliable supply situation.   

Speaking of filters, avoid any filter from WWII, as they 

were known to contain blue asbestos. All asbestos is 

harmful of course, but blue asbestos is the most 

dangerous. 

Cold War Era Soviet filters should also be avoided, as 

they too were known to include hazardous materials.  



323 
 

Post-Soviet filters are safer, as are all NATO filters. 

Therefore, try to use NATO filters wherever possible. 

Masks and filters should be checked thoroughly and 

regularly for wear and tear, your life may well depend 

upon this.  

Make sure you know how to use them correctly, and 

practice putting them on in a hurry. Once you have 

mastered this, do it in the dark.  

A simple test to check if A - you are wearing it 

correctly and B - that the mask and filter are intact, is 

to wear them and then spray something strong 

smelling, such as an aerosol can or banana oil into 

the air. If you can smell either of these you will know 

that something has gone wrong. 

There is a sizeable amount of information in the public 

domain about gas masks. You can find this in print, 

on-line and on video sharing platforms. Make sure 

you study this thoroughly; your life will depend upon it. 

It is important to remember that standard gas masks 

do not provide a supply of air. Therefore, death from 

hypoxia can still be a hazard if operating in low 

oxygen environments, as can drowning if underwater.  

In these environments you will need a closed system 

with its own oxygen supply, such as SCBA. I’ll get to 

those in a moment.  

Note that filters can come in two types, particulate 

filters and vapour filters. Particulate filters will keep 

out smoke, dust, microorganisms, spores, and 

crucially for a Stalker, radioactive particles.  
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A vapour filter will keep out chemicals such as gasses 

and aerosols via a process known as ‘Adsorption’.  

I’ll spare you the chemistry lesson, but essentially this 

is the process whereby chemicals stick to the outer 

surfaces of the filter medium, which is usually 

activated charcoal.  

Since the agents are then trapped in the filter 

medium, you will not breathe them in.  

Until the filter medium reaches its saturation point that 

is. 

Almost all military filters contain both a particulate 

filter layer and a vapour filter layer as standard, 

however if using civilian filters be sure to check what 

types they contain. 

Check to ensure the plug at the bottom of the filter 

canister is removed before use, otherwise you will not 

be able to breathe through it.  

More than one Stalker has almost asphyxiated 

themselves by forgetting to do this. 

Note that most filters will not work correctly if water or 

other liquids get inside them, so try to keep them dry 

once opened.  

That plug we just talked about could be re-inserted to 

help with this. 

You may be wondering how you can tell if the filter 

you are using is wearing out.  
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If the particulate filter layer is becoming clogged, then 

you will find it increasingly difficult to breathe. This is 

not too serious, as you can simply swap out the filter 

for a fresh one and carry on. 

If the vapour filter is becoming saturated this is more 

of a concern, as this means vapours will start to get 

through.  

You can tell this is happening if you find you can smell 

your surroundings again. With luck, this will be in a 

safe environment, where you can easily swap them. 

If you are in a contaminated environment, you will 

need to exit it ASAP to change the filter. If this is not 

possible, then you will have to perform what you 

might call a ‘tactical filter change’ in situ.  

Remember to hold your breath whilst doing so.  

Changing a filter under such conditions can be 

difficult, which is why you will have practiced doing so 

many, many times before traveling to the Zone.  

Right? 

Ideally, you should change a filter before entering any 

particularly contaminated area, such as a chemical 

anomaly field. This will minimise the chance of the 

filter giving out whilst you are still inside the 

contaminated area.  

Your worst-case scenario, is your vapour filter failing 

whilst you are exposed to odourless and near 

instantly fatal chemicals, such as those found in VX 

nerve agents.  
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If this happens, you may well be dead before you 

realise there was a problem. Thankfully, most 

chemical anomalies are not as toxic as this and tend 

to be more corrosive than poisonous.  

We can be thankful that no one has used chemical 

weapons in the Zone against humans, yet.  

That said, they have been used to wipe out mutant 

dens at least once, and were used to seal off the 

tunnels under Pripyat, so be careful. 

Be sure to study chemical warfare and the effects of 

chemical weapons. If you suspect you have been 

exposed, take the appropriate measures immediately.  

It would be advisable to carry chemical weapon 

identification and treatment kits at all times just in 

case. These kits may prove useful for identifying and 

treating the effects of chemical anomalies too. 

One more thing, not all gas masks are constructed 

from the same materials. For example, some possess 

glass lenses, whilst other possess lenses made from 

toughened polycarbonate. These are preferable as 

they are less likely to break. 

Secondly, the rubber used to make the masks 

themselves can vary too. Many are made from latex. 

This is fine unless you suffer from a latex allergy.  

Some are made from silicone. The problem with these 

is that they break down quickly when exposed to 

blister agents and chemical anomalies.  

Many of the best masks are made from Butyl rubber, 

so look out for these where possible. 
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SCBA Systems. 

 

SCBA, or ‘Self-Contained Breathing Apparatus’ 

systems provide their own air or oxygen supply.  

This makes them suitable for use in low oxygen 

environments.  

They are also effective in environments with heavy 

concentrations of particulates and gasses, which 

would quickly deplete or clog the filter on a standard 

gas mask. 

They come in two main types, open circuit and closed 

circuit. Closed circuit versions are preferable for a 

number of reasons, chief of which being that they last 

far longer. 

SCBA equipment typically incorporates a positive or 

negative pressure full face mask. Positive pressure is 

preferable, as the air pressure inside the mask is 

maintained at a higher level than the surrounding 

environment.  

This means that if the seal against the wearers face is 

broken, or if the mask gets punctured, clean air will 

flow out of the mask, preventing contaminated air 

from flowing in.  

Generally speaking, SCBA systems are not suitable 

for diving under deep water, for that you will need a 

SCUBA suit.  

That said, some types are suitable for use in shallow 

water, such as flooded tunnels. 
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If acquiring a SCBA suit, ensure its compatibility with 

different oxygen and air tanks.  

Once you have confirmed which tanks are 

compatible, consider buying a number of these, and 

take them all with you.  

Obtaining compatible tanks once you have reached 

the Zone might be tricky. 

Recent developments in CBRN protection combine a 

respirator and SCBA system in one unit.  

Unfortunately, obtaining these is likely to be 

prohibitively expensive, assuming civilians are able to 

purchase them at all.  
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CBRN Suits.  

 

Introduction. 

 

A good gas mask will protect your face and 

respiratory system. They will not however protect the 

rest of your body from radioactive fallout or harmful 

chemicals. Remember, some toxins can be absorbed 

through the skin, while corrosive chemicals may 

simply eat through it.  

To protect yourself from these, you will need an NBC 

or CBRN suit. 

There are a number of Zone-specific suits available 

on the black market, such as the iconic ‘sunrise’ suit.   

The artifact trade is so lucrative that a whole industry 

has grown up around it, even if the trade itself is 

illegal.  

However, it would be unwise to assume you will be 

able to obtain one, as supplies are limited. If you can 

obtain an equivalent before you travel to the Zone you 

will be in a much better starting position. 

Thankfully obtaining Army surplus NBC/CBRN suits is 

perfectly legal in many countries. As with gas masks, 

most of these suits will be of cold war vintage, and 

were designed to be worn with the aforementioned 

masks, so compatibility should not be a problem. 

Some notable examples include the British Mk III 

‘Noddy’ suit and the East German SBA-2, ‘Womble.’  
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It is worth noting that CBRN suits protect the user by 

using either activated charcoal or rubber.  

NATO suits use a layer of activated charcoal within 

the suit, which absorbs harmful agents before they 

reach the skin. The advantages of these are that they 

are lighter, and the skin is still able to ‘breathe.’ This 

makes these suits more comfortable to wear for long 

periods.  

The downside is that this activated charcoal has a 

shorter shelf life, and could become depleted, much 

like the filter on a gas mask. Entrusting your life to a 

suit which may no longer offer full protection is risky at 

best, and potentially fatal at worst. If opting for an 

Army surplus activated charcoal suit, make sure it is 

the most recent version you can find, and one that 

has not been used. 

Soviet suits were made from rubber. This was far less 

comfortable to wear for long periods, as they were 

heavier, and the skin could not breathe. However, 

they had a much longer shelf life, as they did not 

attempt to absorb harmful agents, instead focusing on 

keeping them out completely. Arguably this provides 

greater protection too. In the Zone protection must 

come before comfort, so if buying Army surplus suits, 

buy Soviet. 

Civilian ‘Hazardous Materials’ or ‘HAZMAT’ suits may 

also be of use; however, they may be more 

expensive. Some are brightly coloured, to make them 

‘stand out’ so they are easily noticeable. This is not 

ideal for the Zone, where you will need to be as 

stealthy as possible to avoid detection.  
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Civilian HAZMAT suits have a rating system, denoting 

the level of protection provided. Note that these rating 

systems are not universal, with different nations using 

different systems.  

For example, HAZMAT suits in the US are rated A to 

D, with A being the highest. In Europe, they are rated 

1 to 6, with 1 being the highest. European level 1 is 

equivalent to the US level A. If purchasing, make sure 

you know what rating system is being used. 

The most advanced level A or level 1 suits cover the 

body, head, and their SCBA systems. They are 

referred to as ‘encapsulated suits.’   

The US military equivalent is the MOPP suit, which 

stands for ‘Mission Orientated Protective Posture’.  

Note that the MOPP protection levels 1 to 4 indicate 

how much of the MOPP suit the user is wearing, not 

different levels of protection. Level 4 simply indicates 

the operator is wearing all components of the suit.  

Other militaries may have their own rating systems for 

their current and surplus suits. As always, do your 

homework before purchasing. 

Some Stalkers have taken to creating their own 

homemade NBC suits, mostly due to economic and 

supply constraints. Waterproof coats and trousers – 

or better yet, fisherman’s waders – when combined 

with rubber ‘wellington’ boots, chemical gloves and a 

gas mask, can offer a fair level of protection in the 

absence of anything better. Ensure there are no gaps 

or exposed skin which could allow contaminants in 

however. There is information on-line explaining this.  
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Wearing CBRN Suits: 

 

Whichever mask and suit you choose, you must 

practice being able to put them on correctly.  

Some suits are more complex to put on properly than 

others, and a suit that is not worn correctly, and 

without proper seals, will not protect you.  

You must ensure there is no bare skin exposed 

anywhere.  

Secondly, check that there are no gaps which could 

let in air, because if air can get in, so can 

contaminants.  

Duct tape can be used to create seals, for example 

around the ankles and wrists, and can be used to 

cover cracks and tears in an emergency. 

When you can do this easily, practice doing this in the 

dark. 

Ideally, you should be wearing your CBRN protection 

anytime you leave a safe haven, so you will usually 

have plenty of time to put this on in advance.  

However, there may be emergency situations where 

you will need to don it quickly. Therefore, practice 

putting it on correctly and as fast as possible.  

It may just save your life.  

Again, once you have mastered this, see if you can 

do it in the dark. 
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Operating in CBRN Suits: 

 

Once you have mastered putting on your CBRN 

protection, you must master being able to operate 

whilst wearing it.  

This is more difficult than it sounds, as CBRN 

equipment is uncomfortable and can reduce your 

senses.  

For example, physical activity in a CBRN suit will 

cause you to heat up quickly, especially if wearing a 

rubber suit. The sweat you will produce as a result 

could leave you feeling dehydrated.  

You will definitely not be comfortable that’s for sure.  

Wearing a gas mask will reduce your field of view, 

and especially your peripheral vision. Therefore, you 

will have to make a point of turning your head more 

often to observe your surroundings. Dirt and 

scratches on the lenses can also make it more difficult 

to see clearly. 

The noise of your own breath inside the mask, 

combined with your ears being covered, will make 

sounds muffled. This can be disorientating, and make 

judging the loudness of sounds and their distance 

from you more difficult.  

If you are using a filter gas mask, you will also have to 

breathe harder than normal to compensate for the 

filter’s resistance. This can be unpleasant for the 

unprepared. 
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Due to the above, some people find wearing a gas 

mask to be claustrophobic.  

I have heard of some Stalkers pulling off their masks 

due to feeling stifled or due to the panic caused by 

claustrophobia.  

They often did not survive this.  

With practice you can overcome these feelings and 

get used to the discomfort. Make sure you have done 

so before you travel to the Zone. If you cannot adapt 

to this, then the Zone is not for you. 

Another problem, often reported by rookie Stalkers, is 

that wearing CBRN gloves makes it difficult to perform 

tasks that require fine motor skills. This is due to the 

thick rubber gloves making the wearer’s fingers both 

‘fatter’ than they normally are, which makes them less 

dexterous, and less sensitive to touch, making it 

difficult to feel what you are doing.  

Again, practice is the key. Start with basic tasks with 

larger objects, then progress onto more complex 

tasks with smaller ‘fiddly’ items. This can be 

incorporated into everyday activities so that it 

becomes second nature. If you do not have thick 

rubber gloves available to practice with, then any thick 

glove that limits dexterity and sensation should 

suffice. 

By the time you get to the Zone, you should feel ‘at 

home’ in CBRN gear, able to operate as well in it as 

out of it.  

Some experienced Stalkers say they start to feel 

naked without it!  
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Working and Fighting in a CBRN 

Environment: 

 

Once you have mastered operating whilst wearing 

CBRN gear, you will need to know what to do, and 

what not to do, in a CBRN environment.  

Doing the wrong thing at the wrong time could leave 

you contaminated!  

CBRN warfare, and clean ups of civilian HAZMAT 

disaster areas, are arguably the closest analogues to 

operating in the Zone.  

Research these wherever possible.  

The initial 1986 Chernobyl accident, and the 2011 

Fukushima Nuclear Disaster are obvious examples.  

Cold War NBC and present day CBRN military 

training manuals, videos etc. are also valuable 

sources of information, and should be studied 

thoroughly. 
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Key Things to Remember When Using 

NBC and CBRN Gear. 

 

• Once you have donned your CBRN protection do 

not take it off until you have both left the 

contaminated area, and been decontaminated 

yourself.  

• Do not take the suit off, or break the seals, at any 

time, or for any reason. If time and circumstances 

permit, consider eating, drinking and going to the 

toilet before you put on your CBRN equipment.  

• Hunger and thirst will just have to be endured until 

you have been decontaminated. 

• Be aware that vomiting in a gas mask can be very 

dangerous. If you feel you are about to vomit, then 

it may be preferable to remove the mask first.  

• Avoiding vomiting in the first place is a better option 

of course. Anti-sickness or ‘antiemetic’ drugs may 

help with this.  

• Adult nappies, or ‘diapers’ can be an effective 

solution for when you need to ‘go’ in contaminated 

environments. If you find this idea distasteful, just 

ask yourself this;  

“What do astronauts do when they need to take a 

leak in space?”  
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• Equipment and supplies you are likely to need 

should be worn outside the CBRN suit, where you 

can access them. Webbing, chest rigs and back 

packs are effective solutions to this. 

• Body armour also needs to be worn outside of the 

CBRN suit to protect the suit from punctures. 

Armour inside the suit is of little use. It may stop 

the bullet from entering you, but if it punctured the 

suit first on its way in, then you could still wind up 

dead anyway from contamination. 

• If the suit is torn or punctured, assume you have 

been contaminated and act accordingly ASAP. Try 

to seal the tear as quickly as possible to minimise 

further contamination.  

Hint - duct tape is great for this! 

• If wounded, you will have to assume you have 

been contaminated as well. Therefore, when 

treating the wound, also treat the contamination. 

• Try to limit over all exposure by avoiding the most 

contaminated areas when possible.  

• If you have to be in a contaminated area, ensure 

you do not linger longer than is strictly necessary.  

Work fast, work smart, and get out quick 

• Even low levels of contamination can build up over 

time, and even the best CBRN protection can only 

protect you from so much.  

Keep an eye on your dosimeters and don’t take 

unnecessary risks. 
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Section six: 

Technology  

and  

equipment. 

 

  



339 
 

Introduction: 

 

To do well in the Zone will require certain 

technologies and equipment, above and beyond what 

we have looked at already. We will consider these 

now. 

A general rule of thumb is that technology and 

equipment needs to be simple, reliable, effective and 

robust. Overly complicated gizmos that stop working 

right when you need them most are of little use.  

Fragile gadgets that break if you drop them, get them 

wet, or if you are just heavy handed with them are 

equally useless. 

‘Soldier proof’, military spec gear is definitely 

preferable. If you can obtain this then I highly 

recommend you do so. 

It should go without saying that you will also need to 

be proficient in using any gear you obtain, so practice, 

practice, practice… 
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Detectors. 

 

Detectors are the generic name given to the devices 

that are capable of detecting nearby anomalies, and 

locating the artifacts therein.  

Without detectors, survival in the Zone would be 

almost impossible, as would the artifact trade. 

Therefore, it is vital that you, or a member of your 

team, possesses one at all times.  

Unfortunately, supplies are limited. Since the artifact 

trade is illegal, they are not mass-produced items. 

Chances are there will not be a detector for every 

Stalker. If operating as a group, only one member - 

the ‘point man’ - needs to carry one. If your team finds 

itself possessing more than one, it is considered good 

form to sell any extras. ‘Detector hogging’ is frowned 

upon in the Stalker community, and the community is 

armed… 

Detectors are fairly small handheld devices, about the 

size of a large smart phone. They are able to detect 

both anomalies and artifacts by the energy and 

particles they give off respectively. This allows them 

to distinguish between the anomalies in the field and 

the artifacts within them. 

All detector types feature active and passive modes. 

In passive mode they detect the presence of nearby 

anomalies, and will then give an audible and or 

vibrating proximity alert. The vibrating alert is 

preferable if you need to remain stealthy.  
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This warning should stop you from blundering into an 

anomaly, so be alert for it.  

All detectors work the same way in passive mode, 

although more advanced models are able to detect 

anomalies at a greater range. This translates into 

more advanced warning and situational awareness.  

If you hear or feel this proximity warning, stop in your 

tracks immediately, and observe your surroundings 

carefully. Remember some anomalies are almost 

invisible. More than a few Stalkers haven’t heeded the 

warning in time, and ran straight into an anomaly they 

couldn’t see. They are not with us anymore… 

In passive mode detectors can be worn on the body 

much like dosimeters.  

In active mode they are held in the hand. It is only in 

active mode that they can detect artifacts, so you will 

need to be in this mode when penetrating anomaly 

fields. It is in this active mode that the differences in 

detector models are most apparent. 

You see, detectors are a new invention, created 

specifically for use in the Zone. Since they were only 

invented ten or so years ago, they are still an evolving 

technology. At the time of writing, there are four 

distinct generations available. 

Gen 1 detectors, such as the ‘Echo’, detect artifacts 

and give off a beep and or flash with increasing 

rapidity the closer you are to the artifact. When the 

beep becomes a continuous tone, you should be right 

next to it.  
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Gen one detectors do not have a directional readout, 

so determining the location of the artifact is by trial 

and error and listening to the beeps. If you remember 

playing the ‘Hot or Cold, hide the object game’ as a 

child, this is much the same thing.  

Except here the object moves, you will be surrounded 

by lethal anomalies and you will be getting irradiated 

while you do it.  

Gen 2 detectors, such as the ‘Bear,’ improve on this 

by featuring a directional readout, which will show you 

a rough ‘as the crow flies’ direction of travel to the 

artifact. Be aware that the locations of the anomalies 

may force you to take a meandering route through the 

field to reach it. Some anomaly fields are like an 

invisible maze, which will require precise, patient and 

methodical movement to navigate through. 

Gen 3 detectors, such as the ‘Veles’, include an LCD 

screen which shows the location of the artifact, 

including its movements. 

Gen 4 detectors, such as the experimental ‘Svarog’ 

detector, improve on this further, by also showing the 

locations of the anomalies within the field. 

Each generation makes artifact hunting easier and 

safer. However, as the generations increase, so does 

their expense, while their availability decreases. The 

Svarog is currently custom built by the Ecologists, and 

only a few examples are in existence. 

Detectors also include a small Geiger counter, making 

them effective all-in-one Zone devices.  
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However, some Stalkers still like to use larger 

standalone Geiger counters as well, as they have a 

greater detection range.  

Some Stalkers have taken to attaching detectors to 

their forearms via smart phone sports armbands and 

the like. This allows for hands free operation.  

Others have taken to attaching them to their primary 

weapons. This can be done via adapting one of the 

new aftermarket smart phone weapon mounts, which 

have recently become available. 

Interesting side note, the Veles and Svarog detectors 

are named after ancient Gods from Slavic folklore.  

You see, it’s true, you do learn something new every 

day. 
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Night Vision Devices. 

Active Night Vision Devices. 

Night vision devices are an absolute must if you are 

planning on operating after dark. There are several 

reasons why using a standard torch, or flashlight, is 

highly inadvisable. I’ll get to those later. 

A definite step up is the use of active Near-Infrared, 

‘NIR’, and Short-Wave Infrared, ‘SWIR’, illumination. 

This uses an infrared light, sometimes called an ‘IR 

flood’, to project NIR/SWIR light in much the same 

way as a standard torch projects visible light.  

Note that many texts refer to NIR/SWIR simply as 

Infer Red light, or ‘IR’. I will do likewise for brevity. 

The key difference between visible light and IR 

illumination, is that the IR light will be invisible to 

those without Night Vision Devices (NVDs).  

A target could be lit up like a Christmas tree and not 

know it. This would give you a clear advantage.  

However, this advantage disappears if the enemy 

also has NVDs. In this case, using an active infrared 

flood will give away your position just as easily as a 

visible light torch.  

Generation Zero NVDs, introduced in WWII, relied on 

this method. They are now considered obsolete due 

to this drawback. Note that some mutant species are 

suspected of being able to see in the near infrared 

spectrum as well.  

A much better option is ‘passive night vision’.  
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Passive Night Vision Devices. 

 

Passive NVDs work by amplifying the available visible 

and IR light, enabling the user to see in low light 

conditions, without having to use any active 

illumination. Therefore, using passive NVDs will not 

give away your position.  

Generation one NVDs were introduced during the 

Vietnam War, and are considered the first ‘starlight’ 

scopes. These were then superseded by generations 

two and three. Each generation provided greater light 

amplification, resolution and reliability, whilst reducing 

image noise, and their susceptibility to being 

oversaturated by sudden light sources.    

You have probably seen the phosphor green images 

these NVDs create in movies and on TV shows. One 

thing you should have noticed, is that you can clearly 

make out faces, signs, writing and the like with these 

devices. This is an advantage starlight NVDs have 

over the Thermal Imaging (TI) systems we will 

discuss in a moment. 

The main drawback of passive IR NVDs is that they 

do require some light to function. If an area is 

completely dark, such as a building interior at night, 

passive IR NVDs will not work.  

That said, if someone else is using active IR or visible 

light illumination, your passive NVDs will see it easily, 

which could give you a significant advantage over 

them. Seeing without being seen can make all the 

difference. 
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Thermal Imaging Devices. 

 

Thermal Imaging systems detect heat, or more 

properly, differences in heat, and turns this into an 

image that can be seen by the human eye. 

Heat sources stand out clearly against the 

background, making heat radiating objects easy to 

see, even when obscured by vegetation. If you have 

seen any fly-on-the-wall police documentaries, you 

will probably have seen the distinctive black and white 

footage taken by their helicopter’s thermal camera. 

You may have noticed that hiding amongst vegetation 

seldom works for the pursued, since the thermal 

camera can still see them. 

Due to operating independently of light, thermal NVDs 

can operate perfectly well both in zero light conditions 

and in broad daylight. 

Thermal vision can penetrate smoke and dust which 

IR NVDs cannot, and they are sometimes more 

effective in bad weather. 

Thermal vision can also provide clues as to what has 

happened in an area recently. If someone has fired 

their weapon, their gun barrel will be hot and glow 

under thermal vision for some time. Engines and 

generators used recently will also glow for the same 

reason. Footprints from humans and warm-blooded 

mutants may also be visible when using thermal 

vision. This could give you vital clues as to who and 

what has been through the area recently, their 

numbers and their direction of travel. 
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Be aware however that objects, people, mutants and 

anomalies that are not emitting heat will not glow 

when using thermal.   

Make sure you are still able to recognise potential 

threats without thermal vision’s highlighting effect. 

Becoming overly reliant on it will get you killed.  

Note that things that are notably cooler than the 

background will also stand out, as dark objects. Keep 

a sharp eye out for these as well. 

Most mutants are still technically mammals, and so 

are ‘warm blooded’, or more properly, endothermic. 

Therefore, they should show up well on Thermal 

Imaging devices. Catfish however are cold-blooded, 

or rather ectothermic, so they may be hard to detect 

on thermal.  

Even more troublesome is the detection of 

Bloodsuckers. I will discuss this in more detail in the 

‘threats’ section.  

Thermal Imaging Devices do have some downsides 

however, which must be taken into consideration.  

Firstly, due to them seeing heat, and only heat, they 

cannot detect some details that would be visible 

under normal and IR lighting. For example, text, 

graphics and pictures on screens, signs, labels, 

books, clothing and equipment will not stand out. It is 

doubtful you will even be aware of their presence, let 

alone be able to read them.  

Thermal vision cannot see through glass, perspex or 

cold water, even if they are perfectly clear to the 

naked eye.  
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Thermal Imagery cannot usually see through solid 

objects, despite what you see in Hollywood. 

Recognising faces can be difficult as people tend to 

look very different in thermal vision. That said, with 

practice and familiarity with the faces in question, it is 

possible.  

Illumination by visible and IR light will not be visible 

either, therefore you will be unable to tell if someone 

is using active illumination, or indeed how dark it is 

around you. You may find you have to switch between 

Thermal, IR and the ‘mark-one-human-eyeball’ to get 

a complete picture of your surroundings.  

The best solution of course is to combine starlight IR 

and Thermal Imagery together. This is starting to 

happen now with some high-end NVDs. However, 

expense and their limited availability on the civilian 

market might be issues. 

If operating in a group, it may be advisable to equip 

some members with TI scopes, and others with IR 

night scopes. Doing so will ensure that collectively the 

team has a complete picture of their surroundings.  

Another option is to have thermal goggles whilst 

attaching an IR night scope to your primary weapon, 

or vice-versa.  You can then swap between the two at 

will.  

There is a significant range of optical devices 

available on the civilian market, ranging from simple 

smartphone attachments, up to high-end multi-

spectral devices. As always, do your homework and 

shop around before you purchase. 
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Field Glasses / Binoculars. 

 

A good set of ‘binos’ are an essential survival tool for 

the Zone. They increase your situational awareness 

considerably, by increasing the range you can spot 

potential hazards, hostiles and areas of safety.  

For example, the almost invisible gravitational 

anomalies are much easier to spot at a distance when 

using binoculars. 

They are also extremely useful for navigation and 

route selection, as their magnified view can help you 

scout out the area ahead, and thus choose the best 

route through it. 

Their magnified view makes it somewhat easier to 

identify other Stalkers at a distance, although this can 

still be difficult for reasons I will get to later. At the 

very least you should be able to identify the 

equipment and weapons they are carrying.  

They also make it easier to identify mutants from a 

safe distance. 

Monoculars have the advantage of being smaller and 

lighter, at the expense of possessing a narrower field 

of view and lacking depth perception. 

Note that not all binoculars / monoculars are created 

equal, with different types specialised for different 

uses. 
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The ideal ‘Zone binoculars / monocular’ would include 

the following features: 

 

• Fairly compact size. 

• Weatherproofing and anti-fogging. 

• Waterproofing. 

• A large ‘exit pupil.’ 

• Scratch resistant lenses. 

• A wide field of view. 

• Rubberised outer coating for increased grip, 

waterproofing and impact protection. 

• Long eye relief – very useful if wearing a gas mask. 

• Able to gather as much light as possible, to make 

them useful in low light conditions. 

 

Hunting binoculars would be a good match. 

 

Other features such as zoom ability, built in 

compasses, stadiametric and laser rangefinders may 

be useful, but are not essential. These are more likely 

to be found in military grade binoculars. 

If operating as a group, only one member needs to 

carry one. Magnified weapon scopes can serve as a 

substitute for binoculars / monoculars.   
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Drones. 

 

With the growing availability of Commercial-Off-The-

Shelf or ‘COTS’ drones, it was only a matter of time 

until Stalkers started using them in the Zone.  

So far results have been mixed.  

Invisible aerial anomalies destroyed many until the 

‘Crow Trick’ was discovered. Interference from the 

Zone can disrupt the wireless link between the drone 

and the Ground Control Station, particularly at range. 

This will result in a loss of both control and video feed.  

This makes long range reconnaissance with drones 

difficult at best. 

Two uses have proved more successful however. 

Firstly, there have been attempts to use drones to find 

safe routes through anomaly fields, by jerry-rigging 

them with artifact detectors.  

Some of these have been successful, and even those 

that were not resulted only in the loss of a drone, 

which is preferable to losing life and limb.  

The ultimate goal of course, is to create a drone 

capable of navigating through the anomaly field, 

locating and retrieving the artifact, and then bringing it 

back to the operator. At present commercial drone 

technology is incapable of this. However, with 

increased motor power, greater payload capacity, 

more reliable data-links, and more advanced 

detectors, it should be possible in the future.  
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To survive in anomaly fields for any length of time, 

drones would need to be significantly more robust 

than they are at present. They would also need 

greater radiation shielding, as intense radiation fields 

can fry their delicate electronics. 

NB – The Soviet government tried to use robots to 

clean up the ’86 disaster at the CNPP. They soon 

succumbed to the extreme radioactivity. This is when 

the Soviets sent in the euphemistically named ‘bio-

robots’, i.e., the liquidators. 

UGVs or ‘Unmanned Ground Vehicles’ may be a 

better option, as they can be more heavily protected. 

One use of UAVs or ‘Unmanned Aerial Vehicles’ that 

has been immediately successful, is that of short-

range reconnaissance, and safe-haven security. This 

involves using them as flying spotlights and CCTV 

cameras.  

Duty has informed me that using drones in this way 

gave one of their outposts advanced warning of an 

approaching mutant swarm.  

This advanced warning probably saved their lives.  

It will be interesting to see how drones will be used 

over the next few years as technology improves.  

Watch this space… 
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Mobile Cell Phones. 

 

No phones in the Zone!  

Mobile phones are next to useless in the Zone as 

there are no cell masts, therefore there is next to zero 

reception. Even if cell masts were present, 

interference from the Zone would no doubt interfere 

with the signals anyway. 

The other features of a smart phone are better served 

by the ruggedized PDAs I will discuss in a moment.  

Smart phones are simply too fragile and insufficiently 

water proof to last in the Zone.  

They could also prove a distraction, especially so for 

those who have become addicted to them. Walking 

around with your face buried in your phone is a 

forgivable sin out in the Big Land, but in the Zone, it 

will get you killed. If you are genuinely addicted to 

your smart phone, not to mention social media, you 

will need to start weening yourself from them now.  

You really do not want to suffer withdrawal symptoms 

in the Zone. 

Another reason for not taking one is that the 

authorities can track you by it. Even if they cannot 

track you within the Zone, they will be able to tell 

when you entered it, and when you left.  

You won’t be able to enjoy your hard-earned money if 

you get arrested as soon as you get home. 
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PDAs. 

 

PDA stands for Personal Data Assistant. The PDAs 

used in the Zone are custom built, multi-purpose 

devices which include the following functions. 

 

• Encrypted Instant Messaging. 

• Radio communications. 

• GPS and GLONASS mapping. 

• Silent and low light operation modes. 

• Very long battery life. 

• Considerable on-board memory storage, for storing 

databases of information and for taking notes. 

 

For security reasons they deliberately do not feature 

cameras, sim cards, Bluetooth or any other potentially 

security compromising features. 

‘Zone PDAs’ are highly ‘ruggedized’ and are designed 

to be both shock proof and water proof. To prevent 

cracking, their screens are made from scratch and 

shatter resistant high impact polycarbonate.  

This of course rules them out from having a touch 

screen, not that you could use a touch screen while 

wearing stab resistant or CBRN gloves anyway.  

They can survive both very high and very low 

temperatures, and are less vulnerable to Electro-

Magnetic interference than typical PDA type devices. 



355 
 

For security reasons you cannot buy these outside 

the Zone, instead you will be issued one when you 

get there.  

Stalkers often ask, “Where do these PDAs come 

from, who makes them and how do they get to the 

Zone?”  

 

Do I know the answers to these questions?  

Yes.  

 

Am I going to share them with the likes of you?  

No.  
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White Flags. 

 

One of the more mundane challenges Stalkers face in 

the Zone is simply working out who-is-who. 

Since most Stalkers hide their faces with balaclavas 

and gas masks, you cannot tell just by looking at 

them. 

Secondly, there is no such thing as ‘standard issue 

equipment’ for Stalkers. Each Stalker’s gear will be a 

unique loadout, cobbled together from various 

sources. 

The same goes for their clothing, there is no standard 

uniform for Stalkers. 

As a result, identifying people from a distance is tricky 

at best. 

The PDA system is supposed to help identify 

Stalkers, but if theirs is broken, turned off or if they 

simply do not have one, this will not help much. They 

can also be hacked. I have heard this has been done 

in the past to carry out ‘false flag’ operations. 

Therefore, they are not fully trusted anymore. 

These problems pose particular difficulties for sentries 

manning checkpoints, and the entrances to safe 

havens. They will not know for sure who the Stalker is 

until they get close. This can put them at risk, as they 

will not be able to gauge the Stalker’s intentions. A 

bored, jumpy or trigger-happy guard may decide it is 

safer to ‘shoot first, ask second.’  
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To avoid this, Stalkers have developed a simple yet 

effective solution. They wave a white flag. 

The white flag is the universal symbol of peace, and it 

is recognised in the Zone just the same. 

The Stalker should approach the sentries slowly, and 

with both hands on the flag. This will show the 

sentries that you are not trying to sneak up on them, 

nor are you trying to rush them. By having both hands 

on the flag, you cannot have a hand on a weapon, 

which should put them at ease. 

When you get close, they will probably ask you to 

remove your mask, balaclava etc. so they can see 

what you look like. It would be wise to do as they say. 

Do so slowly, with no sudden movements, and keep 

your hands where they can see them. Think of them 

as armed police, and act accordingly. 

NB - if you are in a group, only one Stalker, the 

leader, should approach the sentries. Going in ‘mob 

handed’ is likely to make the sentries feel uneasy, and 

an uneasy sentry armed with an assault rifle is a 

recipe for disaster. 

Once the leader has been given the ok, he can then 

wave the rest of the group over to join him. 

Since weight and bulk constraints are always an 

issue, it would make sense for this flag to be 

multipurpose. For example, something that could be 

used as a bandanna in the summer, and porous 

enough to strain debris from water. 
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Equipment and Supplies. 

 

Below is a list of the smaller items a Stalker will 

typically need, in addition to the clothing, CBRN gear, 

weapons, armour and equipment already discussed.  

 

Wristwatch.  

Ideally self-illuminating, waterproof, shock proof and 

scratch resistant.  

Analogue winding as a backup would be useful. 

 

Torch / Flashlight.  

Ideally one that can double as a gun light. It should 

feature a ‘tactical end’ for bludgeoning, and a red-light 

filter. It should be strong enough to disorientate an 

attacker if shone into the eyes. Long battery life is a 

must. Strobe and Ultra Violet modes are also useful.  

Multiple small ‘pencil lights’ should also be carried as 

a backup.  

A small manually operated ‘wind up’ torch might be 

useful as a last resort. 
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Headlamp. 

A head lamp, or head mounted light can be very 

useful for ‘hands free’ illumination. However, they 

have a major drawback, this being that they make it 

obvious where your head is located in the dark. A 

skilled sniper could score a headshot by simply 

aiming at the light.  

 

Chemlight Sticks and Flares.  

Useful for throwing down shafts to illuminate hard to 

reach areas. They can also be used for setting up 

traps, signalling etc. 

 

Sun Goggles. 

Ideally the toughened, fully enclosed type. You will 

need these to protect your vision from the sun during 

the summer and from snow blindness during the 

winter.  

They can also prevent you from being dazzled by the 

sun when it is low in the sky, and protect your eyes 

from sudden intense light sources, such as thermal 

and electro anomalies. They may also protect your 

eyes from optical weapons such as dazzlers and laser 

sights. 
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Lighter and Matches.  

Ideally this should be a jet lighter. Wind proof matches 

are also useful, as they are disposable and can be 

thrown, dropped down shafts etc.  

 

Fire Lighting Kit. 

Including kindling, tinder, fire lighter and a ferrocerium 

rod, sometimes known as a ‘fire steel’.  

NB, the fibres from tampons work great for this. They 

can also be used to plug wounds.   

 

GPS and GLONASS System. 

Most of the Zone’s PDAs have this built in, but you 

may want to carry a small separate GPS system as a 

backup.  

 

Compass.  

This should be tough and non-electronic. This can be 

used as a backup to GPS based systems. 

The compass should be used in conjunction with a 

physical (i.e. non-electronic) map. The map should be 

stored in a waterproof covering. Annotations can be 

made on this covering with a grease / wax / 

chinagraph pencil. These annotations will be 

waterproof but can be rubbed off when no longer 

needed. Fresh annotations can then be applied as 

required.  
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Bungees, String and Paracord. 

They have a million and one uses. Most survival 

manuals will show you what they are. 

 

Weapon Cleaning Kits. 

If you don’t look after your weapon, it cannot look 

after you! 

 

Compact Multi-Tool and / or Swiss Army Knife. 

Many uses in a small package make these essential. 

 

Survival Knife, Bayonet and Entrenching Tool. 

Read survival manuals to see the many uses you will 

have for these, beyond their obvious usefulness as 

weapons. You will also need a sharpening kit, as a 

dull blade is of little use. 

 

Food Rations and Water. 

Food taken with you on missions should ideally be 

items you can eat without cooking.  

Clean water is a must. Some gas masks feature a 

drinking tube, which will allow you to sip water from a 

compatible canteen while still wearing the mask. Try 

to obtain compatible canteens where possible. 

A ‘camelback’ would also be a wise investment. 
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Water Purification Systems and Water Purification 

Tablets. 

We discussed earlier how vital these were, 

remember? 

 

Cooking Kit. 

A compact and lightweight portable cooking kit is 

handy for preparing food away from safe havens. It 

can also be used to boil water, which is an important 

part of the purification process. A compact knife, fork 

and spoon set is also useful. 

 

Med Kits, Bandages and Anti-radiation Drugs. 

If you get injured or contaminated, you will need 

these. Military med kits and medicated bandages are 

preferable, as they are designed to treat the sort of 

wounds you are most likely to suffer in the Zone. 

Ensure your kit contains anti-septic wash or rubbing 

alcohol to combat infections. 

 

Anti-sickness Drugs. 

Antiemetic drugs reduce nausea and vomiting. Since 

vomiting into a gasmask can prove disastrous, as can 

removing a gas mask in contaminated conditions, it 

may be wise to suppress the vomiting reflex until you 

can remove the gas mask safely. 
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Caffeine Tablets. 

These can be taken if you are suffering from extreme 

tiredness when out on a mission. Be aware that they 

will not work indefinitely, and you will likely ‘crash’ 

when their effects wear off. Taking additional caffeine 

pills results in the law of diminishing returns, i.e. each 

dose will be less effective than the last. They are no 

substitute for sleep, and so should only be used in an 

emergency, for example to stay awake and alert long 

enough to get back to a safe haven.  

 

Ana-biotics. 

I will discuss what these are and what they do later. 

For now, just remember you should always carry a 

dose of these with you, assuming you can obtain 

them that is. 

 

Broad Spectrum Antibiotics. 

Infections, either from wounds, unsanitary conditions 

or from ingesting contaminated food and water, are 

an ever-present risk in the Zone. Maintain a supply of 

antibiotics to help treat them. NB – broad spectrum 

anti-biotics are preferable since it is doubtful you will 

know exactly what you are infected with. 
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Anti-Venom / Antivenin.  

The cat, Catfish, and Bloodsucker mutants all 

possess venom of differing types. The Burnt Fuzz 

‘anomaly’ is also highly toxic. If you become exposed 

to these toxins, you will need the corresponding 

antivenins to neutralise them. 

 

Coagulants. 

Coagulants induce blood coagulation to prevent 

bleeding. This will be especially important if you 

survive a Bloodsucker attack, as the coagulants may 

counteract the anti-coagulants the Bloodsucker will 

inject you with when they bite. Without coagulants you 

will likely bleed out in short order. 

 

Psy-block Drugs and Mind-altering Psychedelics. 

The experimental Psy-Block drugs offer some 

protection against the psychic influence of psy 

mutants such as Controllers. If they are unavailable, 

which is likely, then mind altering narcotics such as 

weed can be used as a low-grade substitute. 
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Multivitamins. 

Since your diet in the Zone will likely be restricted, 

taking daily multi-vitamin supplements can help keep 

you healthy and prevent conditions such as scurvy.  

Vitamin D deficiency can also be a problem due to 

lack of sunlight. Even if it is bright and sunny outside, 

none of the sun’s rays will reach your skin when you 

are covered head-to-toe in CBRN gear. 

 

Energy Drinks and Glucose Tablets. 

Energy drinks can be useful for giving you a boost of 

energy, alertness and short-term hydration when you 

need it most. Energy tablets, such as dextrose, are 

also useful, and have the advantage of being far more 

compact and weighing far less.  

 

Spare Filters for your Gas Mask or Spare O2 for a 

SCBA System. 

Ensure you are carrying enough to cover the full 

duration of the mission, and then some as a 

contingency. 

 

Sewing Kit. 

Useful for patching up fatigues and the like. 
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Duct Tape or Gaffer Tape. 

Duct tape is your new best friend! 

It can reinforce the seals around wrists and ankles on 

CBRN suits, it can be used to cover punctures, and 

can even be used to cover wounds in an emergency. 

Duct tape can also be used to create air-tight seals 

around window and door frames, thus creating 

radiation proof rooms.  

 

Personal Hygiene Kit. 

Maintaining an acceptable level of personal hygiene 

will help prevent infections, skin conditions etc. and 

will help maintain morale. 

 

Shaving Kit. 

Remaining clean shaven is important to ensure gas 

masks create an air tight seal. 

 

Toilet ‘Paper’ Tablets. 

Small towelettes in a compact tablet shape that 

expand with water. Very useful for when you need to 

‘go’ out in the field. Remember to bury your ‘leavings’ 

afterwards to both hide your presence and to avoid 

attracting mutants. 
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Spare Socks and Foot Powder. 

Socks should ideally be anti-microbial, anti-blister and 

waterproof.  

Foot powder, combined with regular foot hygiene and 

drying, is essential to avoid trench foot. 

 

Spare Underwear. 

Ideally anti-microbial PUGs. 
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Section Seven:  

Skills and knowledge. 
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Introduction. 

 

Even being physically and mentally prepared for the 

Zone, and possessing the right equipment, will not be 

enough if you do not also possess the knowledge and 

skills to survive.  

In this section, I will give an overview of the skills it 

would be useful to learn, and where to go to learn 

them.  

As always, combine theory with hands-on practice.  

Practical experience is key. 
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Survivalists & Preppers. 

 

The survivalist and prepper communities can be a 

goldmine of information, advice and training on rural 

and urban survival in ‘Grid-Down’ situations. Other 

names for this ‘post-collapse’ scenario include WORL, 

‘With-Out-the Rule-of-Law, and ‘SHTF.’  

I think you can work out what that last one stands for. 

This is due to the scenarios they prepare for, such as 

natural disasters, civil unrest, civil war, martial law, 

economic collapse, chemical accidents and nuclear 

meltdowns, are all direct parallels to daily life in The 

Zone.  

Even the hypothetical ‘Zombie apocalypse’ scenario 

finds its self at home here, as the Zone is inhabited by 

a number of zombie-like mutant species.  

Through studying prepping, rural survival and very 

importantly, urban survival, you will gain experience in 

equipment, skills, tactics and strategies that will prove 

invaluable. You may also develop the ‘prepper mind-

set’. This is highly recommended, as the ‘prepper 

mind-set’ is a fair approximation of the ideal Stalker 

mind-set discussed earlier. 

Just be aware that the authorities in many countries 

view preppers and survivalists with suspicion. They 

have probably worked out by now that this community 

is also fertile soil for Stalkers, and so may keep it 

under observation.  
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Keep your activities hidden and get your legend 

straight. 

There are a few key differences between the typical 

‘Grid-Down’ scenario and the situation in the Zone, 

which you will need to consider. Some of these 

differences are to your advantage, others less so. 

One major positive the Zone has over a SHTF 

scenario, is that we know exactly where the Zone is, 

and it’s not going anywhere anytime soon. Therefore, 

going there is a deliberate act. As such you can 

predict with a high degree of confidence when you will 

be going there. This will allow you as much time as 

needed to prepare. In contrast, most SHTF scenarios 

assume that the collapse is happening around you, 

that you cannot accurately predict when it is going to 

happen, and that you will have little control over it 

when it does.  

The flip side of this, is that since most SHTF 

scenarios assume the collapse is happening in the 

present, they also assume that scavenging resources 

will be a viable option, at least in the short term.  

The Zone however has been largely uninhabited 

since the evacuation of 1986, over 30 years ago. 

Therefore, any perishable goods would have spoiled 

decades ago.  

Note this also includes canned goods, as canning can 

only preserve goods for so long.  

Any remaining valuable non-perishable items would 

have been picked clean by trespassers long ago. 
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Syphoning fuel from vehicles, or raiding fuel stations 

is also a non-starter, as modern varieties of both 

gasoline and diesel degrade after about a year and 

become useless.  

Therefore, even the fuel in the newer vehicles from 

the failed military invasion of 2006 will be no good.  

As for the fuel from vehicles abandoned in 1986, good 

luck finding it, it will probably have evaporated or 

dried up long before now.  

That said there may be some items of use in the more 

difficult to reach areas and hard to access buildings. 

They may not necessarily be useful to you, but they 

may be useful to someone else, someone who can 

make use of them.  

Ask around to find out what people may need and 

keep a look out for these on your travels.  
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Urban Exploration. 

 

Urban Exploration, or ‘Urbex’ is the hobby of entering 

abandoned buildings. This is another activity that can 

double as a valuable training aid. The Urban Explorer 

community that exists around it can also be a source 

of useful information. 

The structures popular with urban explorers include 

abandoned warehouses, factories, hospitals, 

asylums, defence silos, bunkers, subway stations, 

tunnels, drains, waterworks, mines, shopping malls 

and apartment complexes. You will find examples of 

most of these in the Zone, and they will typically be in 

the same abandoned, dilapidated condition.  

Therefore, urban exploration is a very good way of 

getting first-hand experience of these types of 

structures, and the hazards they may contain. These 

hazards include unstable construction, vagrants, 

animal waste and asbestos. This would be a good 

time to test out that gas mask we talked about. 

Entering these sites will usually count as trespassing, 

so be careful and stealthy to avoid being detected. 

Practice entering, exploring and exiting these 

buildings undetected, both during the day, and at 

night. If you have night vision gear, this will be a great 

opportunity to try it out. 

This will be useful practice for the Zone, where you 

will want to enter all seemingly abandoned structures 

with caution and stealth, as you can never be sure 

who, or what, may be inside.  
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Rope Climbing and Abseiling. 

 

These can be very valuable skills in the Zone, as they 

could provide an escape route to avoid mutants. They 

may also serve as a way to access otherwise 

inaccessible areas.  

Due to the dilapidated state of most of the buildings in 

the Zone, many staircases have become damaged, 

blocked or have collapsed completely.  

Fire escapes and external stairwells may have rusted 

through, rendering them useless. Due to most places 

being without power, lifts, elevators and escalators 

will not work. Therefore, being able to scale a rope to 

reach the floors above you is a clear advantage.  

Rope skills will also enable you to safely descend 

through holes in the floor, and can provide an 

alternative means of escape from multi-floor buildings, 

useful if your position becomes compromised and you 

need to bug out quickly.  

Climbing skills will obviously be useful for traversing 

natural obstacles, such as cliffs, sinkholes, caves etc.   

Rock climbing, rope climbing and abseiling classes 

are widely available in the civilian world, so gaining 

these skills should not be difficult.  
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Rowing. 

 

During the spring floods getting around the Zone will 

be difficult without a boat. Therefore, learning to 

operate a small row boat would be useful.  

You should concentrate on being able to row quietly 

and with the minimum of paddle splash. This is to 

avoid attracting unwanted attention, from both above 

and below the surface.   

You should also train to row quickly over short 

distances for those times when stealth has failed, and 

you need to reach dry land ASAP. 

Once you have mastered both of these, train to do it 

in the dark. 

Ensure that your training covers how to quickly 

recover from a capsized boat, how to right the boat 

and how to get back into it quickly.  

Considering what might be lurking in the Zone’s 

waters, you do not want to be treading water for long! 

Learning to operate small outboard motors might be 

useful as well. However, be aware that obtaining fuel 

for them in the Zone might be difficult, and they 

generate a lot of noise. Due to this, you should use 

them sparingly, and only in situations where high 

speed is more important than stealth. 
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Cross Country Skiing. 

 

During the winter, the depth of the snowfall can make 

getting around on foot difficult. Snowshoes will help of 

course, but cross-country skiing is likely to be faster.  

Therefore, learning how to ski across country would 

be a wise move if you are planning on overwintering 

in the Zone. 

Remember not to ski too fast, keep a close eye on 

your surroundings and ensure your stopping distance 

is kept to within a few meters.  

Failure to do these might result in you skiing straight 

into an anomaly. 

You might want to read up on ‘The Winter War’, which 

was fought between Finland and Russia between 

1939 and 1940. This will give you an idea of just how 

effective ‘ski troops’ can be when fighting in such 

conditions. A ‘ski Stalker’ might be equally effective.  
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First Aid. 

At the very least you will need to have a thorough 

understanding of basic first aid, including CPR. This is 

just common sense. Read up on this, and consider 

taking a course to gain some practical experience. 

However, it is highly recommended that you also 

learn advance first aid. This should be tailored to what 

you will most need in the Zone, which is essentially 

treatment of infections, radiation sickness and 

battlefield medicine. The topics you will need to cover 

include, but are not limited to; 

• Blunt force trauma. 

• Lacerations. 

• Animal bites. 

• Stab wounds. 

• Gunshot wounds. 

• Shrapnel wounds.     

• Concussion. 

• Blast effects. 

• Barotrauma. 

• Fractures. 

• Burns. 

• Chemical burns. 

• Electric shocks. 

• Poisoning. 

• ‘Shock’. 

• Hypothermia. 

• Frostbite. 

• Dehydration. 

• Starvation. 
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Covering all of these falls well outside the remit of this 

book, so I will leave this for you to research. 

‘Battlefield Medicine’ and ‘Military first aid in an NBC 

or CBRN environment’ are useful key words for 

search engines. 

Getting practical experience of these skills outside of 

the military or the Emergency Room maybe difficult.  

The theory at least can be obtained in the public 

domain from the usual sources.  

Some organisations offer ‘outside first aider courses’, 

intended for hikers, Scout group leaders and such. 

Taking one of these courses could be useful, but 

remember ‘get your legend straight…’ 

Knowing how to self-administer these treatments is 

highly beneficial, as there may not be a ‘medic’ 

available in the Zone when you need one. Oftentimes 

it will be a case of “Stalker, heal thyself.” 

One thing I will stress here is this, forget what you 

have been taught by Hollywood! Most of the 

techniques performed by action movie heroes will get 

you killed if attempted in real life. 

For example, sealing wounds by cauterising them, 

‘Rambo style,’ will lead to third degree burns that will 

almost certainly get infected. 

Applying tourniquets is equally risky if you do not 

know what you are doing.  

Leave them on too long and you risk tissue death and 

‘Compartment Syndrome’, whilst removing them 

suddenly can cause death by ‘Reperfusion Injury’.  
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Make sure you have a thorough understanding of 

tourniquet use before attempting to apply one. 

Some artifacts have remarkable healing properties, 

which help blood to clot and wounds to heal much 

faster than would otherwise be possible.  

This ‘Zone Medicine’ has saved the life of many a 

Stalker.  

How these artifacts are able to do this is anybody’s 

guess, but they work, which is all that matters.  

Once you have seen one of these artifacts ‘work its 

magic,’ you will understand why artifacts are so 

sought after in the Big Land. 
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Fire Fighting. 

 

Fires are not uncommon in the Zone, especially in the 

summer when everything is tinder dry. There are 

many sources of ignition, such as thermal anomalies, 

sparks from electrical anomalies, lightning strikes, 

pyrokinesis, Molotov cocktails, tracer ammunition, 

explosives, camp fires and even carelessly discarded 

cigarettes.  

These fires can quickly become out of control if not 

dealt with promptly. 

The Zone has no fire service, so it will be up to 

individuals present at the time to tackle any fires they 

encounter. 

Learn basic firefighting skills. This must include wild 

fires, structural fires and how to help people who are 

themselves on fire. Safe havens may have functional 

fire extinguishers, fire blankets and the like, but do not 

count on it.  

Study the fire triangle, which comprises the three 

things a fire needs, namely, heat, oxygen and fuel. 

If a fire becomes uncontrollable inside a building, get 

out and stay out. It would be wise to exit the area 

immediately and seek alternative shelter.  

Why? Because the fire will likely attract a lot of 

attention, some of it unwanted.  

Mutants may zero in on it, looking to feast on freshly 

barbecued corpses! 
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Orientation and Navigation. 

 

Navigating out in the wild can be difficult for the 

inexperienced, even in relatively safe environments.  

In the Zone it is even more so. 

If you do not already possess extensive knowledge 

and experience of orienteering, which is not 

uncommon in today’s increasingly urbanised 

societies, then you need to start learning this now.  

As before theory information is available through the 

usual channels, whilst practical experience is often 

best acquired via courses and groups.  

Do your homework and make sure the course you are 

considering is worth your time and money, and that 

the instructors are as skilled and experienced as they 

claim to be. 

Navigation in the Zone is complicated by a number of 

factors. 

Firstly, GPS systems are unreliable in the Zone. This 

is due to interference from the Zone disrupting signals 

from the high-altitude geostationary GPS satellites.  

The deeper into the Zone one travels, the worse this 

gets. 

Low earth orbit satellites must avoid passing 

overhead, as emissions can knock them out of orbit. 

Therefore, satellite photography of the Zone is difficult 

and intermittent at best.  
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Aerial photography, from planes, helicopters and 

drones is even more difficult, as at lower altitudes 

aerial anomalies pose an additional threat. 

As a result, ‘official’ maps are often unreliable and out 

of date. Official maps will not show the locations of 

mobile anomalies, radiation hot spots, mutant dens or 

the borders of faction-controlled territory. 

There is a mapping project being carried out by the 

Ecologists, with the help of Loners and the Duty 

faction, however this is not yet complete.  

Much of the information used in their mapping project 

is gathered via reports of first-hand observations. The 

accuracy of this information is of a varying quality, as 

most Stalkers are not trained in scientific observation. 

Therefore, they may make mistakes. Some of the 

information maybe embellished or simply made up. 

Worse yet, some ‘information’ might be concocted to 

deliberately mislead, as not all Stalkers have the 

welfare of other Stalkers in mind.  

Therefore, take all this information with a large pinch 

of salt. Areas that have not yet been explored will of 

course have little, if any, information about them. 

The political and environmental situation in the Zone 

can be quite fluid. Allegiances may change, faction 

borders may shift and anomalies may move, or spawn 

in different locations, especially after an emission. 

Mutant territories too may change, and some mutants, 

or packs thereof, may roam far and wide.  

Therefore, even with the best intentions, information 

about the Zone can become out-of-date very quickly. 
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What was a relatively safe abandoned building when 

you left may be swarming with anomalies, mutants or 

Bandits by the time you get back. 

Other difficulties include the weakening of the 

magnetic field in the Zone, and the emergence of 

magnetic anomalies. It is speculated that these two 

phenomena may be linked, but no one is sure as of 

yet. Because of this, traditional compasses may not 

always point north, instead pointing towards an 

anomaly if it is nearby. 

Blowouts tend to disrupt or shut down electronic 

devices, so GPS systems will be completely useless 

when this happens. 

Therefore, you should ensure you are familiar with 

‘low tech’ methods of navigation, such as ‘stellar and 

Luna navigation’, ‘sun compass shadow sticks’ and 

the ‘wrist watch and sun technique’. 

Building up a mental map of your surroundings is 

paramount. Look out for prominent landmarks and 

memorise where other areas of interest are in relation 

to them. It is vital to know where you can take shelter 

from blowouts. Burn these locations into your memory 

as if your life depends upon it, as it does! 

The CNPP is visible from most parts of the Zone, 

assuming you have a clear line of sight, and thus can 

be a useful navigation tool. Blowouts originate from 

here too, so it is worth keeping an eye on it. If the 

CNPP, or the sky above it, starts to light up or 

generally look unusual, drop whatever you are doing 

and run to the nearest shelter.  
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Using Online Maps to Measure 

Distance. 

 

If you are not experienced in estimating distance by 

eye, there are a few useful tricks you can use to 

develop this skill.  

Almost all online mapping programs include a 

distance measuring facility. Using this, measure the 

distance between familiar landmarks in your area, 

such as the length of a playing field, a street, a park, 

etc. This will help you visualise what distance in 

meters looks like on the ground. Make sure you know 

what 25, 50, 75, 200, 300, 400, 800 and 1000 meters 

looks like from ground level. The table below will 

show you why.  

 

Weapon Maximum effective 
range in meters. 

Shotgun - with shot. 25. 

Pistol.  50. 

Shotgun - with slugs. 75. 

SMG. 200. 

AK-47. 300. 

AK-74. 400. 

SVD. 800. 

PKM. 1000. 

 

All these ranges are approximate of course. 
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This will help you estimate, by eye, how far you could 

expect to hit a man-sized target with the weapons you 

are carrying.  

It will also help you to estimate the distance from 

which an armed human could hit you. 

It is also advisable to measure out how far you can 

flat out sprint, and to keep track of this as this 

improves. 
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Section Eight: 

Field craft, Camping and  

Survival. 
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Introduction. 

 

Traders like myself do all we can to ensure there is a 

steady supply of food, water, ammo, medicines etc. 

smuggled into the Zone. So far this has worked well, 

but there is always the chance that shipments may be 

lost, intercepted or delayed. 

Therefore, learning some basic survival skills could be 

useful. There is a wealth of information in the public 

domain you can study in your own time. You may 

even be able to find survivalist courses you can 

attend or groups to join to get some first-hand 

experience.  

Since the Zone is also a civil war zone, ‘Combat 

Survival’ is the most important aspect to learn. This is 

what is taught to Special Forces operatives who 

operate behind enemy lines, and to pilots who may be 

shot down over hostile territory.  

Due to the severe climate changes in the Zone, it 

would also be wise to research the following; 

 

• Desert survival. 

• Forest survival. 

• Arctic survival. 

• Survival in flooded areas. 
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Stealth Camping. 

 

Generally speaking, camping out in the open in the 

Zone is to be avoided, as it will leave you vulnerable 

to all of the Zone’s threats. Tents are not bullet proof, 

provide zero protection from emissions and a mutant 

will tear one to shreds in seconds. 

If you are forced by circumstance to make camp 

outside, then you must do so as stealthily as possible. 

Since you will be so vulnerable, avoiding detection is 

your best defence. 

This is where stealth camping comes in. 

‘Stealth Camping’, also known as ‘minimally invasive 

camping’, is a hobby that involves doing precisely 

this.  

A stealth camper seeks to penetrate unobserved into 

an area, discreetly make camp overnight, and then 

exit the area the next day. The goal is to not be 

observed at any time, and to leave no evidence 

behind that would betray your presence. ‘Leave only 

tracks’ is the stealth camper motto. NB - in the zone 

you would need to cover these tracks as well. 

Experienced stealth campers may deliberately 

trespass onto occupied land they are not permitted to 

be on, and may even make camp within view of an 

occupied building. Being able to get in, make camp 

and get out again completely unobserved under these 

circumstances is the ultimate goal. If done right, no 

one will know the stealth camper was ever there. 
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Stealth camping can be a very good way of practicing 

your covert infiltration and exfiltration skills in a safe 

environment. You will definitely need these skills in 

the Zone, so get practicing. 

The stealth camper community can be a useful 

source of information and advice too. Remember of 

course not to let slip why you are doing this. 

As always, plan ahead. Pick your routes in advance. If 

you are able to scout out potential camp sites 

beforehand then do so.  

One thing to be mindful of however, is who’s land you 

will be entering, and the trespassing laws that govern 

it.  

Trespassing on military or government land could 

land you in prison if caught, and you are not going to 

reach the Zone if you are behind bars. 
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Building Fires. 

 

Creating a fire out in the open is extremely risky, as it 

will attract a lot of attention from a considerable 

distance.  

Generally speaking, save building fires for safe 

havens, where it is safe to do so. 

That said, you may encounter situations where 

building a fire out in the open is the lesser of two evils.  

A very good example of these are the winter ‘deep 

freeze’ events. These can kill you from hypothermia 

very quickly if you are not near a heat source. 

Knowing how to start and maintain fires, using only 

primitive materials, is therefore a useful skill. That 

said, if you have matches and a lighter, use them 

instead.  

No need to make things more difficult and dangerous 

for yourself than they already are. 

Look up ‘Dakota fire pit’ and learn how to construct 

one. This type of fire pit reduces the light and smoke 

given off by the fire, making it less noticeable from 

long distances.  

Check the radiation level of the soil you will be digging 

it in first of course. If it is high, either choose a 

different location, or if no better location is available, 

you may have to risk building an above ground fire 

instead. 
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Hunting and Tracking. 

 

If you decide to go hunting for mutants, you will first 

need to find them. More often than not, they will find 

you first, but some may be quite elusive, especially if 

they feel they have lost the element of surprise. 

The best way to learn how to track and hunt mutants, 

is to combine experience of big game hunting outside 

the Zone, with advice from specialist mutant hunting 

Stalkers. The latter you will not be able to get until you 

arrive there. However, if you can get first-hand 

hunting experience in the Big Land then please do so. 

If hunting is not permitted where you live, then you 

may have to make do with learning the theory. This at 

least should be easy to do. 

Once you get to the Zone there will be a few key 

things to learn regarding mutants; 

• Identifying mutants by sight, sound and smell. 

• Identifying mutants by their tracks. 

• Identifying mutants by their droppings, scent 

markings and claw marks. 

• Identifying mutant habitats, i.e. what lives where? 

• Learning the Zone’s food web, i.e. what eats what? 

• Learning mutant’s activity cycles, i.e. which are 

diurnal, crepuscular, nocturnal etc. 

• Which mutants hibernate? 

• Which mutants use what senses? 
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Experienced Stalkers use this information to predict 

how mutants will behave towards them, how they will 

interact with each other, and where to go to find them.  

These skills are equally useful for avoiding mutants of 

course. 

When out in the Zone keep an eye out for the 

following; 

• Tracks. 

• Disturbed earth. 

• Bent and trampled grasses and plants. 

• Broken twigs, tree branches etc. 

• Trails. 

• Den sites. 

• Scent marks. 

• Claw marks. 

• Droppings. 

• Smells. 

• Fur, feathers, scales etc. 

• Blood, skin, bodies, bones etc. 
 

Any of the above could indicate mutants are in the 

area, and may give an indication as to their type, size 

and numbers. 

It should go without saying that you should practice 

light and noise discipline when mutants might be 

nearby.  

You should also pay attention to wind direction, and 

attempt to stay upwind of them where possible, i.e. 

with the wind blowing on your face. That way they will 

not smell you, and you might even be able to smell 

them.  
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Animal Familiarisation. 

 

We just looked at the skills you will need to 

successfully hunt mutants, and to avoid being hunted 

by them. 

One major difficulty with preparing for this, is the 

absence of mutants outside the Zone to practice on. 

Therefore, your first encounter with one will be in the 

wild, in the Zone. This is not ideal, as your first 

mistake is likely to be your last! 

I hear there are some specimens in the hands of 

government organisations, or illegally in the hands of 

private…‘collectors’. However, the chances of 

ordinary people like yourself being able to see them 

are next to zero. 

However, some of the Zone’s mutant species have 

‘Big Land’ analogues, due to them being derived from 

wild or domesticated animals local to the area.  

These animals were subsequently mutated by the 

influence of the Zone.  

Therefore, by becoming acquainted with their non-

mutated cousins, you can get an idea of what to 

expect from their mutated brethren.  

There are a number of these, so I will go through 

them in turn. As before, the same rules regarding 

theory and hands on experience apply. Read, listen 

and watch all you can, and back this up with practical 

experiences. 
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Canids. 

 

Canids - i.e. dogs, wolves etc. - are some of the most 

commonly encountered mutants in the Zone. Some 

are descended from pets, some from guard dogs, 

some from wild wolves, whilst others may be the 

result of genetic experiments. Some Stalkers have 

underestimated these mutants, only to realise when it 

is too late just how dangerous a large aggressive 

canid can be.     

Thankfully, non-mutated examples of man’s-best-

friend are very common in the Big Land, so becoming 

acquainted with them should be relatively easy. 

Try to spend time with large dog breeds such as 

Dobermans, Rottweilers, Russian Mountain Dogs, 

Alsatians, Akitas, Huskies, Malamutes etc. as these 

will most closely resemble the Zone’s mutant canids. 

Get a feel for how fast they can run, how quickly they 

can accelerate and change direction, how high and 

far they can jump. Also familiarise yourself with their 

weight and strength. 

In wooded areas you will see how well they can fade 

into the undergrowth, only to re-emerge somewhere 

completely unexpected a moment later. 

If possible attend a dog self-defence course, where a 

trained dog will attack you while you are wearing a 

padded suit, jacket or sleeve. This will teach you 

valuable skills about how to defend yourself from dog 

attack.  
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You will also gain first-hand experience of just what 

being on the receiving end of a dog attack is like, and 

how strong their bites can be. 

One thing to bear in mind is that mutant canids, and 

mutants in general, are typically far more aggressive 

than their non-mutated counterparts.  

Secondly, they appear to be far more resilient to pain.  

Therefore, survival tips you may hear that emphasise 

trying to scare off a predator, or drive it off by hurting 

it, will be largely ineffective against the Zone’s 

mutants.  

Fight, flight or avoidance will be your only effective 

options. 
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Pigs. 

 

The Zone is inhabited by at least two porcine derived 

species of mutants, the ‘Flesh Pig’ and the ‘Razor 

Head’ Wild Boar. Neither should be underestimated.  

We will start with the Flesh Pig. These creatures are 

believed to be mutated farm pigs, as there were a 

number of pig farms in the area before the Zone was 

created. Their mutation appears quite extensive 

compared to that of most mutants, and it was not 

immediately obvious that they were once pigs. 

Genetic tests later confirmed this however. 

Anyway, I digress… 

Farm pigs can grow to a considerable size and 

weight, both larger and heavier than you might realise 

if you have not seen one up close. Take a trip to a 

farm and see a large pig for yourself. If possible, get 

‘hands on’ with one so you can get an appreciation of 

how strong and heavy they can be. 

Getting familiarised with Wild boars may be more 

difficult of course, seeing as they are both out in the 

wild, and can be aggressive. If they, or a similar 

species, exist in your area, and if hunting them is 

legal, then this can be a great opportunity to practice 

your shooting and hunting skills against live targets. If 

not, you may be able to see them at a zoo or wildlife 

park. I would not recommend getting too close to a 

wild boar, due to their aforementioned 

aggressiveness. 
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Big Cats and Bears. 

 

The Chimera mutant is believed to be an artificial 

creation that is part lion, part bear, and most 

troublingly, part human.  

Unsurprisingly this makes it one of the most 

dangerous mutants you may encounter. 

Secondly, there are rumours of mutated bears starting 

to appear in the Zone as well.  

This is quite plausible, as brown bears were once 

native to the region. If they have returned post 

evacuation, they will undoubtedly have become 

mutated by the Zone’s influence. 

For obvious reasons, the only safe way to see lions 

and bears ‘in the flesh’ is in a zoo, wildlife park or on 

safari.   
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Wild Cats. 

 

The ‘Cat’ mutants, some Stalkers really have no 

imagination when it comes to names, are believed to 

be either enlarged mutated house cats, or mutated 

Eurasian Lynxes. There are significant differences of 

course, since neither domestic cats nor Lynxes 

possess venomous attacks, whereas the Cat mutants 

do.  

Even so, becoming familiarised with a native Lynx is 

still useful. In particular, you will get an appreciation of 

their size, which is notably larger than a house cat. 

You will also see and hear how quick and stealthy 

they can be.  

Again, a zoo or wildlife park is probably the best way 

to do this. 

 

Wels Catfish 

 

The apex predators of the Zone’s many rivers and 

lakes are the ‘Chernobyl Catfish’ mutants. These are 

mutated Wels Catfish, which are native to many parts 

of Europe. If you can get acquainted with large 

specimens, and I do mean large, then please do so. 

If you are able to fish for them, then all the better, as 

you will then get an appreciation of their size and 

strength. Now imagine one that is not trying to 

escape, but trying to eat you… 
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Conclusion. 

 

The remaining mutants are either mutated humans, 

and I assume you are quite familiar with humans 

already, or do not have obvious ‘Big Land’ 

equivalents. 

Some mutants have become so horribly altered, 

either by the Zone or deliberate experimentation, that 

it is no longer possible to tell what they once were.  

I will detail these for you later when I discuss mutants 

in general in the threats section. 
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Section Nine:  

Military skills. 

 

 

 

 

 

 

 



401 
 

Introduction. 

 

The Zone is in a state of almost constant civil war 

between one faction or another. Even if you manage 

to avoid this, there is the constant threat of armed 

Bandits looking to steal your hard-earned loot.  

Therefore, to survive and thrive here you will need the 

skills of an infantry soldier, or better yet, a Special 

Forces operative. If you already are, or have been, 

one of these you will probably possess these skills 

already. If not, you will need to acquire these as best 

you can on ‘civvy street.’  

What you will need to concentrate on is ‘small unit 

infantry tactics’, as this is the closest analogue to the 

situation in the Zone.  

Even this subset of infantry skills could fill a book all 

on its own, so I will not attempt to do this here. There 

is plenty of information out in the public domain you 

can research at your leisure.  

Do not skip this, as your life will depend upon it! 
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Essential Skills. 

 

In addition to the navigation and weapon specific 

skills discussed earlier, you will need to know at least 

the following topics. 

 

• Contact Drills. 

• Suppressive Fire and switching fire. 

• Fire and Manoeuvre and Covering Fire. 

• Urban Close Quarter Combat and ‘Slicing the pie.’ 

• House clearance. 

• Withdrawing from contact and ‘Peeling.’ 

• Setting up a base of fire. 

• Countering an ambush. 

• Setting up an ambush. 

• Setting up an all-round defence. 

• Setting up an Observation Post. 

• Setting up a ‘harbour area.’ 

• Patrolling. 

• The ‘Buddy-Buddy system.’ 

• Hand signals. 

• ‘Tactical movement.’ 
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Since the Zone is an ‘asymmetric, multi threat 

environment’ learning how Special Forces soldiers 

operate and survive behind enemy lines is very 

useful, so research this as much as possible. 

Due to the range of environments in the Zone, and 

the extreme seasonal changes in weather, it would be 

wise to study how Special Forces operate in: 

 

• Open country. 

• Woodlands. 

• Swamps and marshes. 

• Deserts. 

• Arctic environments. 

• Urban environments. This should include FIBUA -

‘Fighting in Built Up Areas.’ 

• Night-time operations, including night fighting.  

 

Night fighting can give a force that has NVDs a 

significant advantage over one that does not.  

However, operating in the Zone at night carries an 

increased risk of mutant attack, both on your way to 

the objective, and on the way back.  

It will be up to you to decide if this greater risk is worth 

it based on circumstances. 

Other skills you will need to know are discussed in 

more detail below. 
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Cover and Concealment. 

 

To survive the Zone, you will need to master the arts 

of both cover and concealment, and know the 

differences between them. Not all concealment 

provides cover, and not all cover provides 

concealment! Confusing the two will get you killed. 

 

Cover. 

 

Cover is anything that provides physical protection 

from incoming threats, such as bullets, cannon 

rounds, artillery, rockets, mortars, grenades, 

incendiary weapons, arrows and explosives. Common 

examples of cover include trees, walls, hills, rock 

formations, buildings, vehicles and heavy machinery.  

Studies by police forces in America have shown that 

an officer’s use of cover was the most important 

variable in determining their chances of surviving a 

shoot-out. 

Put simply, those that used cover effectively tended to 

live, those that did not, didn’t. 

What provides effective cover will depend on the 

nature of the threat you are currently facing. 

For example, stopping a high calibre, armour piercing 

rifle round will require substantialy more cover than 

that needed to stop a 9mm Hollow Point pistol round. 
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Defence against air attack and lobbing fire such as 

artillery, mortar rounds and grenades will require 

overhead protection as well. 

There is a wealth of information in the public domain 

regarding ‘what-stops-what’, so make sure you study 

this well. 

There are a few myths that need to be dispelled now 

however.  

Firstly, wooden doors and furniture will not stop 

bullets!  

Neither will car doors, however a car’s engine block 

might. Make sure you know where a vehicle's engine 

block is located, and put it between yourself and the 

shooter.  

Remember that not all vehicles have their engine at 

the front! 

Trees may protect you from rifle rounds, however this 

is dependent on the thickness of the tree, and the 

calibre of the rifle. In Vietnam, the Americans found 

that their 5.56mm M-16s could not reliably penetrate 

the jungle’s thicker trees. The NVA’s and Vietcong’s 

7.62x39mm AKMs had no such trouble however. 

Interior walls of domestic buildings are easily 

penetrated, and even exterior brick and cinderblock 

walls might be pierced by rifle rounds. Be aware that 

many of the structures in the Zone may have 

weakened over time due to disrepair, rust, anomalies, 

acid rain and radiation. Therefore, they may provide 

less protection than their modern equivalents outside 

the Zone. 
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Most things that provide cover will naturally provide 

concealment as well, since something that can stop a 

bullet will have no trouble stopping photons. The only 

real exceptions being bullet resistant glass, and 

newer materials such as transparent aluminium.  

In the Zone there is another example to consider - 

anomalies. Gravitational and magnetic anomalies 

may deflect bullets and other missiles, but they can 

still be seen through.  

Using anomalies as cover is risky of course, so I 

wouldn’t recommend it unless no other cover is 

available. 

One more thing to consider about cover in the Zone is 

that some of it may be radioactive. This is especially 

true for metallic objects such as abandoned vehicles, 

machinery and excavation equipment.  

Going prone on the ground to avoid detection or fire 

can also be hazardous, as the soil may be 

contaminated by radioactive fallout. Sinking to the 

kneeling position may be preferable. 

Large piles of earth are likely to be highly radioactive. 

As stated earlier, the Soviet’s solution to the fallout 

from the 1986 accident was to scrape it up and bury it 

in large heaps.  

It should go without saying that radioactive cover 

should only be used in emergencies, and only if there 

is no other cover available. If you are forced to use 

this, do so only for the shortest time possible.  

You will need to remember to decontaminate yourself 

afterwards, as soon as it is safe to do so. 
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Concealment. 

 

Concealment is anything that hides you from 

observation, but does not also provide cover.  

Examples include vegetation such as tall grasses, 

shrubs, bushes, hedges, ferns and the like. 

Ideally concealment should hide you from direct 

observation, whilst still allowing you to see out. The 

ultimate goal is to be able to observe whilst not being 

observed yourself.  

The fact that concealment will not stop bullets can be 

used to your advantage, as you may be able to fire on 

the enemy from a concealed position. This will make it 

easier to ambush them, and make it more difficult for 

them to tell where you are firing from, especially if you 

are using a suppressed weapon.  

Remember of course that once they have worked out 

where you are, your concealment will not protect you 

from their returned fire. Ensure you know where the 

nearest cover is at all times. Clearly, a position that 

provides both cover and concealment is preferable.  

Anything that can conceal you, can just as easily 

conceal someone, or something, else of course, so 

look out for locations where hostiles may be hiding. 

Low slung four-legged mutants can hide surprisingly 

well in tall grass, and most can move through it with 

ease. Watch out for any suspicious movement or 

noise which may betray their presence. 
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Note that for truly effective concealment you will need 

to consider wavelengths beyond those that can be 

seen with the naked human eye. You will need to 

consider IR, thermal and possibly ultraviolet too. 

Darkness can conceal you from the mark-one-human- 

eyeball. However, it will not be sufficient in of itself if 

the enemy is using night vision devices, or has 

naturally superior night vision, which is true for most 

mutants.  

Searchlights and flares can of course banish 

darkness in an instant, at least temporarily.  

It is good practice therefore to assume that if you are 

out in the open, someone or something can see you.  

Make full use of cover, and the concealed tactical 

movement techniques I will discuss later. 

As we saw earlier when discussing NVDs, 

concealment from thermal vision presents an even 

bigger problem, as vegetation and visible spectrum 

camouflage will not help. You will need to take extra 

steps to mask your thermal signature.  

Thankfully this works both ways, so a concealed 

enemy that has neglected to mask their thermal 

signature will be easily visible to you, if you are using 

Thermal Imaging Devices. 

You can find information in the public domain about 

how to defeat thermal cameras, often involving 

insulating ‘space blankets.’  

Make sure you study this in detail. NB - covering 

yourself in wet mud, ‘Predator style’, does not work! 
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Camouflage. 

 

An important part of concealment is military 

Camouflage, of which there are two main types: 

Crypsis - hiding something from direct observation by 

making it blend in to its environment. 

Mimicry - making something look like something else, 

for example disguising a tank to look like a truck. 

Since Stalkers do not usually have access to heavy 

vehicles, crypsis is what you will need to master.  

Military camouflage is a surprisingly complex topic, 

and I suggest you study it in more detail. 

Note that camouflage should be used in tandem with 

concealment, not as a replacement for it. 

Disruptive patterns in colours that match the 

operational environment are an obvious first step to 

camouflage. Most military surplus clothing and 

equipment will have this as standard.  

The best designs feature both macro camouflage for 

long range concealment, and micro camouflage for 

concealment at shorter ranges. Look these up to see 

what I mean. ‘Flecktarn’ is a good example of this. 

If your clothing and gear do not feature these, 

consider applying camouflage spray paints. You can 

find tutorials online which will show you how to do 

this. 
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One particular challenge with camouflage in the Zone 

is the variety of environments found there, such as 

rural, residential, industrial etc.  

Another problem is the drastic changes the seasons 

bring about. A camouflage scheme that works well for 

one season may make you stick out like a sore thumb 

in another.  

There are two main work arounds to this problem. 

The first is to bring gear and clothing specific to each 

season. For example, thick white clothing for the 

winter, medium thickness green and brown clothing 

for spring and autumn, and thin lightweight sandy 

coloured clothing for the summer. Note that gear, 

webbing, back packs etc. will need to be similarly 

camouflaged.  

Purchasing all of this could become expensive of 

course, so whether you are able to do this might be 

dictated by your budget. The additional items will also 

need to be stored when not in use. Secure storage 

can often be obtained at safe havens, for a small fee 

of course.  

If you can afford this, then this is probably the better 

option. 

NB - reversible clothing, i.e. clothing that has two 

distinct colour schemes, one on each side, may 

reduce the number of items you will need to 

purchase, and the space needed to store them. 
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If you cannot afford all of these, then you should opt 

for a single set of fatigues with a colour scheme that 

is adequate for most situations, even if it is not ideally 

suited to any of them.  

This is the second workaround. 

The ‘multi-cam’ types may be a wise investment here. 

The light greyish green and brown varieties may work 

best, for the following reasons:  

 

1. It is better to blend in with tree trunks than it is to 

blend in with leaves, as the Zone is only green 

during spring and early autumn, but the trunks will 

be there all year round. Secondly, trunks can 

provide cover from incoming fire which leaves 

cannot, so you will want to stay close to them. 

2. These multi cam patterns should blend in fairly well 

with said tree trunks, especially dead ones, which 

are common in the Zone. 

3. They should blend in fairly well against the grey 

concrete and rusty metal of the industrial areas. 

4. They should also blend in well enough against the 

dried out and yellowed vegetation during summer. 

5. They should not be too conspicuous against the 

winter snow, and should blend in fairly well with the 

dead bushes, trees etc. 

 

Look up images of the Chernobyl exclusion Zone to 

get a rough idea of what the Zone looks like. Make 

sure to do this for the different seasons, including 

when in flood. 
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Note that any images you can find in the public 

domain will be from before 2006, before the second 

disaster and the subsequent media blackout.  

Distrust any photo of the Zone that claims to be more 

recent than this. Chances are it has either been 

doctored or staged. 

This also means these photos will not show the 

exaggerated seasons the Zone now experiences.  

So, remember, whatever the photos show you, the 

reality now is far far worse. 

 

  



413 
 

Countershading. 

 

Another thing to consider is ‘countershading.’ Look 

this up to have countershading explained, and to see 

images of it ‘in action’. 

Although countershading has not been widely used in 

military camouflage, it is very widespread in nature.  

Predators use it to help sneak up on prey, and prey 

animals use it to help hide from predators. For it to be 

this common, almost ubiquitous, it must serve a 

purpose. 

It is suspected that countershading may work well 

against other animals, but does not work very well 

against humans. Perhaps our brains are simply too 

clever, and we are able to ‘see through it.’  

But consider this, most mutants are animals, so 

counter shading may be quite effective against them.  

More food for thought perhaps… 
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The Five S’s of concealment. 

 

The ‘five ‘Ss’ of concealment’ are principles used by 

militaries, and especially Special Forces, the world 

over. They work for them, and if you use them 

correctly, they will work for you too. They are as 

follows: 

 

Shape. 

Both the human body and the gear you will be 

carrying has a very distinctive shape. This will be 

easily noticed by humans and mutants alike. Try to 

break this up by using strips of burlap, hessian, scrim 

or naturally occurring vegetation. Remember the 

saying ‘there are no straight lines in nature.’  

 

Shadow. 

You will cast shadows, especially under strong 

lighting. These shadows will change in both direction 

and length throughout the day and night as the sun 

and moon move through their arcs. Keep an eye out 

for this if you are likely to be in a position for some 

time. 

Staying in dark shadowy areas yourself can aid in 

concealment, but remember that this will be less 

effective if an enemy has night vision, or if they hunt 

via smell, echolocation etc. 
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Spacing. 

A group that is close together is more noticeable than 

one that is spread out. Militaries call this ‘dispersion.’  

Dispersion has other benefits too. A dispersed group 

is less likely to suffer multiple casualties from a single 

machine gun burst, explosion, mine blast or anomaly. 

 

Shine. 

Light glinting from shiny surfaces such as wrist 

watches, detector displays, weapon scopes etc. can 

easily betray your position, so keep them covered as 

much as possible.  

Some technological devices and riot body armour 

may have a ‘gloss’ finish which is also quite 

noticeable. Consider applying a matt camouflage 

paint job to remedy this. 

Human skin is also quite shiny, especially at night or if 

wet from perspiration. Generally speaking, you should 

not leave any skin exposed when out in the Zone 

anyway for safety reasons, but if you must have any 

bare skin, consider applying military ‘cam cream’. 

Used properly this will remove the shine, disrupt the 

distinguishing features of the face and change the 

distinctive human skin tones to something that 

matches the surroundings. 
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Silhouette. 

You should always pay attention to what you could be 

silhouetted against. For example, you will stand out 

more if walking in front of a plain white wall than you 

would walking in front of mixed vegetation.  

An even worse example is walking along the top of a 

hill or ridge. Militaries call this ‘skylining.’ Doing this 

will make you very noticeable from both sides of the 

ridge, and leave you very vulnerable to incoming fire 

from all directions. 

A much better option is to walk along the slope of the 

ridge on one side, making sure your head does not 

crest over the top. This will shield you completely from 

observation and direct fire from the other side of the 

ridge, and will make you less noticeable to observers 

on your side of it as well. Looking up images and 

videos of this will make this clearer.  
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Situational Awareness.  

 

A good Stalker will maintain constant situational 

awareness when outside of a safe haven. You will 

need to notice all potential threats around you, ideally 

before they notice you! This includes what is going on 

behind you, so ‘remember to check you’re six’. 

‘Scanning’ involves carefully observing things that are 

near you, in the mid-range and on the horizon. Get 

into the habit of doing this now, as this will aid your 

situational awareness greatly. 

Always be on the lookout for potential sites of cover 

and concealment you can use yourself, and locations 

that may offer these to an enemy. 

If you see something that looks like a good place to 

set up an ambush, assume someone or something 

has thought of this already and may be lying in wait. 

Observe it carefully, in multiple wavelengths where 

possible. Look out for movement or patches that 

appear darker or denser than their surroundings.  

If in doubt, either withdraw, continue observing or try 

‘recon-by-fire’, a military term for “shoot at it and see 

what happens.’ Be prepared for all hell to break loose 

if using recon-by-fire, as if there is something there it 

will not stay still once you start shooting at it. They will 

either take cover, retreat or counter attack. 

NB, recon-by-fire is associated with a fairly high risk 

of ‘friendly fire’ casualties, since by definition, you will 

not know what you are shooting at until afterwards.  
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‘Tactical’ Movement. 

 

Even the best camouflage only works while 

something remains still. Once something is moving, it 

will be obvious to anyone or anything with a direct line 

of sight with it. This works both ways of course. If you 

move, they can see you, if they move, you can see 

them. 

There are ways of moving undetected however. 

These involve breaking the line of sight and 

minimising noise. 

 

• Learn how to ‘fox walk’. This is far quieter than 

regular walking. 

• Learn how to ‘crouch run.’ This half crouch, half run 

is used by troops moving in contact (i.e. under fire.) 

It is faster than walking, presents a smaller target, 

and eliminates much of the upper body ‘bobbing’ 

motion associated with normal movement. This in 

turn makes it easier to shoot accurately on the 

move. 

• Keep low in general. You will be harder to spot and 

harder to hit. 

• Move behind cover and concealment where 

possible. 

• Watch your step and walk in each other’s 

footsteps. This will help disguise your numbers 

from those that maybe tracking you, and minimises 

the risk of setting off mines, IEDs and anomalies. 
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Route selection is another useful tool. If you know 

where threats are likely to be, you may be able to plan 

your route to avoid them completely. Other things to 

consider when planning your route include; 

 

• Avoiding obvious trails. Following the path of least 

resistance could lead you into an ambush or an 

IED.  

• Avoiding obvious choke points for the same 

reasons. 

• Avoid moving across open ground which offers little 

cover or concealment. This includes walking along 

roads. If crossing a farmer’s field, consider using 

the hedge line as concealment.  

• Walking through forested areas will make you less 

visible, however be aware of the noise you may be 

making, particularly when it is dry.  

• If a road runs next to, or through, a wooded area, 

then walk within the treeline, at a distance where 

you can still see the road, but it would be difficult 

for someone on the road to see you. 

• Use terrain to your advantage. Look up the terms 

‘Dead ground’, ‘Re-entrant’, ‘Berms’, ‘Gullies’ and 

‘culverts.’ Features such as these can allow for 

concealed movement if utilised correctly. 

• Avoid ‘skylining’ as mentioned before. 
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Escape and Evasion. 

 

SERE is an acronym for Survive, Evade, Resist and 

Extract. 

The skills taught by SERE would be very useful in the 

Zone, considering the number of human and non-

human threats that may be attempting to track you at 

any given time. 

The principles and practices of SERE could fill a book 

all by themselves, so I will not attempt to go into it 

here.  

Sufficed to say you should study it as much as you 

can. 

If you can find courses that teach you this then 

consider taking one if time and funds permit. 
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Light Discipline and Night Vision. 

 

We humans, as you may have noticed, cannot see 

very well in the dark, and in the Zone, it can get very 

dark.  

This is due to the lack of light sources, as most of the 

Zone is without power. This means no street lights, 

and very few lit buildings either. If you are an urbanite, 

chances are you have lived with constant light 

pollution. The first time you head out ‘into the sticks’ 

you may be shocked by just how dark it can get.  

Combine this with a ‘new moon’ and 100% cloud 

cover and you will literally not be able to see your 

hand in front of your face, let alone whoever, or 

whatever, maybe standing right next to you. 

What to do about this is a trickier question than you 

may realise. Any active light source you create will 

immediately give away your position to anything that 

can see over a considerable distance.  

Worse yet, this distance will be far greater than what 

your illumination will allow you to see. For example, a 

torch that will illuminate an area for you of about 10 

meters, will be visible to everything else over a 

kilometre away.  

This will almost certainly attract a lot of unwanted 

attention. 

You will have to make a judgement call as to what is 

most important, being able to see, or others being 

able to see you.  
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NB, even weak light sources, such as a lighted 

cigarette, can be seen quite some distance away, so 

save your smokes until you reach a safe haven.  

There are a few things you can do to mitigate this 

somewhat.  

Firstly, if you need to read a map or some such, cover 

yourself and the map with an opaque material, such 

as a poncho. Make sure there are no tears or gaps for 

light to seep through. If you can combine this with 

natural cover such as a depression, wall, vehicle, etc. 

then so much the better. Beware of overhead 

branches, cables, building overhangs etc. which can 

reflect light and betray your position, even if the light 

source itself is not visible.  

Using red light, either from a red-light source or using 

a red filter, will preserve your night vision, and is 

slightly less noticeable to others from a distance.  

But don’t kid yourself, others will see it if they are 

paying attention. 

Secondly, some weapon’s day sights, such as the 

SUSAT, can amplify light to a small extent, which can 

help in moderately low light conditions. 

Another ‘old school’ trick is to close one eye when 

using a light source, so that your night vision is 

preserved in the other eye.  

Apparently, this is why pirates wore eye patches, as it 

was dark below decks. 

Of course, the best solution is using the passive night 

vision systems discussed earlier. 
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Noise Discipline. 

 

It pays to be quiet in the Zone, as noise can give 

away your position just as easily as light can. There 

are multiple ways you can generate unwanted noise, 

all of which will have to be mitigated as much as 

possible. 

The most obvious is talking. Put simply, as soon as 

you set foot outside of a safe haven, keep your damn 

mouth shut! Talk only when absolutely necessary, 

and even then, do so at a whisper. Keep speech short 

and to the point. Where possible, use hand signals 

instead. 

Avoid involuntary noises as much as you can. 

Discipline yourself not to cry out if you are suddenly 

hurt or startled. That twisted ankle will not kill you, but 

what homes in on your noise might. Learn how to 

stifle coughs and sneezes. This is difficult, but it can 

be done. 

Your movement through the environment can also 

generate a lot of noise if you are not careful. Walking 

through bushes, splashing through water, treading on 

twigs or broken glass etc. can all give away your 

position, so be careful where you step, and try to 

move as silently as possible. 

The surface you are walking on can also affect how 

much noise you make. Walking on soft earth is a lot 

quieter than walking on hard concrete for example. 

Walking on metal cat walks is always noisy, so avoid 

this where possible.  
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Your equipment can also generate noise as you 

move. Ensure everything is secured as tightly as is 

practical, to avoid items bouncing around and against 

each other as you move. Add padding if necessary. 

Water bottles and canteens etc. should be either 

completely full or completely empty. A part filled bottle 

will make ‘sloshing’ sounds as you move. 

Before setting out from a safe haven it is wise for 

every member of the team to do the ‘jump test.’ Each 

member should take turns bouncing up and down on 

the spot. Anything that makes more noise than is 

necessary must be identified and rectified. 

When using communications equipment, try to do so 

as stealthily as possible. Try to get somewhere first 

where you can stay hidden and will muffle the noise.  

Ear pieces and throat microphones are a wise 

investment too. 

It should go without saying that MP3 players and the 

like should not be taken out on missions. Save them 

for safe havens, and not when you are on sentry duty!  

If you are using ear buds, only use one at a time.  

It is imperative that you remain aware of your 

surroundings at all times, even in areas that should be 

safe.  
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Choosing a Base Site. 

Introduction. 

 

You may need to create a base site to operate from, if 

you wish to venture further from safe havens. When 

choosing a base site there are a number of things to 

consider, which I have listed below.  

It is worth noting that the existing safe havens often 

started out small, and their locations were chosen 

using these same criteria. 

 

Shelter. 

Does it contain something that can be used as a 

blowout shelter? For any prolonged occupation this 

criterion is paramount.  

If it does not have something ready-made, such as a 

basement, can a ‘safe room’ be created?  

This would need to be a room with thick walls and 

ideally no windows.  

If there are no windowless rooms, then the windows 

will need to be barricaded with metal such as iron or 

steel to keep the psi energies from penetrating. Wood 

will not keep these out, and so will not suffice. 

The general rule of thumb, is that the more material 

you can put between the safe room and the outside 

world the better. Note that this safe room would also 

be used to sleep in and as a radiation shelter. 
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Defensible. 

How defensible is the structure? Does it have 

perimeter walls surrounding it? Does it have 

weaknesses such as ground floor windows? 

 

Natural Defences. 

Are there natural features nearby that can aid its 

defence by making it difficult to approach? This may 

include hills, rivers, cliffs, ravines, mine field and large 

anomaly fields etc. 

 

Building Size vs Team Size. 

Is the base large enough to accommodate the team? 

Is the structure too large to be adequately defended 

by the numbers you have? If it is too large, can 

sections of it be isolated, for example by barricading a 

wing? 

 

Number of Floors. 

How many floors does it have? Buildings with at least 

two stories are preferable as ground floors are more 

easily accessed by mutants and hostiles.  

Can the rest of the building be isolated from the 

ground floor, i.e. by barricading or destroying the 

stairwells? This would make the rest of the building 

almost immune from most attacks. 
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Access Points. 

What are the ways in and out of the building? For 

example, where are the doors, broken windows, holes 

in the walls etc.? How many are there? Can they be 

barricaded, booby trapped or easily defended? Can 

the building be easily evacuated if needed? Too many 

access points will make it difficult to defend, too few 

could result in you becoming trapped. The ideal 

number is probably two, ideally at opposite ends. One 

access point can be defended or booby-trapped, 

while the rest of the team evacuates through the 

other. 

 

Fields of Fire and Observation. 

Does the structure offer good fields of fire and 

observation? Will you be able to see threats 

approaching? If so from how far? Are there any blind 

spots? Can these be removed? For example, 

chopping down nearby trees will prevent attackers 

using them for cover and concealment. 

 

Structural Integrity and Ballistic 

Protection. 

How structurally sound is the building? Are parts of it 

likely to fall in on you? Will it withstand a tremor? Are 

its walls thick and strong enough to stop rifle rounds? 
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Location - Nearby Threats? 

Are their known threats in the area? For example, is it 

within the territory of particularly large and dangerous 

mutants, or particularly large packs of lesser ones? Is 

it on a flood plain? Is it near an enemy base or major 

patrol route? Are there anomalies within or around it? 

Are hazardous chemicals, explosives, flammable or 

radioactive materials stored nearby? 

 

Is it Empty? 

If it is occupied then by what, or by whom? If occupied 

by mutants, can they be cleared out? Is it worth the 

risk? If occupied by humans, are they likely to be 

friendly, neutral or hostile? 

 

Are There Other Buildings Nearby? 

If so, do they overlook ‘your’ building, or does yours 

overlook ‘theirs?’ How many are there? How big are 

they? What is in them? Are they occupied? Can your 

intended building be isolated from them? 

 

Is There an Alternative? 

If the chosen site looks less than ideal, is there 

somewhere else you could choose instead? 
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Room Clearance and Exploration. 

 

Entering an unknown building can be dangerous, so 

must be done with great caution. Studying FIBUA - 

‘Fighting In Built Up Areas’, will teach you what you 

need to know. The following steps represent only the 

basics. 

 

• Before approaching, confirm Standard Operating 

Procedures or ‘SOPs’ and a Rally Point, or ‘RP’.  

• Set up an Observation Point, or ‘OP’ in a covered 

and concealed position that gives a good view of 

the building and its surroundings. Ideally, the 

distance between the OP and the target building 

should not exceed the range of the Over Watch 

team's weapons. 

• Observe the building for at least 15 minutes. 

• If after observation it appears to be unoccupied, the 

team should split into two groups; 

• The Over Watch team, or ‘OW’ who should 

ideally consist of a Designated Marksman and a 

Light Machine Gunner. 

• The Entry Team, or ‘ET’ who should ideally be 

armed with Close Quarter Battle weapons.  

• The OW team will remain in position at the OP. 

• The ET should approach by an indirect route, using 

cover and concealment where possible.  
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• Care must be taken to ensure the location of the 

OP is not compromised upon entry and exit. 

Therefore, try to use routes which cannot be 

directly observed from the target building. 

• When the Entry team enters the building, they must 

do so slowly and methodically, clearing the 

structure room by room, floor by floor. They must 

keep a sharp eye out for signs of human or mutant 

habitation, signs of poor internal structural integrity, 

booby traps and anomalies. 

• Stay away from windows, if there are hostiles 

outside the building, they could shoot into it through 

them. 

• The OW team will continue to observe the building 

and its surroundings.  

• If hostiles or mutants approach the target 

building while the ET is still inside, they must 

warn the ET to evacuate. The OW may need to 

lay down covering fire to aid the ET’s escape.  

• If this should happen the ET should head 

straight to the RP, and not back to the OP, as 

doing so could lead hostiles to the rest of the 

team and thus endanger them as well. 

• After the ET has searched the building the OW 

team can join them, while the ET provides over 

watch for them from within the building. Once 

everyone is inside, start fortifying and securing the 

structure whilst ensuring at least one team member 

is on lookout duty. 
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• Alternatively, if the ET decides the building is 

unsuitable, then the ET will exit and move to the 

prearranged Rally Point. OW will provide cover 

while they do so then head to the Rally Point 

themselves. 

• Once regrouped at the RP, the whole team should 

move on together stealthily and ensure they are not 

being followed. Be prepared to set up a ‘snap 

ambush’ if you suspect you have been followed.  
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Section ten: 

 Survival in the Zone. 
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Introduction: 

 

We have gone through the physical and mental 

preparation you will need for the Zone, as well as the 

suits, weapons and equipment you will need when 

you get there. 

Much of this should be common sense and would 

apply to anyone fighting a war or trying to survive in a 

wild and hostile environment.  

And all of these will count for nothing if you do not 

know the specifics of the Zone.  

The Zone has its own unique threats and unique 

opportunities. It also has its own politics and its own 

customs. 

I will go through these for you now. You can thank me 

later… 
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Safe Havens. 

 

There are a number of ‘safe havens’ within the Zone 

which are run by the various factions. Some by Duty, 

some by Freedom, some by the Ecologists - state-

sponsored scientists, and some by the Loners.  

Some of these safe havens are considered neutral 

territory where anyone can come and go as they 

please, so long as they behave themselves and abide 

by the rules set by the faction running it. Duty for 

example will not permit the taking of recreational 

drugs in its safe havens, whereas Freedom will 

positively encourage it. 

Other safe havens are faction ‘members only’. 

Trespassing in these areas will likely get you shot. 

Safe havens are few and far between and are the 

closest thing the Zone has to civilisation, so keep your 

nose clean. If you get yourself banned from them, life 

for you will become very difficult very quickly.  

Safe havens will always have at least one blowout 

shelter, as these have become an absolute necessity 

since blowouts became a regular occurrence a few 

years ago.  

You are likely to find other facilities at a safe haven 

too. These may include secure sleeping areas, 

medics, traders, technicians and possibly even a bar, 

where Stalkers will congregate to eat, drink and tell 

tall tales. 
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But don’t kid yourself, the safe havens are only kept 

safe through constant vigilance and force of arms.  

They are always heavily guarded, and the guards will 

usually operate a ‘shoot first, ask later’ policy, so don’t 

do anything stupid to antagonise them.  

Many safe havens operate a guard duty roster to 

ensure their security, and it is often mandatory for 

anyone wishing to stay there to take their turn on 

guard. Don’t try to shirk this responsibility, as doing so 

may be considered an exile offence.  

The safety of these safe havens is relative, and they 

are sometimes attacked by mutant swarms, Bandits 

and occasionally even the Military.  

In these circumstances everyone is expected to 

defend the facility, with their life if necessary.  

Anyone refusing to fight is likely to be summarily 

executed on the spot, as the safe havens are that 

important to life in the Zone.  

If we lose the safe havens, we lose access to the 

Zone. It's that simple. 
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The 30-second Rule. 

 

When camped, even if inside a safe haven, you 

should observe the ‘30-second rule’. You should 

always be ready to move, bug out or defend your 

position with no more than 30 seconds notice. Ideally 

you should be able to do this in less than 30 seconds, 

as every second will count. 

To do this your gear should always be close by. Your 

primary firearm and long melee weapon should never 

be more than arm’s length from you. Your secondary 

firearm and small melee weapon should always be on 

your person.  

Backpack, webbing and armour should also be close 

by. When outside of a safe-zone armour and webbing 

should not be removed at all unless absolutely 

necessary, and should be donned again as soon as 

possible.  

If sleeping, boots can be loosened to allow circulation 

but should be able to be tightened again at a 

moment’s notice. Boots can be removed in safe 

havens for sleeping and foot care but should remain 

within arm’s reach and be ready to wear.  

If in a group, use the ‘buddy-buddy’ system when 

maintaining weapons and attending to personal care, 

so that half of the group are immediately combat 

ready. 
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It is good practice to tidy up as you go, making sure to 

put something back before getting something else 

out.  

Ensure everything goes back in its proper place in 

your backpack, webbing, pockets etc. so that you will 

always know where things are for quick access, even 

in the dark.  

Try to avoid spreading your gear all over the place, as 

doing so increases your chances of losing something, 

especially when it is dark. 

By keeping everything tidy and organised you will 

avoid having to scrabble around packing everything in 

a rush if you get ‘bumped.’  

Make sure you know your exits, windows, fighting 

positions and pre-arranged rally points.  

In an emergency, everyone must know exactly where 

they are meant to be and exactly what they need to 

be doing.  

Confusion and delay costs lives. 
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Rest and Recreation. 

 

With all the horrors of the Zone, and the ever-present 

risk of injury and death, you would think that relaxing 

is the last thing you should be doing. 

Most of the time you would be correct of course, but 

finding time to rest and unwind is vital if you are to 

survive here. 

Stress has very real physiological effects on the 

human body, and most of these are not good. 

Prolonged stress can cause serious health problems, 

fatigue, lowered immunity, and a general reduction in 

performance. Any of these could get you killed in the 

Zone. 

The psychological effects are no less damaging. Look 

up ‘combat stress’, ‘shell shock’ and the effects of 

stress on the G.I.s serving in the Vietnam War. More 

recently, servicemen returning from the gulf and 

Afghanistan report cases of PTSD with alarming 

frequency. Stress can lead to self-harm and suicide.  

Therefore, getting some ‘R & R’ is a must. ‘Make time 

to make time’ for it, no matter how much is going on. 

The best place to do this is in safe havens, as these 

are the only places it is relatively safe to let your 

guard down. Get a fire going, eat, drink, have a 

smoke, play cards, tell jokes and swap tall tales. If 

you can play an instrument, preferably something 

small and portable, get a sing song going. All of the 

above will help keep you and everyone else sane and 

morale high. 
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Team Size and Composition. 

 

Even if you decide to remain a ‘Free Stalker’ by 

choosing not to join a faction, you will still have a very 

important choice to make. 

This choice is whether to ‘go it alone’ as a soloist, or 

join a small group. I am using the term ‘Free Stalkers’ 

in place of the more regular ‘Loners’ to avoid 

confusion, as not all Loners actually operate alone. 

There are definite pros and cons to each option, 

which I have listed below. 

 

Soloist ‘Loner’. 

Pros: 

 

• You will be able to keep all loot and profits for 

yourself. 

• Greater autonomy, as you will not have to 

compromise with others. 

• Greater solitude, if this is what you desire. 

• No trust issues, if you have no team mates, they 

cannot betray you. 

• It is easier to remain stealthy and undetected.  
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Cons: 

 

• You will be more vulnerable to attack. Mutants and 

Bandits are more likely to attack someone who is 

on their own, and you will be less able to fight off 

the attack if you are outnumbered. 

• You will have less situational awareness as 

humans cannot see behind them. This is made 

worse if wearing a mask or helmet that reduces 

your peripheral vision. 

• Sleeping outside of safe havens will be suicidal, as 

you will have no one to stand watch. 

• You will have to carry everything yourself. 

• If injured, you will have to ‘heal thyself.’ Self-

administered first aid is usually less effective than 

first aid performed by an uninjured team mate. 

• Injuries that reduce mobility, such as a broken leg, 

ankle, etc. will almost always prove fatal. Sooner or 

later, mutants or hostile humans will find you. 

Secondly, you will be unable to escape emissions 

unless you are already in a shelter. 
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In a Group of Free Stalkers. 

Pros: 

 

• Safety in numbers. Groups are less likely to be 

attacked, and their greater firepower increases the 

chance of surviving the attack. 

• Greater situational awareness. Each member can 

keep watch of a ‘sector’, essentially giving the team 

360-degree vision. 

• Sleeping outside of safe havens becomes possible 

as at least one member can stay on watch, or ‘on 

stag’, as the British have a habit of calling it. 

• A team can give greater feelings of confidence and 

courage. 

• Equipment and supplies can be divided up 

between all team members, reducing each 

member's overall load. 

• This in turn allows for specialisation, with each 

team member having a specific role and the 

equipment to do it. 

• First aid can be performed by an uninjured team 

mate, which is likely to be more effective. 

• Injured team members can be carried to safety. 

• Human company, camaraderie and morale 

boosting when you need it. 

• A group dynamic may create greater discipline. 

Members can encourage each other, helping to 

overcome personal laziness. 
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Cons: 

 

• You will have to share supplies, loot and profits 

amongst all team members. 

• Potential trust issues between team members, 

internal conflicts etc. 

• It is less stealthy, as greater numbers equals a 

greater chance of detection. 

• Lack of solitude when you want it. 

• Reduced autonomy, as you will have to make 

compromises with your team members. 

• There is a greater risk of overconfidence and 

bravado, which could lead to reckless and 

dangerous decisions. 

 

It is up to you to decide which you prefer, however on 

balance being part of a small group is usually safer.  

It may take you longer to get rich, but you stand a 

better chance of living long enough to do so. “Get rich 

quick or die trying” can be literal truth in the Zone. 

So what group size should you aim for? Opinion 

varies, but the smart money is on a team of four.  

Why? For the same reasons the SAS use four-man-

teams, as a four-man-team allows for the following: 
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• All round situational awareness when on the move. 

The ‘Point Man’ observes the front - i.e. the 

direction of travel, the 2nd and 3rd men observe a 

flank each, whilst the last man, the ‘Tail End 

Charlie’, observes the rear. This will make it difficult 

for someone or something to sneak up on you 

undetected. 

• A four-man-team allows for an effective all-round 

defence, with each team mate covering a 45o arc of 

observation and fire, which is about the maximum 

field of fire one person can effectively cover. 

• If one team member is injured, two team members 

can carry him and his equipment, possibly via a 

stretcher, while still leaving one member’s hands 

free to be able to fight. 

• A four-man team allows for the optimum load out of 

weapons and equipment, which is as follows. 
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Primary Firearms: 

1 x Assault Rifle + Under Barrel Grenade Launcher. 

1 x Shotgun. (Or 1 x Assault Rifle + Under Barrel 

Shotgun attachment.) 

1 x Designated Marksman Rifle. 

1 x Light Machinegun. 

 

Primary Melee Weapons: 

1 x Crowbar. 

1 x Entrenching Tool. 

1 x Machete. 

1 x Hiking pole with spear tip, fishing spear, slingshot 

etc. attachments. 

 

Suits and Armour: 

 

1 x Heavy armour suit with strong ballistic, stab and 

bite protection for direct combat, and protecting more 

vulnerable team members. 

1 x HAZMAT or CBRN suit for penetrating anomaly 

fields to retrieve artifacts. 

1 x ghillie type suit for stealthy observation, sniping 

and mutant hunting. 

1 x light weight suit for maximum mobility.  

When this enhanced mobility is not required, the 

reduced weight will allow that team member to carry 

or ‘mule’ additional equipment for the rest of the team.  
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Skill Sets. 
 

A team should ideally contain people with the 

following skills.  

• Leader / guide. 

• Medic. 

• Scout / sharpshooter. 

• Experienced artifact hunter or tracker, depending 

on whether you are hunting artifacts or mutants.  

A four-man team allows all these skills to be acquired, 

without overtaxing any one member.  

A soloist may have to become proficient in all of these 

skills, all by themselves. 

Larger teams will enhance these advantages, but will 

also compound the disadvantages. 
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Arming a Team. 

 

There are two schools of thought regarding the type 

and calibre of weapons with which to equip your 

team. 

One view, shared by most of the world's militaries and 

police forces, is to have everyone use the same 

calibre, or at least a very small range of calibres.  

For example, one calibre for all pistols and SMGs, 

one calibre for all assault rifles, carbines and Light 

Machine Guns, and one calibre for all Medium 

Machine Guns and DMRs. 

This philosophy eases the logistical burden, since 

there are only three calibres in total, and it allows 

team members to share ammo. This makes sense for 

large organisations with regular, dependable logistics. 

The other view, is that since the supply of ammo to 

the Zone is anything but reliable, it would be wise to 

use weapons in a very large range of calibres.  

This would give the best possible chance of at least 

one member of the group having usable ammo 

available for at least one of their weapons, even if this 

is obtained via scavenging.  

It will be up to you and your team to decide which 

weapons to use. An effective compromise might be to 

have a common calibre for primary weapons, but a 

range of calibres for back up pistols. 
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Choosing your Team. 

 

The ideal situation would be to assemble a team out 

in the Big Land early on, and then travel together 

when everyone is ready.  

You can then spend all the time you need training 

together. This will help foster a close team dynamic, 

and allow everyone to assess each other’s skills, 

strengths and weaknesses.  

Explorers planning expeditions across deserts, the 

arctic, mountain ranges and other dangerous 

environments frequently do this, as it works! 

If you are travelling to the Zone alone, and you want 

to form a team, then you will have to form that team in 

situ, out of who is available. 

Firstly, we saw earlier what the ideal Stalker mind-set 

is, so try to find people that match it. 

Secondly, try to assemble a team with a broad range 

of skills and equipment. 

However, by far the most important qualities your 

team members should possess are honesty, loyalty 

and dependability.  

A teammate who steals the team's loot and supplies, 

or runs at the first sign of trouble is less than useless. 

There is an infamous Stalker ‘urban legend’ of a 

Stalker who did this, and his actions almost cost the 

lives of his teammates.  
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The story goes that it did cost the life of the bastard in 

question. Once his former teammates managed to 

find him, he was in hiding and living under a false 

identity, they used him as live bait in their next mutant 

hunt.  

Such is life in the Zone. 

You will need to be a good judge of character, as you 

will need to be very selective about who you allow to 

join your team.  

Finding Stalkers with the right qualities may be a 

challenge, and you may have to lower your 

expectations somewhat, but do not lower them too 

much. It is better to leave a position vacant, than to fill 

it with someone who is a complete liability.  

Spotting these liabilities is not always easy, the one in 

the tale above fooled almost everyone for some time, 

but there are a few tell-tale signs to look out for.  

These include; 

• Excessive boasting of accomplishments. 

• Inconsistencies in their stories and history. 

• Excess sweating when being questioned. 

• Not looking you in the eye. 

• General ‘shiftiness.' 

• Signs of addiction, physical or mental health 

issues. 

• Other Stalkers not being able to vouch for them. 
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Once your group is assembled you must choose a 

leader.  

This may be yourself, however if someone else is 

better suited then they should get the job.  

The Zone is no place for egos.  

Whoever is chosen to be the leader, they will need 

strong leadership skills, and must be someone the 

team will trust, both in terms of competence and 

integrity.  

When the proverbial hits the fan, the leader needs to 

be confident that the team will follow their orders to-

the-letter and without delay.  

The team in return needs to feel confident that the 

leader is both competent and has their best interests 

at heart. During combat and emergency situations 

there will be no time for discussions, as delay will 

likely get everyone killed. 

Outside of these combat and emergency situations, 

decisions should be discussed and taken as a group, 

ideally using the ‘Chinese parliament’ system used by 

the SAS. 
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Briefing the Team. 

 

Once a team is assembled, it is vital to ensure that 

everyone knows everything they need to know.  

Not everyone will have read this guide, and not 

everyone will have experience of hunting, the military 

or outdoors survival. Therefore, there may be 

significant skills gaps which will need to be filled via 

training and practice. 

Less obvious, but sometimes more problematic, is 

that not everyone will possess a natural ‘survivor’s 

mindset.’ Without these instincts, they may make poor 

decisions or stupid mistakes.  

Think of how many post-apocalyptic TV shows and 

films you have seen. How often have the characters 

done things that get them, or their co-stars, killed? 

For someone with a survivor’s mindset, these 

mistakes would be obvious. However, they may not 

be obvious to those who are unaccustomed to this 

way of thinking. 

Some Stalkers, rookies especially, may not have 

developed this survivor’s mindset. By ensuring they 

are taught everything they need to know, they should 

be able to operate from memory, even if they have 

not yet developed the instincts. 

Thankfully survivor’s instincts can be learnt, and there 

is no better classroom for this than the Zone. 
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Assigning Roles Within the Team. 

 

Once the team has been brought up to speed on the 

essentials, it will be time to assign roles.  

The team should create an honest list of the skills that 

each team member possesses, and their level of 

proficiency with them.  

There should be no false modesty and no 

embellishing here, only the truth.  

Skills to list include - but are not limited to; 

• Who has the best eyesight, hearing, smell etc? 

• Who is the fastest sprinter? 

• Who is the strongest? 

• Who has the greatest stamina? 

• Who has the best balance? 

• Who is the best climber? 

• Who is the best swimmer? 

• Who is the best shot? 

• Who is the best at hand-to-hand combat? 

• Who has the most military experience? 

• Who has the best sense of direction and the most 

experience of navigation and outdoor survival?  

• Who has the most first aid experience? 

• Who is the best with electronics? 

• Who is the most mechanically or technically 

minded? 

• Who has experience with rope climbing and 

abseiling? 

• Who has experience of rowing, kayaking etc.? 
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Once completed, roles can be allocated accordingly.  

It would then be wise to teach each other these skills, 

in case one member is rendered out of action or 

killed.  

Remember, always have a backup. 

It is then advisable to create a set of SOPs – 

Standard Operating Procedures - for the team. “If ‘X’ 

happens, take ‘Y’ action” etc.  

Practice these until they become second nature. 

Similarly, create an agreed set of words, phrases and 

hand signals for communication.  

This will reduce the chance of misunderstandings and 

miscommunications at critical moments.  

If one or more members have prior military 

experience, then the SOPs, words, phrases and hand 

signals used by that military would be a good starting 

point.  

Be aware however that militaries from different 

countries may use different SOPs, words, phrases 

and hand signals.  

If the team has two or more members from different 

military backgrounds, then choose one set of SOPs, 

words, phrases and signals for the team, and ensure 

the whole team sticks to them! 
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Sleeping and Guard Duty. 

 

If you are forced to make camp away from a safe 

haven, then it is imperative that you set up a rota for 

sleeping and guard duty. 

Ideally there should be at least two people on duty at 

all times.  

If one guard accidently falls asleep, then the other can 

wake them up again.  

Secondly your senses can play tricks on you during a 

long shift, especially at night. Having a second guard 

on hand to give a second opinion can be a life saver. 

If only one of you can see or hear something it might 

be a hallucination, but if both of you can, then it is 

probably real. 

Two people on duty can watch each other’s backs 

and cover blind spots. 

If you are attacked in the night, or ‘bumped’, take only 

what you need right there and then. That is a gas 

mask, CBRN suit, weapons and ammo. The rest you 

should leave, as you will not have time to pack up 

camp. You may be able to come back for it later, 

when it is safer to do so. If you should lose it all, it can 

be replaced far easier than you can. 

NB - even in safe havens it is recommended to set up 

a guard rota. Stealing other Stalker’s gear is a crime 

with severe punishments, but it does still happen from 

time to time.  
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Mission planning. 

 

“Fail to plan and you plan to fail”. 

The checklist below should be applied when planning 

any activity outside of a safe haven. Skipping this and 

‘winging it’ will get you killed. 

 

Decide the objective: 

 

• What are you planning to do? 

• Why are you doing it? 

• How do you plan to do it? 

• Where are you doing it? 

• When are you doing it? 

 

What intel do you have about the objective?  

 

• If your intel is sketchy, can you obtain more? 
 

What equipment and supplies will you need?  

 

• Do you possess them? If not, can you obtain them? 

 

How long will it take, including travel time? 

  

• Are you sure you can get back before nightfall or 

the next expected emission or psi-storm? 
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What route will you be taking?  

 

• How far is it?  

• What hazards are on the way?  

• What can be used as blowout shelters on the route 

if needed? 

• What are your alternative back up routes? 

 

When the objective is achieved, where will you be 

going?  

 

• Are you returning to your start point? 

• Are you using the same or different route? 

• Are you moving to a different destination post 

objective?  

• If so, what hazards and shelters will be on this 

route? 

 

Set up and agree on rally points and SOPs. 

 

• Ensure everyone knows exactly where to go and 

what to do. 
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Agree and plan secondary and tertiary objectives.  

 

• Follow the previous steps for each secondary and 

tertiary objective as well. 

 

Cost / benefit analysis.  

 

• Is it worth the risk?  

• Will the cost of additional supplies make it 

unprofitable? 

 

Do you have enough man power to complete the 

task? 

 

• If not, can you obtain more and from where?  

• How much will this cost?  

• Can they be trusted? 
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Looting and Scavenging. 

 

Most successful Stalkers develop a scavenger’s 

mindset, and become adept at spotting opportunities. 

Every cupboard, draw, box or crate will be 

investigated.  

Every corpse, whether it was a former friend or foe, 

will be seen as a potential source of supplies.  

The Zone is no place for the prideful and squeamish. 

However, this instinct to ransack everything in sight 

must be tempered with caution, as scavenging for 

supplies carries its own risks. 

One risk is the possibility of booby traps. Always 

check for anything suspicious before opening 

anything. If it, or anything around it, looks suspicious, 

leave it alone. Be on the lookout for wires that could 

be connected to grenade traps and the like. 

Another risk is the possibility of an ambush. If you see 

something enticing, such as an artifact or ammo, 

laying out in the open, it is possible that it is being left 

there as bait, and that it is being observed.  

If it looks too good to be true, then it probably is. 

Searching corpses brings additional risks. For a start, 

the ‘cadaver’ may be ‘playing dead’, to ambush an 

unwary Stalker. They may have been rigged with 

explosives, or they may be clutching a grenade.  
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You have no doubt seen this in movies, where the 

expendable grunt turns over the ‘body’ of a fallen 

enemy, only for the enemy to blow both of them up 

with a grenade. In this scenario, the hapless grunt is 

likely to be you.  

Remember what I said about testing for this with a 

bayonet? Now you know why. 

The fighters of the Monolith faction are the most likely 

to do this. As a rule of thumb, you should not try 

looting Monolith corpses for this reason. 

Another risk, mostly associated with mutants, is that 

corpses maybe diseased or radioactive.  

If it looks diseased, or if your Geiger counter is telling 

you it is radioactive, then leave it well alone, as it will 

be of no use to you.  

The only exception to this being if you have been 

asked to retrieve specific organs by traders or the 

Ecologists. In this case, ensure you are wearing your 

CBRN suit, work quickly to minimise exposure, 

ensure you have something to store it in and 

remember to decontaminate afterwards. 

However, the greatest danger whilst scavenging and 

looting is simply being caught unawares whilst doing 

it. If you are rifling through draws or picking through 

pockets, you are less likely to notice threats sneaking 

up on you.  

There are a few steps you can take to minimise this 

risk however, especially if operating as a team. 
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First things first, clear the area! Do not go ransacking 

until you are absolutely sure you have cleared the 

area of all hostiles. 

Once this has been done, set up a perimeter and an 

Over Watch position. This is to ensure you will get 

advanced warning of any new hostiles that may 

arrive. 

Now select one, at a push two, members of the team 

to search the area, starting with the bodies of any 

dead hostiles, ensuring they are in fact dead of 

course. 

Things to look out for include, but are not limited to; 

1. Artifacts. 

2. Weapons. 

3. Ammo. 

4. Detectors. 

5. PDAs. 

6. Geiger counters. 

7. Electronic Dosimeters. 

8. Unopened respirator canisters. 

9. NVDs. 

10. Med kits. 

11. Bandages. 

12. Anti-radiation drugs and other medicinals.  

13. Unopened canned food and drinks. 

14. Physical money. 
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These will either be of use to you, or can be sold to 

traders or other Stalkers. There is a constant demand 

for all of the above, so there will be no shortage of 

buyers.  

The rule of thumb is to maximise value and utility 

whilst minimising weight and bulk. A sleeping bag for 

example is large, but will not fetch a good price, and 

will not be of much use to you if you already have 

one. 

If ‘policing’ all of the weapons is too difficult, then 

ensure you take their ammo and magazines. If they 

have detachable sights and other accessories, take 

those as well. 

Body armour, suits, webbing, gas masks etc. could 

also prove valuable, but you must consider their bulk 

and weight. If you are not planning to use them 

yourself, and if a buyer is not close by, it might be 

wiser to leave them there. 
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Artifact Hunting Guide. 

 

So, you have ideally assembled your team, and know 

how to plan missions in general. Now it is time to go 

over the ‘bread and butter’ of being a Stalker, hunting 

for artifacts. 

 

As a minimum you will need the following gear: 

 

• 1 x Detector. 

• 1 x RSM. 

• 1 x Dosimeter. 

• Anti-radiation drugs. 

• A CBRN suit plus respirator or SCBA system. 

• An ample supply of small magnetic objects, such 

as bolts. 

• A radiation proof container for storing the artifact, 

i.e. a Lead Lined Metal Container or ‘LLMC.’ 

• Tongs for the safe handling of the artifact. 

• Decontamination kit. 

• Medical kit. 

 

You will also need a weapon of course in case you 

are attacked, and maps or GPS systems for 

navigation to and from the objective. 
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I will assume you have already planned your route to 

and from the anomaly field using the steps discussed 

in mission planning.  

 

I will also assume you have already obtained any 

anomaly type specific protective gear, assuming this 

is available.  

 

The steps below start at the point you get within a few 

hundred meters of the anomaly. 

 

Step 1. 

Visually locate the anomaly field. 

 

Step 2. 

Set up an OP and observe the anomaly field and its 

surroundings. Is the field as expected? What are the 

safest and most dangerous lines of approach? Are 

there hostile humans or mutants in the area?  

 

Step 3. 

Carefully approach the anomaly field, then set up an 

all-round defence about 30 to 50 meters from it. 

 

Step 4. 

Ensure the Stalker who will be entering the field, who 

we will call Stalker ‘A’, removes all non-essential gear 

and equips their CBRN suit and any specialist 

protective equipment the team may have available. 

‘Stalker A’ should now take anti-radiation drugs as a 

prophylactic. 
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Step 5. 

Stalker ‘B’ then creates a ‘clean area’, possibly by 

using ponchos or ground sheets. Stalkers ‘C’ and ‘D’ 

maintain their positions of observation and defence to 

the flanks and rear.  

 

Step 6. 

Stalker ‘B’ visually checks over Stalker ‘A’s gear, 

ensuring everything is working correctly and that all 

seals are intact. ‘B’ will now observe Stalker ‘A’ from 

the clean area. If ‘A’ gets into trouble, it will be ‘B’s job 

to get them out of the anomaly field. As time will be of 

the essence, ‘B’ will need to follow ‘A’s steps exactly. 

It is imperative that Stalker ‘A’ not be disturbed when 

entering the anomaly field, as negotiating it will 

require their full concentration. Stalker ‘B’ will need to 

pay their full attention to ‘A’.  

It is now ‘C’ and ‘D’s job to observe the surroundings 

outside of the field so that A and B do not have to. 

 

Step 7. 

With detector in active mode in one hand, and bolts in 

the other, Stalker ‘A’ slowly enters the anomaly field, 

throwing bolts ahead of them as they go. Where a bolt 

lands safely he can move to. If the bolt triggers an 

anomaly he will know where to avoid.  

By slowly, carefully and methodically repeating this 

process, ‘A’ will be able to penetrate further into the 

anomaly field, tracing a safe path as they do so.  
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This safe path will be useful for retracing their steps, 

or if ‘B’ needs to rescue them. Marking this path as 

you go with sand, spray paint etc. may make it easier 

to spot.  

The detector will guide ‘A’ in the general direction of 

the artifact. 

 

Step 8. 

When ‘A’ is close to the artifact it should become 

visible to the naked eye. Note that artifacts move 

within the field, so ‘A’ may have to intercept its 

movements. ‘A’ will then use the tongs to pick up the 

artifact and place it into the LLMC. 

 

Step 9. 

Stalker ‘A’ retraces their steps out of the anomaly 

field, again throwing bolts as they go, just in case. 

Eventually they will exit the anomaly field. 

 

Step 10. 

‘B’ decontaminates ‘A’ in the clean area previously 

established. ‘B’ then self decontaminates in case of 

accidental contamination. 

First aid and additional anti-radiation treatments 

administered if required. 
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Step 11. 

The whole group returns to the OP and observes the 

area for around 15 minutes to ensure they are not 

being followed.  

Bandits have been known to observe Stalkers 

retrieving artifacts from anomaly fields, then following 

them to mug them at gun point afterwards. 

 

Step 12. 

The most important step. Bring it to me and sell it.  
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Artifacts Guide. 

 

There are many different types of artifacts, with new 

types spawning all the time, and existing types 

changing to have different properties.  

Therefore, trying to create a comprehensive list of 

them for you now would be pointless, as it would be 

out of date by the time you got there. More up-to-date 

info can be found out from other Stalkers when you 

arrive. 

What I can tell you now is some general information 

regarding artifacts, as at least this is unlikely to 

change to any great extent. 

Artifacts spawn in anomaly fields or in large static 

anomalies, and nowhere else. If you want an artifact 

you are going to have to go in and get it. 

The type of artifact spawned is related to the anomaly 

type. Thermal anomalies spawn artifacts with thermal 

properties, electro anomalies spawn artifacts with 

electrical properties etc. 

Some of these properties are very useful to a Stalker 

in the field, and you should consider hanging onto 

these artifacts. Others are less useful to a Stalker, but 

are highly valuable to the outside world. These should 

be brought to me for trade.  

Many artifacts have negative properties as well, so 

using them is sometimes a ‘double edged sword.’ 

Circumstances will dictate the relative costs and 

benefits. 
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Most artifacts are also radioactive to some degree, so 

you will need a suitable container to carry them 

safely. 

The strength of the artifact appears to be linked to the 

age and size of the anomaly. Small, recently spawned 

anomalies will in turn spawn weaker artifacts. Larger, 

more powerful and mature anomalies spawn the 

strongest, and so most valuable artifacts. 

Artifacts degrade with use. Both their positive and 

negative effects will grow progressively weaker until 

the artifact becomes inert. Placing an inert or partially 

depleted artifact into the anomaly type that spawned it 

may ‘recharge’ it. 

Placing an inert artifact into a different anomaly type 

may cause it to ‘transmute’ into a different type over 

time, and it is relatively safe to attempt this. 

Placing a fully or partially charged artifact into a 

different anomaly type can have unpredictable results. 

In some cases, it will trigger a large explosion. Other 

times the artifact may begin to transmute. Research 

will be needed to determine the causes of the 

different reactions. Until this research has been 

carried out, it is probably wise to avoid attempting 

this. 

Blowouts appear to respawn artifacts within 

anomalies. 

Artifacts are almost invisible until you get very close to 

them, one of the reasons a detector is so important. 

Artifacts move around within anomaly fields, making 

obtaining them all the more challenging. 
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How to be a Successful Artifact Hunter. 

 

Being a Stalker can be highly profitable, unfortunately 

many do not live long enough to get rich from it. One 

of the reasons for this is impatience.  

I have heard of inexperienced and under equipped 

Stalkers trying to enter the most dangerous and 

mature anomaly fields, in order to obtain the most 

valuable artifacts.  

Very few survive the attempt. 

To get rich as a Stalker, you have to ‘play it safe’ and 

start small. If you only have basic gear, start with 

small, newly spawned anomalies of the least 

dangerous types. The artifacts you get from these can 

then be sold to obtain better gear.  

Some artifacts also have protective properties against 

the anomaly type that spawned them. For example, a 

chemical anomaly may spawn an artifact that can 

neutralise harmful chemicals. 

Combining these low-level protective artifacts, with 

your newly upgraded gear, will allow you to enter 

older, more dangerous anomalies. This will allow you 

to obtain higher value artifacts. Keep repeating this 

process until you have the most protective artifacts 

and the best protective gear money can buy. You will 

then be able to enter the most dangerous anomalies 

and obtain the most valuable artifacts.  

And that is how you get rich… 
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Faction Guide. 

 

Introduction. 

 

People naturally form groups of like-minded 

individuals. Sometimes these groups may disagree 

with each other’s ideals. In more extreme cases, they 

may come into conflict over them.  

The Zone is no exception, and in a lawless 

environment where everyone is armed, these conflicts 

can easily prove fatal. 

Therefore, it is prudent to know what each of these 

groups or ‘factions’ stands for. You will need to know 

who their allies are, and who are their enemies. 

You can either choose to join a faction, or choose to 

remain a ‘Free Stalker.’ Being part of one faction may 

make you the enemy of another, so choose your 

allegiances wisely.  

Even remaining a Free Stalker, and therefore neutral, 

is no guarantee of safety, as you could still get caught 

up in their cross fire, both figuratively and literally. 

Be aware that faction relationships are fluid affairs. 

Cease-fires and truces may be made or broken on a 

whim. Allegiances may be forged and broken out of 

necessity, or just plain capriciousness. 

Descriptions of the main factions are below.  
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Loners. 

 

Loners, or ‘Free Stalkers’ are the ‘default’ setting for 

most Stalkers upon entering the Zone. Some may 

subsequently join a faction, however many choose to 

remain a Free Stalker. For example, most artifact 

hunters will remain Free Stalkers.  

The Loners are not an organised faction as such. 

There is no leader, no hierarchy or specific set of 

rules governing them. Each Loner, or small group of 

Free Stalkers, is a law unto themselves, and they will 

do things their own way. 

That said, there are a few codes of practice, or 

‘unwritten rules’ regarding how Loners behave 

towards one another. We discussed safe havens 

earlier, so I will not repeat the rules regarding those 

here. However above and beyond this the basic rules 

are: 

• Do not steal from other Free Stalkers. 

• Do not harm other Free Stalkers. 

• Free Stalkers should always lend assistance to 

other Free Stalkers when needed. 

• Free Stalkers should defend other Free Stalkers. 

• ‘What you kill, you keep.’ If you kill a Bandit, 

zombie etc. then their possessions become yours.  

• If you kill a mutant, you get the rights to its pelt, 

organs, meat etc.  

• Looting a corpse that someone else killed is 

considered very bad form.  
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Bandits. 

 

Bandits are the nemesis of Free Stalkers. These 

parasites prefer to let others do the dangerous work 

of entering anomaly fields to retrieve artifacts.  

They then steal these artifacts at gunpoint. 

They will often lay in wait near main travel routes and 

ambush those that pass. 

Their organisation has been ‘patchy’ in the past, with 

different bandit bands operating independently of 

each other.  

Back then some bands were extremely violent, and 

handing over your hard-earned loot was no guarantee 

they would let you live. Other bands were more 

‘lenient’, but a Stalker would have no way of knowing 

which-was-which until it was too late. 

This aggression resulted in a backlash, with Free 

Stalkers and Duty making a concerted effort to wipe 

out Bandits completely.  

This in turn led to the rise of a new bandit leader, who 

called himself ‘Sultan.’ It is believed he has links with 

the criminal underworld in the Big Land, including the 

Russian Mafia.  

The Bandit faction became unified and organised 

under his leadership. An uneasy peace was brokered, 

with Bandits now ‘taxing’ Free Stalkers. This is 

nothing short of a protection racket, but traders like 

myself write this off as a ‘business expense.’  
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Better this than to risk open conflict again. 

It has been rumoured they may have recently started 

manufacturing ‘Zone drugs.’  

The Zone’s mutating influence effects plants and fungi 

too, and this includes those used to create narcotics.  

These mutated plants and ‘mushrooms’ create drugs 

with enhanced or altered effects. These drugs have 

become very popular amongst some sections of 

society the world over. 

The risk this poses to traders like me, and Free 

Stalkers like you, is that if this makes them too rich, 

then they may become too powerful.  

This would enable them to control large swathes of 

the Zone. 

This would be very bad for business… 

You may be wondering why I would smuggle such 

people into the Zone, considering the harm they 

cause once they get there.  

The simple answer is “I don’t”.  

It is suspected that through their links with organised 

crime in the Big Land, they have developed their own 

routes into and out of the Zone, and their own 

‘arrangements’ with whichever officials they are 

bribing, blackmailing or intimidating to gain access. 
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Ecologists. 

 

The ‘Ecologists’ faction - it’s not their real name of 

course, but it is what Stalkers call them - are 

scientists jointly funded by the governments of 

Ukraine and Belarus. They do not appear to be 

connected to the scientists who created the Zone.  

Indeed, it appears they are ‘playing catch up’ trying to 

figure out just what those other scientists did in the 

first place. 

Their task is to study the Zone, what it is, how it 

works, what we can do with it and the level of threat it 

poses.  

No small task.  

They are also charged with studying emissions, psi 

storms, anomalies, artifacts and mutants.  

Recently they have been making a concerted effort to 

catalogue and study the Zone’s mutants, including 

autopsies and genetic testing. 

They operate out of several secure, hermetically 

sealed bunkers. Unfortunately, due to the economic 

crisis they are underfunded and understaffed.  

Due to this, they often have to pay Stalkers to guard 

their bunkers, and to carry out field experiments on 

their behalf. 

They are neutral to all factions, and lean towards 

pacifism, but this does not stop some factions being 

hostile towards them.  
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This is one of the reasons they need to employ 

bodyguards. This work can prove quite lucrative for 

the so inclined. 

Their bunkers possess full medical, decontamination, 

washing and sleeping facilities, and are amongst the 

securest structures in the Zone. Once they seal their 

doors, nothing can get in, or out.  

For these reasons, if an emission, psy-storm or fallout 

is looming, and you are near one of these bunkers, 

then this should be your first port of call.  

Just make sure you get there before they seal the 

doors!  

Their exposure control protocols are very strict and 

unwavering. Once they seal those doors, they will not 

open them again until they are sure the danger to 

those inside the bunker has passed.  

My sources tell me they are under strict orders not to 

make any exceptions to this. As a result, more than a 

few stalkers have died whilst trapped outside of these 

bunkers despite their pleas to be let in. 

Consider yourself warned! 
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Duty. 

 

‘Duty’ is a paramilitary faction, mostly composed of 

ex-military and Special Forces personnel.  

Their official story, is that they started out as military 

personnel who became stranded in the Zone after the 

disastrous 2006 invasion attempt.  

However, I hear their true origins may be a little more 

clandestine than that. 

Duty sees the Zone as a direct threat to mankind, and 

wish to destroy it completely. They are researching 

how to do this, possibly with the aid of the Ecologists.  

From what I hear their progress with this has been 

minimal at best.  

Can the Zone even be destroyed? It is impossible to 

say at present. 

In the meantime, they attempt to combat the Zone by 

killing mutants and handing any artifacts they find 

over to the Ecologists, as this will presumably aid their 

research. 

Duty operates like a military unit, with very strict 

discipline.  

They also act as the Zone’s unofficial police force, 

which often brings them into conflict with Bandits.  

Duty is neutral to all factions except the Bandits, 

Freedom, Renegades and of course the Monolith.  
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As a Free Stalker you should not have any trouble 

from them, so long as you behave yourself. 

NB, they operate a very strict ‘no drugs’ policy. This 

applies to their members and to the safe havens they 

control.  

You would be wise to respect this edict while in their 

territory, as you do not want them as enemies… 

Their ideology is diametrically opposed to that of the 

‘Freedom’ faction, with whom they are in a state of 

near constant civil war. 

Being mostly ex-military and ex-Special Forces, they 

are tactically adept, which gives them a clear edge in 

combat against forces of a similar size. 

They appear to be very well equipped, increasing this 

edge still further.  

Interestingly, they have been seen using advanced 

eastern bloc weaponry, such as the AN-94.  

This rifle is not in service with Belarus or Ukraine, nor 

was it exported from its country of origin.  

And just what is the AN-94’s country of origin?  

Russia.  

Are Duty being covertly supplied by the Russian 

Federation?  

Possibly, but it is best not to ask those sort of 

questions… 
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Freedom. 

 

The ‘Freedom’ faction is the antithesis of Duty. They 

are also something of a contradiction, in that they 

claim to be anarchists, yet still have an organisational 

structure, and a distinct hierarchy. 

Their public image has changed over time. In the 

early days, they were true hard-core anarchists, 

violently opposed to any form of government control. 

They frequently clashed with the Military, and 

sabotaged the efforts of the Ecologists.  

They believe the Zone should remain free for 

everyone, and should not be exploited for gain. They 

oppose all attempts to contain or destroy the Zone, an 

ideology which brings them into almost constant 

conflict with Duty. 

During the early days their limited military experience 

led to a serious tactical disadvantage. To counter this 

they softened their image, essentially ‘rebranding’ 

themselves to attract new members. They marketed 

themselves as being the faction to join for 

companionship, adventure and drugs, but with no 

responsibilities.  

This worked, and their numbers grew rapidly. Soon 

they outnumbered Duty, who’s strictly disciplined 

lifestyle doesn’t attract many new members.  

Freedom’s numerical superiority was then a match for 

Duty’s superior tactics. This led to parity and 

stalemate.  
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Personally, I do not believe the underlying values of 

Freedom’s leadership have changed one jot. If they 

were ever to get the upper hand over Duty, I would 

fully expect them to revert to their old antics in short 

order. 

One more thing, they seem to operate high end 

NATO weaponry almost exclusively.  

No other faction does this, as these weapons are hard 

to come by on the black market.  

It is widely suspected that they are covertly backed 

and supplied by NATO, or at least one of their 

member states. 

East-West relations in the Big Land are worsening by 

the day, with some saying we are entering a ‘Second 

Cold War.’  

Perhaps the Zone will be the site of the next ‘proxy 

war’.  

This will be very bad news for all of us if this happens. 
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Military. 

 

The Armed Forces of Ukraine control and protect the 

Zone’s borders in the southern, Ukrainian, half of the 

Zone. The Armed Forces of Belarus do likewise for 

the northern Belarusian half of the Zone. 

As I do business in the south, I am mostly familiar 

with the armed forces of Ukraine. My colleagues in 

the north deal with the Byelorussians. That said, both 

are post-Soviet nations, so their armed forces are 

fairly similar.  

As I stated before, most of the Military stationed at the 

Zone are conscripts, and can probably think of a 

million and one places they would rather be.  

Morale is often low, as are their wages, which makes 

them relatively easy to bribe. 

That said, they do have the authority to shoot on 

sight, and some have been known to relieve their 

boredom and frustration by shooting Stalkers for 

sport.  

Try to avoid them wherever possible. As they are 

stationed at the Zone’s perimeter, and rarely venture 

far into the Zone itself, this should not be a problem.  

Once you have penetrated a few kilometres into the 

Zone, you are unlikely to encounter them.  

Do not underestimate them in the areas they patrol 

however.  
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They are both better armed and armoured than most 

Stalkers, and operate in well-coordinated groups.  

However, their standard issue gear is not suitable for 

long term survival in the Zone, which is one of the 

reasons they do not venture far into it.  

In terms of weapons and equipment, they operate the 

usual eastern bloc mix of AKs, PKMs and SVDs. They 

can also call in indirect fire from outside the Zone, 

such as mortars and artillery.   

Airmobile forces are occasionally used as shock 

troops, used to seize specific objectives. They are 

both transported and supported by armed helicopters.  

Avoid these at all costs! 

If it looks like they are heading towards somewhere 

you are camped, evacuate quickly and stealthily.  

You will not win a fight against these, so leaving 

undetected is your only option. 

I will discuss the military’s vehicles and heavier 

equipment further in the threats section. 
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Spetsnaz. 

 

Spetsnaz are the elite Special Forces units of 

Ukraine. Unlike much of the military, they are all 

volunteers, are all highly motivated, all highly trained 

and are equipped with the best equipment Ukraine 

has to offer.  

Compared to most regular Army units, they are in a 

whole other class. 

It is believed that a ‘special Zone task force’ has been 

set up within the Spetsnaz. Members of this special 

task force train extensively to carry out operations 

deep within the Zone. Their equipment reflects this, 

allowing them to operate within the Zone for extended 

periods of time. 

You will not find these guys manning checkpoints or 

patrolling the Zone’s perimeter. Instead, they are 

reserved for specific high-risk missions. 

Their training and equipment allow them to operate 

stealthily. They will likely use 3rd gen passive night 

vision and Thermal Imaging devices. They also favour 

suppressed weapons. Therefore, it is unlikely you will 

be aware of their presence before they are aware of 

yours. 

Thankfully the chances of encountering them are slim. 

If you hear or suspect they may be operating in an 

area, avoid it like the plague.  
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Renegades. 

 

Not strictly a faction anymore, ‘Renegades’ is the 

name given by Stalkers who betray and steal from 

other Stalkers.  

Sometimes this is due to greed, sometimes due to 

desperation.  

Stalkers who wish to join the Bandit faction are often 

required to betray their former fellow Stalkers as part 

of an initiation ritual. As such, Renegades are 

considered the lowest of the low amongst Free 

Stalkers. 

The Renegades used to be a faction of sorts, but they 

began preying on members of the Clear Sky faction.  

The Renegades lost the ensuing turf war, and what 

was left of them dispersed, most choosing to join with 

the Bandits.  
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Clear Sky. 

 

Clear Sky was an enigmatic faction whose origins are 

unclear.  

They were supposedly composed of scientists and 

paramilitaries. Beyond that, not much was known 

about them, as their covert base was sited in largely 

uninhabited marshland, and they avoided contact with 

outsiders.  

It is rumoured that they were studying the Zone, and 

may have made significant progress in unravelling its 

mysteries. From what I hear, it was they who put 

forward the ‘Alive Zone’ hypothesis. 

Another rumour I have heard goes one further, by 

stating that they may have been linked in some way 

to the scientists that created the Zone. 

Unfortunately, whatever secrets they learned they 

took with them to their graves. Regrettably, most of 

their leadership was wiped out in 2011 during an 

expedition to the CNPP.  

Apparently they reached it, which is a remarkable 

achievement. How they were able to do so is another 

mystery, and will likely remain so due to what 

happened next.  

They reached the centre of the Zone, close enough to 

knock on the door of the CNPP, only to be killed by an 

emission.  

A suspiciously well-timed emission. 
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Perhaps they were right all along, and the Zone killed 

them to protect its secrets.  

Perhaps we will never know for sure… 

That said, there is a twist in this tale.  

I have it on good authority that some members did 

survive, the members who were wise enough to stay 

at camp while the others went out adventuring.  

And I hear they are attempting to reconstitute the 

faction, so perhaps their findings will not be lost after 

all…  
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Mercenaries. 

 

Former Soldiers of Fortune are not uncommon here, 

as their experience in various ‘dirty’ third world 

conflicts is of obvious use in a place like the Zone. 

Many come here as individuals or small groups, then 

become Free Stalkers, or join one of the factions. 

However, there is a faction known colloquially as ‘The 

Mercs,’ and this is something quite different. They are 

an enigma. What their real name is, who they are, 

where they came from, who they work for and what 

they are doing in the Zone is a complete mystery.  

Their habit of shooting on sight anyone who 

approaches them makes investigating them 

problematic to say the least. 

Where they are based is also unknown. The fact that 

no one has found it and lived to tell the tale suggests 

it may be located deep within the Zone. 

They have never been seen taking jobs from people 

or factions inside the Zone, suggesting their 

employers must be out in the Big Land. It is 

suspected they work for nations and large 

organisations who want to run operations within the 

Zone, but need to maintain ‘plausible deniability.’ 

It is thought they may be part of a Private Military 

Company, or PMC. Which one is unknown at present. 

This work must pay very well, as they are very well 

equipped. Their proficiency in combat suggests they 

are made up of former Special Forces operatives. 
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Monolith. 

 

The Monolith is the most enigmatic of all the factions. 

They control the centre of the Zone and are believed 

to be based within the CNPP itself. They guard their 

territory fiercely, but rarely leave it. So long as you 

stay away from the centre of the Zone, your chances 

of encountering them are thankfully slim.  

If you do try to penetrate the centre of the Zone, they 

will definitely encounter you, and they will kill you on 

sight. 

It is believed their members are former Stalkers who 

attempted to reach the centre of the Zone, but were 

overwhelmed by the Brain Scorcher array. The 

reduced mental capacity this caused left these 

unfortunates ripe for indoctrination. 

They appear to follow a bizarre religion, worshipping 

‘The Monolith’, after which their faction is named. 

They believe ‘The Monolith’ fell to earth from the stars 

and its landing created the Zone.  

It is widely believed amongst Stalkers that this 

Monolith and the wish granter are one and the same. 

You already know my thoughts on what the wish 

granter really is, so I won’t repeat them here. 

Whether the Monolithian’s religion is true or not is 

largely irrelevant.  

They believe it, and do so fanatically. 

It is this fanaticism that makes them so dangerous.  
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They will kill outsiders on sight, and they appear to 

have no fear of death. They have been observed 

using kamikaze suicide bomber tactics, and will not 

hesitate to blow themselves up if it will kill even one 

solitary Stalker. They are almost impossible to take 

prisoner as they will commit suicide rather than be 

taken alive. In the one instance where one was 

captured, then bound and gagged, he bashed his own 

skull against a wall until he killed himself. 

Their hierarchy and leadership structures are unclear. 

In the field they have been observed being led by 

‘preachers’, who act as both squad leaders and as 

religious figures. They can be identified by their 

chanting, and will often hang back to oversee the 

battle.  

If encountered, try to take them out first, as this will 

leave the rest of their squad disorganised. The 

neurological damage caused by the Brain Scorcher 

probably impairs these lower level Monolithian’s 

capacity for independent action and thought. 

Throughout their territory you may encounter large 

makeshift ‘shrines’ made out of scrap metal. 

Monolithians have been observed surrounding these 

shrines and entering a trance like state, during which 

they appear unaware of their surroundings. This 

creates a good opportunity to slip by unnoticed, or to 

kill them as a group using grenades. 

Closer inspection of these shrines has revealed that 

they are actually crude radio antennas. Perhaps 

whoever or whatever is masquerading as their 

‘Monolith’ talks to them through these.  
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They are one of the largest factions by number, and 

are extremely well equipped. Where they are getting 

their equipment from is unclear. It is suspected that 

they may have a number of covert agents in both the 

Zone and out in the Big Land who work as their eyes, 

ears and intermediaries. 

After the deactivation of the Brain Scorcher array, a 

small number of Monolithians have been seen in the 

Zone well outside of their normal territory.  

Or should I say ‘Ex Monolithians’.  

These poor souls did not act the same as other 

Monolithians. Instead of shooting on sight they 

actually approached Stalkers requesting help. Their 

stories make for interesting reading, and back up 

some of my thoughts about the centre of the Zone.  

They were indeed former Stalkers, they were indeed 

heading towards the centre of the Zone and they were 

indeed overwhelmed by the Brain Scorcher.  

However, they claim to have little memory of what 

happened after that, until the point the Brain Scorcher 

was turned off and the Common Consciousness 

destroyed. They liken this to waking up from a 

nightmare which is largely forgotten upon waking.  

I hear the Stalker who first encountered them helped 

them to join the Duty faction. They are now helping to 

guard the Ecologists, who in turn are helping them to 

regain their memories. If this proves successful, then 

perhaps the Zone will give up a few more of its 

mysteries… 
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Introduction. 

 

There are a million ways to die in the Zone, due to its 

many threats. Knowing what they are in advance will 

help you stay alive. I have touched on most of these 

previously, but I will go through them here in greater 

detail, just to be sure. 

These hazards can be broadly broken down into five 

categories; environmental hazards, anomalies, 

blowouts, mutants and hostile humans.   

Some of these threats, such as forest fires, are 

natural to the area, and predate the 1986 disaster.  

Others, such as radioactive fallout, are a direct result 

of the 1986 meltdown. 

Others, including anomalies, psi storms and blowouts, 

are the result of the 2006 second accident and the 

creation of the Zone as it is today. 

I will go through each category in turn.  

Note that these are only the hazards that we know 

about at the moment. There could be others in there 

waiting to be discovered.  

Secondly, the Zone is dynamic, and other, newer 

hazards may emerge in the future. There is simply no 

way to tell. 
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Environmental Hazards. 

 

Unlike some of the other hazard classes, 

environmental hazards are not intelligent, and so are 

not actively trying to kill you.  

However, they must not be underestimated. You 

cannot fight them, and some may cover a large area, 

which can make avoiding them difficult.  

Since you can’t hide from an earthquake, or fight a 

lightning storm, your best defences against 

environmental hazards are either avoiding them or 

taking shelter. 

Many of the environmental hazards you will encounter 

are seasonal, being far more of a risk during some 

months of the year than in others.  

Some of these seasonal hazards have a knock-on 

effect which creates the next season’s hazard.  

It makes sense then to go through these in 

chronological order by season. We will do this now, 

starting with what is arguably the most dangerous 

season in the Zone, winter. 
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 Winter. 

 

Snow, Ice, Blizzards and Whiteouts. 

 

Winters in the Zone are extremely harsh, even more 

so than is usual for Eastern Europe. Temperatures 

regularly plummet to -40 degrees centigrade, and 

rarely, if ever, climb above freezing.  

Snowfall during winter is both frequent and heavy. It 

can quickly create snow drifts several meters deep, 

deep enough to cover a man upright.  

When viewed from above this can cause confusion, 

giving the impression solid ground is closer than it is. I 

have heard of Stalkers climbing out of second story 

windows, thinking the ground was just below them. 

They were then either swallowed by the snowdrift, 

broke an ankle when they fell through it and hit solid 

ground, or both. It was only afterwards that they 

realised just how far the drop really was. 

Avoid walking near the bottom of large snow drifts, 

they may collapse on top of you, burying you alive. 

Be wary of structures with unstable looking roofs, as 

they may collapse under the weight of the 

accumulated snow. 

Anything walking through the thick snow will leave 

distinct foot prints. This is both a blessing and a 

curse.  
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It will make it more difficult for you to cover your 

tracks, but enemies will not be able to cover theirs 

either.  

Mutants would not think to cover their tracks, making 

it easy to see what has been through an area 

recently, which makes hunting mutants easier.  

The frigid temperatures will also prevent mutant 

bodies from decaying, allowing you to stockpile meat 

for after the thaw. 

Snow fall, when combined with strong winds, will 

create blizzards. These are very common here. 

Visibility will be significantly reduced, with ‘white out’ 

conditions a distinct possibility. The noise of the wind 

will mask sounds as well - both yours and theirs. 

The wind chill factor will reduce felt temperatures still 

further. More than a few Stalkers have lost life and 

limb to hypothermia and frostbite. Make sure you 

have thick arctic clothing, hoods, hats and gloves to 

protect you from this. 

I highly recommend reading up on arctic survival, 

exploration and warfare, as these skills will definitely 

be of use here. 

Standing bodies of water will freeze solid. This can 

actually be an advantage, as it may allow you to cross 

otherwise inaccessible areas, but check the thickness 

of the ice first.  

If it cracks under your weight, you are finished, either 

from drowning or hyperthermia, whichever comes 

first.  
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Even free flowing rivers may freeze. Be extra careful 

during early spring when the temperatures start to 

rise.  

This ice will break up into thousands of blocks as the 

river starts to flow again. These ice blocks can topple 

trees and break bridges, so would crush a Stalker in 

an instant. 

Catfish mutants appear to hibernate during the winter, 

so they will not be a threat. This appears to apply to 

Marsh Bloodsuckers and Bears too. Unfortunately, 

non-hibernating mutants become more aggressive 

due to starvation, so you will have to be extra vigilant.  

Around midnight the temperature may drop to around 

-60 degrees centigrade, occasionally even lower. 

Stalkers call this ‘The Deep Freeze.’ Being caught out 

in the open during this time can prove fatal, so staying 

indoors near a fire would be a wise choice.  

Failing this, being near a thermal anomaly will also 

work, just be careful not to get too close, as being 

burnt alive is probably worse than freezing to death.  

Speaking of thermal anomalies, winter is a good time 

to go artifact hunting in them. They will be easy to 

spot from a distance as they will melt the snow 

around them. The reduced ambient temperatures and 

heavy snowfall will make exploring them slightly less 

dangerous too. If your suit catches fire, rolling in deep 

snow should put it out. 

For obvious reasons ‘cryo’ anomalies should be 

avoided in winter.  
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Spring. 
 

 

Flooding. 

 

Much of the area in and around the Zone is low lying 

marshland, which was prone to flooding long before 

the accident of 1986.  

The exaggerated climate of the Zone after the 2006 

disaster makes floods all the more common 

nowadays. The extremely heavy snow fall in winter is 

then followed by equally extreme levels of melt water 

come the spring thaw.  

This melt water often inundates the lowest lying 

areas, leaving them submerged.  

Within these flooded areas you may find scattered 

‘islands’ of dry land. These are the tops of hills 

created by the Zone’s now undulating terrain. The 

tops of buildings may also protrude.  

These flood waters can be very dangerous for a 

number of reasons. For a start, they often become 

clogged with silt, making it impossible to gauge their 

depth. Due to the Zone’s undulating landscape, this 

depth can vary considerably.  

Water that was waist deep in one place could be 

above your head in another, so drowning is a very 

real possibility. You will not be able to see trip 

hazards either, or snags that could puncture a CBRN 

suit. 
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Basements, subterranean complexes, tunnels and 

caves may become flooded completely, making them 

inaccessible to anyone without a SCBA or SCUBA 

suit. 

The flood waters are likely to be radioactive, due to 

disturbing the fall out in the top soil. Radiation 

poisoning is then an obvious risk.  

They are also likely to be contaminated by human and 

animal waste and decaying bodies, so bacterial, 

parasitoidal and viral infections are also a problem. 

Flood waters may inundate clean water sources, 

contaminating them and rendering them useless.  

The flood waters will thus restrict the areas you can 

traverse on foot to the high ground. This will apply to 

most mutant species too. This will push both humans 

and mutants into closer proximity.  

Mutants may become more aggressive due to the 

increased competition for food, space and mates.  

People and factions that would normally give each 

other a wide berth may be forced to share the 

available space, increasing the risk of confrontation.  

As resupply will likely be difficult, competition for 

resources will increase, leading to yet more 

confrontation.  

I shouldn’t need to tell you how volatile a situation this 

can create. 

Getting from one high ground area to another will 

almost certainly require a boat, and even then, it will 

be hazardous.  
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Some mutant species will benefit from the 

floodwaters. The Chernobyl Catfish mutant, discussed 

in more detail later, will be able to roam over a wide 

area.  

The much-feared Bloodsucker mutants, which favour 

dark damp environments, will also be able to roam far 

further than normal, even in broad daylight.  

Drying out is less of a concern when there is water 

everywhere.  

Neither of these mutant species appears to suffer any 

ill effects from the contaminants in the floodwater. 

Other mutants might however, which will increase 

competition over drinkable water sources. 

On the plus side, artifacts and some anomalies will be 

easier to detect, as their movement will cause 

disturbances in the water around them. 

Thankfully, these flood waters will subside given time. 

Most seasoned Stalkers will stockpile supplies in 

advance and simply wait them out. 

NB, in the worst cases the Pripyat river may burst its 

banks, making the flooding much worse.  

Consider researching New Orleans after Hurricane 

Katrina to get an idea of how bad this can get. 
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Summer. 

 

Drought, Dehydration, Heatstroke 

and Sunburn. 

 

The average temperature for Ukraine in the summer 

is around 30 degrees centigrade.  

‘Zone summers’ are far hotter and far drier. Months 

may pass with zero rainfall, and temperatures will 

average around 45 degrees centigrade. That is as hot 

as Saudi Arabia.  

As I said before, the Zone has its own climate.  

This creates severe drought conditions. Bodies of 

water, including rivers, will dry up. As they evaporate 

the concentration of radiation and toxins in them will 

increase. Zone sourced drinkable water will become 

rare, rarer, then non-existent. The Zone’s population 

will be dependent upon what has been stockpiled, 

and what supplies can be brought in from the outside, 

and these supplies will be limited. 

Heat exhaustion, heatstroke and dehydration are all 

very real risks. Take the time to know exactly what 

these conditions are, their signs, symptoms and how 

to treat them. 

Severe sunburn is also a significant risk. Ensure you 

do not have any bare skin exposed to the sun, and 

bring the strongest factor sun block you can lay your 

hands on, just in case. 
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Generally speaking, keep to the shadows as much as 

possible. 

Around midday the temperatures may soar to above 

50 degrees centigrade.  

Stalkers refer to this as ‘The Great Burn.’  

Avoid going outside during this time unless absolutely 

necessary. That said, you will be less likely to 

encounter mutants, as they will be resting in the 

shade.  

Circumstances will dictate which is the lesser of the 

two evils. 

The temperature will usually be most comfortable 

around dawn and dusk. Unfortunately, this is when 

normally diurnal, i.e. ‘daytime’ mutants will be most 

active, for the same reason.  

Due to the increased daylight hours, which of course 

means reduced night time hours, usually nocturnal 

mutants may be out at dawn and dusk too. They do 

this to ensure they have sufficient time to hunt and 

forage. 

The up-shot of this, is that diurnal, nocturnal and 

crepuscular i.e. twilight, mutants may all be out at the 

same time, increasing your chance of an encounter.  

Read up on desert survival, exploration and warfare, 

you will need these skills. 

Artifact hunting in thermal anomalies is especially 

dangerous in the summer. Conversely, hunting for 

artifacts in cryo anomalies is slightly safer. 
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Dust Storms. 

 

Dust storms can be a problem, as winds can blow the 

dried out topsoil some considerable distance.  

These storms can reduce visibility to zero, and can 

quickly clog the filters on gas masks.  

Due to fall out, this dust may be radioactive too.  

Obviously, you should avoid going outside during a 

dust storm. If you are caught outside when one starts, 

find whatever shelter you can, stay put and wait it out.  

Stumbling around blinded by the storm will probably 

get you killed. 
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Forest Fires. 

 

These are another natural hazard that predates the 

1986 disaster. During the summer months, the forests 

in this region can become tinder dry. All it took was a 

lightning strike, or a carelessly discarded cigarette, to 

start a major fire, which could easily turn into a full-

blown conflagration. This was made worse by many 

of the trees being birch and pine, which possess 

highly flammable bark and resin respectively.  

After the 1986 accident, these fires became even 

more dangerous, as the fires may release the fallout 

from the soil. This in turn spreads the radioactive 

contamination over a wider area. A village was 

destroyed in one such fire back in 1993, and at the 

same time background radiation levels increased 

sharply. 

An additional problem is that the radiation has killed 

off most of the microorganisms in the soil, which 

prevents fallen leaves from decaying. As a result, the 

leaf litter can accumulate to much greater depths than 

it would elsewhere. When these leaves dry out, they 

become extremely flammable, which can increase a 

fire’s intensity and allow it to spread further and faster.   

Since the 2006 accident, these fires have become 

more numerous. As the summers are now even hotter 

and dryer, the forests are even more prone to 

catching fire.  
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To add to this, there are now more potential sources 

of ignition than ever. Lightning strikes are far more 

common now. Thermal anomalies can easily start 

large fires if they spawn in tinder dry areas.  

Worse yet, humans being careless with campfires, or 

using incendiary weapons and tracer ammunition can 

create multiple fires, intentionally or otherwise.  

 

Don’t be a moron by adding to the problem.  

 

Save camp fires and your smokes for safe havens, 

and avoid using the abovementioned weapons in 

these environments.  

More than one Stalker camp has been overrun by 

forest fires in the past.  

 

Don’t let the cause of the next one be you! 

 

If a forest fire does happen then avoid it at all costs, 

and put as much distance between it and yourself as 

possible. If you can put a river, lake or road between 

yourself and the fire then so much the better.  

Open ground can also work, but only if it is not 

covered by combustible materials, such as dry 

grasses. 

Keep a close eye on wind direction, as embers can 

catch on the wind and spread fire some distance from 

the flame front.  
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This can spread the fire faster than you can run, so do 

not run in the direction of the wind, lest the fire 

overtake you. Run at a perpendicular angle from it 

instead. 

Mutants will also run from forest fires, so be prepared 

for large swarms of them trying to escape the flames.  

They will be panicked, and will attack anything that 

gets in their way, but they should be too concerned 

with escape to actively hunt you. So long as you keep 

out of their way, they should ignore you.  

Once the fire has died down this may change of 

course. Displaced mutants will soon attempt to carve 

out new territories for themselves. If you are unlucky, 

this new territory will include where you are camped, 

so be especially vigilant. 
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Firestorms. 

 

If multiple fires combine, they may create a firestorm. 

Firestorms are a distinct type of conflagration, with 

different properties. I suggest you read up on these. 

The main distinguishing feature of firestorms is that 

they create their own wind system. As superheated 

air rises rapidly above the fire, a vacuum effect draws 

air in at the firestorm’s base, from all points of the 

compass. 

The speed and intensity of this inwardly rushing air 

can reach the equivalent of storm force winds.  

Moveables, i.e. anything light enough to be blown by 

these winds that is not tied down, can and will be 

sucked into the base of the firestorm at high speed. In 

this case, moveables include Stalkers. 

The increased oxygen supply provided by these 

inwardly gushing winds fuels the firestorm, enabling it 

to burn even hotter. The radiated heat around 

firestorms can reach spectacular levels, hot enough to 

combust wood, melt metal and turn asphalt into liquid.  

You can imagine what these temperatures would do 

to a Stalker. 

Thankfully, firestorms tend to be less mobile than 

regular forest fires, as the inwardly rushing air 

prevents the fire, and its embers, from spreading out. 

Once they have ignited all combustible material in 

their area they will subside. Your best defence against 

them is to keep as far away as possible.  
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Autumn. 
 

Rain, Flash Floods and Fogs. 

 

Autumn in the Zone is typically grey, wet and 

miserable. It can certainly be depressing, but it is 

actually one of the safest seasons to operate in. 

Cloud cover will likely be heavy, and it will rain often, 

however this is not usually dangerous.  

Temperatures will be cold, but well above freezing. 

Therefore, ice will not be a problem, and the risk of 

hypothermia, exposure etc. is low, so long as you are 

wearing warm clothing and waterproofs.  

There is one natural hazard to be wary of however, 

that being flash floods.  

Due to a combination of the earth being baked solid 

during the summer, the presence of large areas of 

non-permeable concrete, and drains that have 

become blocked due to a lack of maintenance, flash 

floods are common after the first rains of Autumn. 

Do not under estimate these flash floods. They may 

not be very deep, but they are very fast. Even a 

shallow, two-foot-deep flash flood is strong enough to 

sweep away a car. A Stalker would have no chance of 

resisting this.  

Secondly, these floods may carry considerable loads 

of high-speed flotsam and jetsam, which can easily 

pulverise anything in their way. 
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The water is also likely to be radioactive, as it will 

dislodge any topsoil it flows over, releasing any fallout 

contained. 

Your best defence against flash floods is to keep out 

of them and avoid getting in their way.  

In particular, stay away from low lying areas, gullies, 

culverts, canyons etc. during flash flood season, as 

you could easily become trapped in these.  

Remember, the flood will probably be moving faster 

than you can sprint, so out running it will not be an 

option. 

Thankfully these floods do not last long - only a few 

hours each, and they tend to happen only at the start 

of autumn. After the first flood or two, the ground will 

become soft and permeable, reducing the risk of 

subsequent floods. 

The other main environmental hazards in autumn are 

dense fogs. They are not dangerous in of themselves, 

but they can reduce visibility to almost nothing.  

Navigating in these fogs is very difficult, and even 

seasoned Stalkers have gotten lost in them. Many of 

those who get lost do not make it back. Your best bet 

is to simply get somewhere safe and wait them out, 

they will fade eventually. 

Mutants tend to become particularly active during 

autumn, as they attempt to ‘stock their larders’ or 

fatten up for the coming winter. The chance of mutant 

attack will be high, so ensure you are armed and 

equipped accordingly. 
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Year-round Hazards: 

 

Introduction. 

 

The following hazards are present throughout the 

year, so you must always be on your guard against 

them.  

 

They are independent of the season; however 

environmental factors may reduce or exacerbate their 

effects. 
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Earthquakes. 

 

Since the formation of the Zone, the area has become 

seismically unstable. Tremors are not uncommon, 

with almost all emissions creating one.  

Larger magnitude earthquakes are rare, but are not 

unheard of. 

One example of a larger ‘Zone-quake’ was the 6.9 

Richter scale earthquake that preceded the second 

disaster in 2006. Therefore, it is quite possible that 

such a large quake will happen again in the future.   

The usual rules regarding earthquakes apply here, so 

read up on them.  

One thing to be aware of is that many of the buildings 

in the Zone have become structurally unsound, due to 

disrepair, anomalies, acid rain etc. They are 

particularly prone to collapsing during a strong quake, 

so try to avoid these. 

One more thing, the ‘standing in a doorway tactic’ is 

not always a good idea. A doorframe may not be the 

strongest part of the building depending on how it was 

constructed.  

You are better off getting under a strong table and 

protecting your head instead. 
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Lightning Storms. 

 

Lightning storms are far more common in the Zone 

than they are in most places. Here they happen every 

few days. The chance of being hit by lightning is still 

relatively low, but the sheer frequency of the storms 

means you have to take it seriously. 

Make sure you read up on lightening safety, as this 

will prove very useful. 

Keep an eye out for the formation of ‘thunder head 

clouds’, as they are the precursors of a lightning 

storm. Thunderheads can be identified as they stretch 

up vertically into the sky. If you see them forming, it is 

time to start heading for cover. Study images of 

thunderheads to ensure you can easily recognise 

them. 

If you hear thunder, or worse yet, see lightening, get 

under cover immediately. Buildings with four walls 

and a roof are your best bet. Once inside, stay away 

from windows, and anything that may channel the 

electrical charge into the building, such as pipes, 

cables, sinks, showers, toilets, corded telephones and 

plugged in computers.  

Vehicles with metal roofs are also an option, but 

remember abandoned vehicles in the Zone are likely 

to be radioactive. 
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Do not think that just because a storm is not over 

head, that it cannot harm you. Lightning can extend 

up to ten miles laterally from the storm, into a sky that 

is otherwise clear. Ever heard of a ‘bolt from the 

blue?’ This is where the phrase comes from. 

Once the storm has passed, you should wait 30 

minutes before exiting your shelter, unless the shelter 

is radioactive or otherwise contaminated of course. 

If you are caught out in the open, there are several 

things you can do to reduce the risk of strikes.  

The main one is to avoid standing near, or worse yet 

under, any tall pointed structures such as church 

spires, cranes and pylons, as they are likely to be hit. 

Do not stand under isolated or tall trees either. Not 

only are they likely to be hit, they may well explode 

when they do.  

Don’t believe me? look it up… 

Get to low ground if possible, and avoid being the 

tallest object around, particularly if you are in open 

terrain. 

Sink into the ‘lightning crouch’, with only the balls of 

your feet touching the ground, your feet close 

together, your head tucked in and your hands over 

your ears. This will make you less likely to be hit, and 

should reduce the damage if you are. 

Lightning strikes can cause internal injuries and 

neurological damage, but the main cause of death is 

actually cardiac arrest. If a team mate is hit, CPR or a 

defibrillator might be able to save them.  
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It should be noted that out in the Big Land only about 

10% of lightning strikes are actually fatal. It would 

probably be higher here due to the hostile 

environment and lack of hospitals. Even so, 

statistically it is one of the lowest risk threats in the 

Zone. If you are in the middle of a firefight, or being 

attacked by mutants, worry about those threats first. 

It is worth noting that there are in fact two types of 

lightning strike, direct strikes and indirect strikes. 

A direct strike is exactly what it sounds like, a strike 

that hits you directly. An indirect strike is when the 

lightning bolt hits the ground and spreads outwards 

from the impact site. Perhaps surprisingly, this is 

actually worse, as this can kill multiple people.  

Remember when that whole heard of cows was 

instantly killed? That was due to an indirect strike.  

It is recommended that your team should spread out 

to at least twenty feet apart from one another to 

minimise the chance of multiple casualties, but 

remember to maintain visual contact. 

NB - you may have heard that you should ‘lay flat on 

the ground during a lightning storm’. This would be a 

very bad idea, as it would make the effects of an 

indirect strike far worse.  

This was bad advice, given out in the past by those 

that did not know better. This happens all too often 

when safety advice is concerned, and it could get you 

killed. It is often best to ignore what you learned from 

non-experts when you were growing up, and go by 

the most up-to-date information instead. 
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Anomalies. 

Introduction. 

 

As stated before, exactly what anomalies are, and 

how they are formed is still largely a mystery. Clearly, 

they are a result of the Zone, but how and why the 

Zone creates them is unclear. 

There does appear to be some sort of logic behind 

where they spawn. Electro anomalies spawn near 

electricity generators or pylons for example.  

It appears that an anomaly takes on the properties of 

what was at its spawn point when it came into being.  

How? I honestly do not know, but I hear the 

Ecologists are attempting to investigate this.  

That is not important to us right now. What is 

important, is that an experienced Stalker can make an 

educated guess about what type of anomaly they will 

encounter at a given location. 

There is a catch however, that being gravitational 

anomalies. These appear to spawn everywhere at 

random. Perhaps this is due to gravity being 

everywhere equally? Who knows… 

As you know, anomalies spawn artifacts. Exactly how 

they do this is unknown. The leading theory is that the 

anomaly alters the materials in its environment, and 

turns them into artifacts. This is summed up by the 

phrase “The Zone does not create, it mutates.” 
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Some large anomalies appear to be permanent 

fixtures, and have remained unchanged for several 

years. They are marked on maps, and are often used 

as landmarks for navigational purposes. 

Smaller anomalies often occur in clusters, or ‘anomaly 

fields’, and these fields are not static. Each emission 

appears to wipe the Zone clean of these small 

anomalies, and then spawns new ones.  

These new anomalies may not be in the same place 

or of the same type. As a result, areas that were 

previously clear of anomalies may now be covered in 

them.  

On the other hand, paths that were blocked may now 

be open for exploration. 

Some anomalies appear to have a life cycle of sorts, 

starting small, gradually growing to full size, then 

shrinking down again, until they fade out. The value of 

the artifacts they generate appears to be linked to 

this, with larger anomalies creating more valuable 

artifacts. What’s the catch? Anomalies are also at 

their most dangerous at their peak size. 

Small anomalies are almost invisible until ‘triggered.’ 

This makes spotting them directly from a distance 

extremely difficult. Experienced Stalkers instead look 

out for the anomaly’s tell-tale effects on its 

environment.  

For example, cracks and scorch marks often indicate 

a thermal anomaly. Tall grass, branches and loose 

leaves being pulled towards a seemingly empty space 

may indicate a gravitational anomaly.  
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The blood and body parts of both mutants and former 

Stalkers can also be a dead giveaway, if you will 

excuse me the pun. ‘Constant vigilance’ are the watch 

words here. 

It appears all anomalies have a small magnetic effect, 

and it is believed it is this that ‘triggers’ them.  

Throwing a ferrous, i.e. magnetic, metal object into 

them will trigger them. This will betray their location.  

Secondly, some small anomalies have a ‘recharge’ 

time after being activated. Experienced Stalkers have 

learnt to use this brief refractory period to pass 

otherwise impassable anomalies. This is extremely 

risky however, as this period lasts only a few seconds 

at most. 

Throwing non-metallic, or non-ferrous metals into 

them does not appear to trigger them, which supports 

this theory. Lead bullets will not trigger them, nor will 

the brass cases from spent cartridges. However, the 

steel cases from 7.62 x 39 and 5.45 x 39 AK pattern 

weapons will, as will steel armour piercing bullets. 

Experienced Stalkers carry small magnets with them, 

so they can test which objects are ferromagnetic, and 

which are not.  

It is suspected that anomalies are triggered by the 

iron in our blood. One Stalker got it into his head, that 

if he went on a very low iron diet for a few weeks, his 

iron levels would be so low that he would not trigger 

an anomaly. This didn’t work. Not only did the 

anomaly still activate, he was so weak from anaemia 

that he had no chance of escaping it. Do not make the 

same mistake he did.  
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Anomaly Type Guide. 

 

Anomalies come in many varieties. It would be 

pointless to try to list every individual type, partly 

because we probably have not encountered them all 

yet, and partly because they evolve over time.  

Therefore, any such list could become out of date 

fairly quickly.  

Details about specific types are best obtained from 

other, more experienced Stalkers after you reach the 

Zone. They should have first-hand, up-to-date 

knowledge of them, and advice on how to best tackle 

each type they have encountered. 

Instead, I will list the general categories the anomaly 

types fall into, as this at least is unlikely to change.  

I should point out however, that some of the anomaly 

categories listed below have only recently been 

reported. This suggests one of two things.  

Firstly, it could be they were always present, but had 

simply not been discovered before. This in of its self 

suggests our understanding of the Zone is even more 

fragmentary than we thought, and begs the question, 

“What else is in there we have yet to discover?”  

The second possibility is that they are newly evolved 

phenomena, which begs the question, “What will the 

Zone evolve next?” 

Only time will tell… 
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Thermal. 

 

Thermal anomalies are categorised by their extreme 

heat.  

The temperature within a thermal anomaly field will be 

raised to dangerously high levels, which can prove 

deadly in of itself with prolonged exposure.  

This is worse in the summer due to the already high 

ambient temperatures.  

During the winter the heat of the anomaly field can 

prove beneficial however, as it can save you from 

hypothermia, even during the midnight ‘deep freeze’ 

events. 

The area in and around a thermal anomaly field will 

often be blackened, burnt and cracked. In the winter, 

an area of melted snow will also be a giveaway. 

The location of the anomalies themselves can 

sometimes be determined by their heat haze, 

however the surrounding heat haze from the field may 

mask this. 

Thermal anomalies are most commonly encountered 

near kilns, furnaces, incinerators, fire places and 

smelters etc. 

When activated, a jet of high speed, high temperature 

flame is ‘ejected’ from them. Getting hit by this will 

almost always prove fatal.  
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If submerged in water, they may create ‘boiler’ 

anomalies.  

A boiler anomaly will heat the surrounding water to 

dangerous levels, especially so in standing water 

such as ponds. When a boiler is triggered, it will 

create a lethal plume of high pressure, high 

temperature steam. 

Mobile thermal anomalies often manifest as roaming 

fireballs, which float over an area, and move in 

seemingly random patterns. These anomalies are 

very easy to spot, especially in the dark, but their 

movements can be difficult to predict. 

A Fire Entry Suit including SCBA unit would be very 

useful for entering a thermal anomaly field.  

Small portable fire extinguishers are recommended to 

allow the rapid extinguishing of any resulting fires, 

especially so if the Stalker is themselves on fire.  

Fire blankets would also be useful for this. 

Ensure first aid kits are well stocked to treat burn 

injuries. 
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Cryo. 

 

Cryogenic anomalies are the polar opposite of 

thermal anomalies, as they are characterised by their 

extreme cold.  

‘Cryos’ have only recently been reported, suggesting 

either they have only recently been discovered, or 

that they are a newly evolved phenomenon. 

They appear to spawn near large commercial size 

refrigerators, freezers and cold storage warehouses. 

The surrounding anomaly field will be extremely cold, 

and may be identifiable from a distance by the frost, 

ice patches and icicles that will form. These can be 

very difficult to spot in the winter however, as they will 

blend in with the ambient conditions, so take extra 

care.  

The field will be even colder in the winter due to the 

already frigid conditions.  

The flip side, is that they can provide cooling shelter 

from the summer mid-day ‘great burn’ events, and 

thus prevent hyperthermia, i.e. death by overheating. 

When the anomalies themselves are triggered, a 

plume of high speed, high pressure, super cooled 

vapour will erupt.  

Being hit by this is almost always fatal, as it will flash-

freeze solid anything it contacts.  

Think what liquid hydrogen does to a flower and you 

will have the right idea. 
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If submerged in water, they may freeze the water 

around them.  

Suspicious ice formations outside of winter may 

indicate the presence of a cryo anomaly.  

Large chunks of ice floating down a river may indicate 

a cryo anomaly somewhere up stream.  

Again, during winter and the spring thaw these can be 

difficult to tell apart from naturally forming ice. 

Cryogenic protective clothing, normally worn by 

people handling liquid nitrogen, could be very useful 

when entering cryo anomaly fields.  

Failing that, thick, multilayer arctic clothing is highly 

recommended.  

Gloves and arctic boots are minimum essentials to 

prevent frostbite of fingers and toes. 
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Electro. 

 

Electro anomalies are characterised by their extreme 

electrical charge.  

They typically spawn near generators, substations, 

electricity pylons, power cables and electrical 

machinery. 

Electros are thankfully one of the most visible 

anomaly types, as they give off sparks and electricity 

arcs, which are easily noticed even from a distance.  

This is particularly true in the dark, as these arcs will 

light up the area.  

Similar to lightning strikes, these flashes can be 

handy for navigation, but they will make you visible 

too, so be wary. 

The area around electros will have a very high static 

charge. You will feel your hair standing on end when 

near one, so be alert for this. 

Electros tend to give off Electro Magnetic surges, 

which can cause electronic equipment to fail, while 

the electricity discharges may fry electronics 

completely. 

When triggered, an electro anomaly will send arcs of 

electricity out into its surroundings. Being hit by one is 

similar to a lightning strike, or an arc flash from faulty 

overhead power cables. This is usually fatal. Look up 

the effects of lightning strikes and arc flashes to see 

what an electro will do to you. Warning, it is not pretty. 
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Avoid wearing metal armour, or other electrically 

conductive materials, as they may make the effects 

worse, unless they encase your entire body. 

Be extra wary around water, as the shock may travel 

through it some distance from the anomaly, far 

outside its usual range. If spawned under water, 

assume the whole body of water is electrified and do 

not go near it. 

If someone is hit by an electro do not try to rescue 

them by hand, as you may get electrocuted yourself. 

Industrial ‘rescue hooks’ could be useful for this. If not 

available, a long handled, nonconductive object, such 

as a wooden broom, may suffice. 

Faraday suits or industrial heavy-duty level 4 Arc 

protection suits, which are usually worn by people 

operating near overhead power lines, would be very 

useful for those entering electro anomaly fields. If not 

available, then rubberised CBRN suits with thick 

rubber gloves and thick rubber soled boots should be 

used.  

Ear defenders and dark glasses should also be worn 

to protect hearing and vision. 

A portable Automated External Defibrillator or ‘AED’ 

should also be carried by one member of the team, as 

this can correct post shock cardiac complications.  

Note that electric shocks can cause significant 

internal injuries that may not be externally apparent, 

at least to the untrained eye.  

Therefore, if a team member is hit by an electro, get 

them to a doctor ASAP. 
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Chemical. 

 

Chemical anomalies are characterised by their 

extremely corrosive and / or toxic chemical makeup. 

They tend to spawn around chemical storage silos, 

industrial and medical waste dumps, sewers and may 

also be found in contaminated pools and swamps.  

They can also be found inside structures, where they 

tend to pool at the bottom of lift shafts and stairwells.  

The anomaly field often manifests as a gurgling, 

bubbling pool of liquid or sludge, which is itself toxic 

and corrosive. Thankfully, these fields are usually 

quite easy to spot from a distance. 

In addition, the field and the anomalies therein may 

give off corrosive and toxic fumes.  

As such, it is advisable to stay up wind of them, as the 

wind can carry these fumes some distance downwind. 

When a chemical anomaly is triggered, the toxic and 

corrosive material will be ejected under high pressure 

into the surroundings, further poisoning and corroding 

anything it hits. 

There is no way of entering a chemical anomaly field 

without coming into contact with the hazardous 

material.  

The trick then is to limit your exposure by avoiding the 

anomalies themselves and by getting in and out of the 

field as quickly as possible. 
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You will need a civilian HAZMAT suit or rubberised 

military CBRN suit to penetrate a chemical anomaly 

field safely.  

A full-face gas mask is required as a minimum to 

prevent you from inhaling the toxic and corrosive 

vapours, however a fully enclosed SCBA system is 

preferable. 

Once you have left the anomaly field you will need to 

be thoroughly decontaminated. Ensure your med kits 

are stocked for treating chemical burns as a 

precaution.  

Due to the range of chemical sources that spawn 

them, the chemical makeup of different chemical 

anomalies can vary considerably.  

This makes treating the toxic effects more difficult, as 

you will probably be unable to tell exactly which toxins 

are in them. Chemical detection kits may enable you 

to do so however. If you can identify the chemical, 

you may be able to obtain the antidote.  

Clearly it would be wise to test the field and obtain the 

antidote before entering it, so a preliminary recce 

mission may be required.  

I hear the Ecologists are looking into these with the 

aim of producing a range of antidotes, hopefully they 

will achieve this soon. 

NB, any water that comes into contact with a chemical 

anomaly must be considered contaminated and 

undrinkable, even with straining, boiling and 

purification, it is simply not worth the risk.  



524 
 

Gravitational. 

 

Gravitational anomalies are characterised by 

possessing intense gravitational fields. They are the 

most common type of anomaly, and appear to spawn 

at random. 

They are extremely difficult to spot at a distance, as 

they are almost invisible. Keeping a sharp eye out for 

the effects they have on their environment is a more 

reliable method of identification. 

Gravitational anomalies possess a gravity well that 

extends beyond their physical dimensions. Objects 

that enter this gravity well will be pulled towards the 

anomaly. The closer to the anomaly you get the 

stronger the gravity well will be. Get too close and you 

may not be able to escape from it. Get any closer and 

you will be pulled into it. 

Anything that enters the anomaly will be crushed or 

torn apart by the intense and shifting gravitational 

fields. Some have described this as passing its ‘event 

horizon.’ The raised gravity will cause the air pressure 

within the anomaly to increase to lethal levels, so 

barotrauma is an additional concern. 

The gravity well will cause the surrounding air to flow 

into and around it. This inwardly rushing air may carry 

dust, leaves, smoke etc. with it, which can betray their 

positions, so be on the lookout for these. 
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Watch out for tree branches, tall grasses, ropes, 

chains, cables etc. which may also be disturbed by 

the anomaly, as these too can provide clues as to its 

location. 

If they spawn underwater, they can create dangerous 

whirlpools, which can suck things into them from even 

further afield. Be very wary of these when boating 

over rivers, lakes and flooded areas. 

If they spawn above water, they will pull the water up 

towards them creating a distinctive bulge. Look out for 

these and keep your distance from them. 

There is no specific protection available for 

gravitational anomalies, since no one has yet 

invented a ‘high gravity protection suit.’ The closest 

approximation would be deep sea diving suits. While 

these might protect you from the pressure, the fact 

they weigh over 200kg makes them impossible to use 

out of the water. 

Experienced Stalkers have developed a simple, low-

tech way of avoiding being dragged into these 

anomalies.  

They tie a strong rope, cable, paracord etc. around 

their waists, and anchor the other end to a stout tree 

or other suitable structure. The length of the slack is 

then measured and ‘tied off’ to be less than the 

distance to the anomalies’ event horizon.  

This prevents them from being dragged in, and allows 

them to pull themselves hand-over-hand along the 

rope to safety. The rest of the team can also pull on 

the rope to help free them. 
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Compression injuries from the rope are still a problem 

of course, but this is a minor concern compared to 

being killed outright by the anomaly.  

More importantly, make sure the measurement of the 

slack is accurate, and always err on the side of 

caution.  

If you overestimate how much slack you will need, 

you could still get pulled in.   
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Magnetic. 

 

Magnetic anomalies are another recently discovered 

anomaly type. While all anomalies are thought to 

have a magnetic component, magnetic anomalies are 

characterised by their incredibly strong magnetic 

fields. 

They tend to spawn near industrial magnets, 

magnetic medical devices such as MRI machines and 

near large ferrous metal objects. 

Assuming you do not have any metal implants, 

pacemakers etc. then magnetic anomalies are not 

usually fatal in of themselves. However, they can rob 

you of your weapons and equipment by pulling them 

out of your hands. This is due to the fact that almost 

all tools, blades and firearms contain iron or steel 

components. 

If you are wearing items of clothing that feature 

magnetic metal parts - even something as small as a 

zip or popper - these can drag you into the anomaly.  

This probably will not kill you, but you will need to 

remove the items to be able to escape. This could 

leave you unarmed and without adequate protection.  

In the Zone this can be a death sentence, especially if 

you are a soloist.   

At the very least they present an economic threat, 

since the items will need to be replaced, which will 

obviously cost money, money you may not have. 
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Where possible try to avoid wearing items that are 

made from steel or other magnetic metals.  

Non-magnetic metals such as aluminium or non-

metallic materials such as aramid or ceramics are 

preferable.  

If you are unsure what something is made of, simply 

run that magnet we discussed earlier over it and see if 

it sticks.  

Note that similar to gravitational anomalies, they have 

an area of effect that extends well beyond their 

physical dimensions.  

They differ in that this area of affect will only attract 

metallic metals, but will do so from a much greater 

distance. 

As magnetic anomalies are almost invisible, it is easy 

to confuse them with gravitational anomalies.  

Confusing the two could get you disarmed from a long 

range or sucked in and crushed. 

To determine which is which look at their effects on 

their environment. If everything is being pulled 

towards it, it is gravitational. If only metal objects, then 

it is magnetic.  

If you get within throwing distance, try throwing a non-

metallic object, such as a stone, in its general 

direction.  

If it is pulled in, then the anomaly is gravitational, if not 

then it is magnetic. An old school compass will also 

help you to locate and identify them.  
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Psi. 

 

Psi anomalies are localised areas of intense psi 

energy. Unlike the psi auras surrounding Kaymanov 

emitters or psi mutants, psi anomalies do not have an 

easily identifiable source.  

Their effects are the same however, these being 

audio-visual hallucinations, neurological damage and 

eventually zombification or death.  

The most common are the ‘psi towers’, columns of psi 

energy which appear to extend far into the sky.  

How far they actually reach is a mystery.  

They do not appear to be affected by most materials, 

and can penetrate through buildings.  

Psi towers are unlike other anomalies, in that they are 

homogeneous, with no triggerable ‘hotspots.’  

The best defence is to get in and out quickly to limit 

exposure, while using a combination of psy-block 

meds, drugs and psi protection helmets, such as 

those made of copper or steel. 

I have heard reports of exceedingly rare mobile psi 

anomalies. These are several orders of magnitude 

stronger than psi towers, and can kill instantly.  

I understand the Ecologists are studying this.   



530 
 

Teleport. 

 

Teleport anomalies are very rare. They have only 

been encountered a few times, making it impossible 

to determine if there is a pattern to where they spawn.  

They are one of the few anomaly types that are not 

inherently harmful, and in fact can be genuinely 

useful. 

Some Stalkers call them ‘wormholes’, after the trope 

so popular in science fiction.  

Perhaps fittingly, the Ecologists have theorised that 

they may in fact be wormholes, as predicted in 

theoretical physics. 

Whatever they are, they connect one part of the Zone 

to another.  

This makes them very useful for navigation, and they 

have allowed Stalkers to access parts of the Zone 

unreachable by other means.  

Radio signals can pass through them too, making 

them useful for long range communication. 

Undiscovered teleports could be dangerous however, 

as you will not know where the other end opens out.  

It could open into the middle of an anomaly field, or 

high in mid-air. There will simply be no way of 

knowing until something goes through it to find out.  

Using drones would be a very good idea here, for 

obvious reasons. 
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Another, less glamorous, use of teleport anomalies is 

to use them as a garbage disposal.  

I am not joking. One group of Stalkers, when faced 

with such a marvel, could not think of a better use for 

it than to treat it like a bin.  

Combating idiocy such as this is one of the reasons 

this guide has been created. 
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Spatial. 

 

Spatial anomalies are, thankfully, exceedingly rare. I 

know of only three that have been encountered thus 

far. With luck, no one will encounter a fourth. 

Spatial anomalies are probably the greatest enigma of 

the Zone, and the least understood. Considering the 

extreme risk associated with studying them, they are 

likely to remain that way. 

Spatial anomalies appear to bend space in on itself, 

making their internal dimensions far greater than their 

external size. In layman’s terms, they can be bigger 

on the inside than they are on the outside. 

To make matters worse, the internal geometry of 

spatial anomalies is significantly non-Euclidian. 

Stalkers have reported walking in what they swear 

was a straight line, only to end up back where they 

started.  

Finding your way out of such a non-Euclidian 

nightmare is almost impossible. Those that become 

trapped within one will eventually die of thirst and 

starvation, or will be driven homicidally and suicidally 

insane by the impossible geometry.   

Spatial anomalies do not appear to spawn artifacts, 

so there is no reason to enter one. The problem is 

that they are both very large and completely invisible, 

so you may not realise you have entered one until it is 

too late.  
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Local knowledge is key here. If you hear of an area 

where Stalkers never come back from, without any 

adequate explanation, this may be a spatial anomaly.  

Give this area a very wide berth.  

It has been discovered recently that there is at least 

one way to escape a spatial anomaly.  

This involves possessing the exceedingly rare 

‘compass artifact.’  

How this works exactly is unclear, however back in 

2011 one was used to rescue a group of mercenaries 

who had become trapped in one. 

I hear the Stalker who located The Oasis, and 

recovered the Heart of The Oasis artifact from it, 

managed to escape the spatial anomaly there without 

a compass artifact. This is encouraging, as it 

suggests there is an alternative way of escaping from 

them.  

Unfortunately, he never revealed how he did it, and as 

I never met him personally, I have not been able to 

ask him directly. Even more frustratingly, his current 

whereabouts are unknown.  
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Temporal. 

 

Temporal anomalies, that is anomalies that distort 

time, are perhaps the rarest type of all.  

It is not clear if they even exist. I have heard a few 

rumours, but nothing reliable.  

It appears there may be two types. One which speeds 

up time within it, and one that slows it down.  

To what extent they do this, how dangerous this is, or 

if there are any useful applications for them is 

currently unclear.  

No further information is available at this time. If you 

manage to bring me conclusive proof that they exist, I 

will see to it you are handsomely rewarded.  
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Blowouts. 

 

Emissions, also known as ‘blowouts’, are by far the 

most dangerous of the Zone’s phenomena. 

An emission is an enormous release of psi energy, 

many orders of magnitude greater than any other 

phenomena so far encountered. 

They appear to originate at or near to the CNPP, the 

centre of the Zone, and radiate in concentric circles 

from there. An emission manifests as a distinct wave 

front that rolls across the landscape at approximately 

30 mph / 48 KPH. The ‘wave front’ is strongest at the 

blowout’s epicentre, and gradually grows weaker as it 

expands. Where it finally peters out, at some 30 

kilometres from the CNPP, is considered the 

perimeter of the Zone. 

An emission has been likened to a Weapon of Mass 

Destruction, and described as being ‘like a slow 

nuke.’ Anyone caught out in the open when the wave 

front hits will either be zombified or killed outright. You 

can expect to encounter many Zombified Stalkers 

after an emission has subsided. 

The wave front will sweep across the whole of the 

Zone, and the only way to survive it is to reach 

shelter. These shelters will need to be either 

underground or of substantial construction, such as 

thick metal or even thicker concrete. 



536 
 

Safe havens always have blowout shelters. Try to 

reach these when possible, as they are the safest 

shelters available. 

If these are too far away, then you will have to make 

do with whatever other shelter is available.  

These alternative shelters are far more dangerous, as 

they are not secure. You may find they are already 

occupied by hostiles or mutants. Even if the shelter is 

clear when you reach it, it will not be entirely safe, as 

you may have to defend it against mutants and 

hostiles who may attempt to follow you in. 

With the Common Consciousness destroyed, 

emissions are no longer created to order. Instead, 

they now occur periodically, roughly every twenty-four 

to forty-eight hours, however their exact timing is 

variable. This makes it difficult to predict exactly when 

the next one will start.  

It has been suggested that the interval between 

emissions effects their strength, with the longer the 

interval, the stronger the next emission. This suggests 

they are building up a charge between each one, and 

more time equals more charge. Perhaps they are 

triggered when the charge becomes too great? Who 

knows? 

As blowouts are such a grave concern, safe havens 

always place at least one sentry on ‘sky watch’ duty.  

If they spot a blowout brewing, they will sound the 

alarm, and launch flares to show Stalkers where to 

run.  
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However, you should not rely on this fully. You may 

spot an emission forming before they do, especially if 

you are closer to the centre to the Zone than they are.  

Never forget that the closer you are to the Zone’s 

centre the less time you will have before the wave 

front reaches you, and the more powerful it will be 

when it does.  

There are a number of tell-tale signs you can look out 

for which can give you advanced warning of an 

emission.  

Firstly, look out for any changes in mutant behaviour, 

such as the Crows we will discuss later. Other 

mutants too appear capable of detecting emissions 

brewing before we can. If you see them suddenly 

head for shelter for no apparent reason, then an 

emission might be forming. 

Some seasoned Stalkers claim they too can predict 

emissions, saying they get a headache before one 

starts. I’m not sure how accurate these claims are, but 

if they say they think one is coming, then head for 

shelter, just in case. 

When one starts a large cloud formation, resembling 

a thunderhead, will form over the CNPP. Wind speeds 

will increase, and lightning strikes will start.  

You will hear a deep rumble and the ground will be 

shaken by tremors.  

The sky will darken, then start to glow a deep red. 

Aurora borealis like effects will appear in the sky, due 

to the release of charged particles.  
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Electronics and communication equipment will likely 

shut down, all the more reason not to become overly 

reliant on GPS systems.  

Visual and auditory hallucinations may start at this 

point. This is normal, so ignore them as best you can. 

If one occurs at night, often the first sign will be a 

sudden brightening of the sky, followed by the events 

just described. 

You will know when the wave front is approaching, it 

is very distinctive. Since you cannot outrun it, if you 

have not found shelter by the time you can see it, it is 

probably too late. 

Psi radiation levels will start to rise sharply before the 

wave front hits, peak when it arrives, then subside 

after it has passed.  

These background psi energies can cause significant 

neurological damage, even before the wave front 

reaches you. Don’t be tempted to stay outside looking 

at the pretty light show. I know of Stalkers who risked 

doing this.  

Now they are mumbling wrecks, barely able to wipe 

their own ass. 

Note that some emissions will have multiple wave 

fronts, one hitting after the other in quick succession.  

The moral of the story here, is that as soon as an 

emission is even suspected, head for shelter and stay 

there until you are absolutely certain the emission has 

passed, and any after effects have subsided too. 
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There is one mutant type that can survive an emission 

out in the open, the Controller. More on them later. 

I would be remiss if I didn’t mention that there is one 

way to survive if caught out in the open when an 

emission hits, but it is extremely risky.  

This involves taking the experimental ‘Ana-Biotic’ 

drug. Note this should not be confused with antibiotics 

or anabolic steroids, as this is something else entirely.  

‘Ana-Biotics’ shut down parts of the nervous system, 

protecting them from psi damage. This can save you 

from the emission, but with no functional peripheral 

nervous system, you will be paralysed until their 

effects were off.  

This will leave you completely vulnerable.  

If you are lucky, you will regain the use of your body 

before mutants come out of hiding, or before newly 

Zombified Stalkers find you.  

If you are lucky… 

Since these drugs are experimental, their long-term 

effects are not known. Use these only as a last resort. 
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Psi Storms.  

 

If a blowout is like a hurricane, then a ‘psi storm’ is 

like a tornado. Their total power output is lower, and 

the area they effect is far smaller. However, as their 

energy is concentrated in a smaller area, they are 

more damaging locally. 

Unlike emissions, psi storms do not originate at the 

centre of the Zone, nor do they radiate out from the 

area in which they form. Instead, they appear to form 

in situ, and are relatively static. 

How they are formed, and what causes them to form 

where they do, is unclear. Their formation appears 

random. They are a relatively recent phenomenon, 

only starting after the destruction of the Common 

Consciousness. This suggests they are a ‘natural’ 

phenomenon. 

During a psi storm, vortices will appear in the air, 

grow, then discharge to the ground.  

Anything hit by a discharge will be killed outright.  

Anyone caught out in the open that manages to avoid 

being hit, will likely become zombified due to the 

elevated background psi levels. 

Treat psi storms as you would emissions. As soon as 

you suspect one is starting, run for cover immediately. 
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Radioactive and Chemical Fallouts. 

 

Particularly strong winds and the wave fronts of 

blowouts can dislodge radioactive particles from the 

soil and lift them high into the air. These will 

eventually fall back to earth as radioactive fallout, or 

mix with clouds to form radioactive rain, or ‘rainout’.  

When this happens radiation levels will rise sharply, 

and you are advised to seek shelter immediately.  

Make sure you have your gas mask on, as inhaling 

these particles can cause acute radiation sickness. If 

you have a CBRN suit, put this on ASAP as well. 

Toxic and corrosive material from chemical anomalies 

and contaminated ponds, lakes and rivers may also 

be lifted. After they have mixed with the overlying 

clouds, they will precipitate as chemical fallout and 

acid rain. As you may have guessed by now, this acid 

rain will not be like the pollution derived acid rain 

found elsewhere. ‘Zone Acid Rain’ can corrode the 

flesh from your bones, and can even degrade CBRN 

suits with prolonged exposure. 

Again, seek shelter immediately, and remember to 

decontaminate as soon as it is safe to do so. Note 

that hostile humans and mutants will also seek shelter 

from these fallouts, so you may have to defend your 

refuge from them. If this is likely, defend first, 

decontaminate second, as bullets, jaws and claws will 

kill you quicker than the fallout will.  
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Mutants. 

 

Introduction. 

 

‘Mutant’ is a catch all term for the fauna, and 

sometimes flora, that inhabits the Zone. As we briefly 

touched on earlier, there are many different types, 

with a range of origins. Some, such as Boars, Wolves 

and Bears are wild animals native to the area, which 

have become mutated by the Zone’s influence. Some 

are former pets or farm animals which have been 

mutated likewise. Some are even former humans, 

who spent too long in the most anomalous areas, or 

were not wearing sufficiently protective gear. 

More troublingly, some appear to be the result of 

deliberate experimentation. Worse yet, this includes 

some of the humanoid types. One can only wonder 

what these poor souls were subjected to, in order to 

create such monstrosities. Were these mutations 

deliberate, or simply the side effects of experiments 

gone wrong? I have heard reports that scientists 

based in the Zone prior to 2006 were carrying out 

experiments on prisoners.  

Perhaps these abominations were the result. 

Other mutants seem to defy all explanation, and what 

they were, or indeed even what they are now, is a 

mystery. 
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One thing we do know for sure is that almost all 

mutants are highly aggressive, with many attacking 

on sight.  

The Zone has its own distinct eco system, with many 

predator prey relationships, territorial disputes, fights 

over mates and the like. Therefore, you will commonly 

see mutants attacking other mutants. This can be 

used to your advantage, as a mutant that is attacking 

another mutant will probably be too preoccupied to 

attack you.  

Probably… 

One thing all mutants share is that they are all more 

dangerous than their natural ancestors. Their 

mutations make them more savage on the attack and 

more resilient on the defence. Even some of the flora 

has become carnivorous, poisonous, or both.  

 

It is almost like they were made for combat… 

 

The human derived mutants show significant mental 

degradation, making them less intelligent and less 

able to use tools or operate technology.  

 

Why is this and why does everything in the Zone 

mutate for the worse? 

 

One theory is that the mutagenic effects of the Zone 

are being deliberately manipulated to create 

‘weaponised’ mutants.  
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These mutants then serve as an extra layer of 

defence, making the Zone all the more inhospitable 

for anyone who might try to uncover its secrets. 

Considering what we now know about the Common 

Consciousness, I am inclined to agree with this 

theory.  

This would also explain why the mutants of the Zone 

fall into distinct categories. If they were the result of 

random mutation, you would expect every mutant to 

be unique, but this is not what we see.  

However, if you were building an Army, you would 

want distinct unit classes, with distinct abilities. You 

would want these classes to be visually different from 

one another, as this will make organising them easier.  

 

With the mutants of the Zone, this is exactly what we 

see.  

 

Remember what I said about seemingly coordinated, 

multi-species swarms?  

 

It’s all falling into place now, isn’t it? 

 

And why would the formally human mutants suffer 

from such mental degradation?  

Well, a soldier who does not think for its self is easy to 

control… 
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Animal Types. 
 

 

First, we will look at those types which ‘evolved’, if 

that is the right word, from animals. 

 

NB – I have capitalised the names of mutant species 

to help differentiate them from their natural ancestors. 

For example, bears vs Chernobyl Bears, wolves vs 

Zone Wolves etc. 

 

Crows. 

 

Crows are probably the most successful animal 

species in the Zone if going by sheer numbers. They 

have adapted very well, replacing almost all other bird 

species in the area. 

I am sure you are already quite familiar with natural 

crows or similar sized birds, and physically the 

‘Zone’s Crows’ do not appear to have been altered by 

the Zone to any great extent. 

Their behaviour however has altered considerably.  

Knowing how to interpret this new behaviour can 

provide an observant Stalker with many clues as to 

what is happening in their vicinity. 

Crows can provide potentially lifesaving early warning 

of emissions, psi storms, fall out storms and the like.  
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If you see all the Crows suddenly start to fly away 

from the centre of the Zone at speed, it is a good bet 

that an emission is on its way.  

They appear to be able to detect them before our 

sensors can, thus granting you valuable extra time to 

reach a shelter. 

They have also evolved vulture-like tendencies. If you 

see them circling over an area, it is likely they have 

found a fresh corpse, human or otherwise, and they 

are waiting to feast upon it. The term ‘Carrion Crow’ 

applies all too well here. 

If they all swoop down, it is a good indication that 

humans or major predators have left the kill.  

Should they suddenly all take off again, it is likely that 

a Razor Head boar, or other large scavenger has 

claimed the carcass and driven them off. 

By watching this behaviour, you can get an idea of 

what is happening in areas you cannot directly 

observe. 

Crows are also adept at avoiding aerial anomalies, 

therefore watching their flight paths could be useful if 

operating small drones. 

So, do not ‘stone the Crows’, they are far too useful… 

 

 

 

 

  



547 
 

Blind Dogs. 

 

These mutants are believed to be descended from the 

feral dogs that have roamed the Zone since the 1986 

evacuation.  

These feral dogs were former pets, police dogs, guard 

dogs etc. that were abandoned during the evacuation, 

and only the strongest and most resourceful survived.  

After the 2006 disaster, the Zone’s influence mutated 

these into the Blind Dogs we see today.  

It appears this mutation has robbed them of their 

sight, but has enhanced their other senses, hearing in 

particular. It is believed they may have evolved 

echolocation in lieu of vision.  

Their already keen canine sense of smell may have 

been enhanced too. Regardless of how they perceive 

the world, they are able to navigate, hunt and avoid 

anomalies without any difficulty.  

They are some of the most common mutants, and are 

encountered pretty much everywhere. Being canines, 

they can easily outrun a human, but are very poor 

climbers. Keep an eye out for areas they could not 

follow you.  

Ladders are ideal. 

Blind Dogs are pack animals, and in large numbers 

they can prove very dangerous to even the most well-

equipped Stalker.  
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This pack mentality can be used against them 

however. If you kill enough of the pack, the surviving 

members will flee.  

Some packs appear to be led by the more savage 

‘Pseudo Dogs’. These packs behave more 

aggressively, however killing the lead Pseudo Dogs 

tends to make the rest of the pack turn tail and run. 

Blind Dogs are often harassed by the far larger ‘Razor 

Head’ wild bores, which frequently steal their kills.  
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Pseudo Dogs. 

 

The origin of these beasts is less well understood. 

Genetic analysis suggests that they are actually a 

hybrid of wolf, bear and human DNA. This suggests 

deliberate experimentation, possibly pre-dating the 

2006 disaster.  

They are larger, heavier, stronger and more 

aggressive than Blind Dogs, and appear to possess 

greater intelligence. Their bite force is tremendous, 

and once they bite down, they rarely let go. 

Unlike their blind counterparts, Pseudo Dogs are 

known to possess excellent vision, especially at night. 

Their shortened snouts may indicate a less well-

developed sense of smell, but this is untested.  

Combined, these attributes make them a far greater 

threat than Blind Dogs. Thankfully, they are not as 

common.  

You may encounter them alone, in pairs or leading a 

pack of Blind Dogs. If leading a pack, target the 

Pseudo Dog first. Not only is it a greater threat in of 

itself, but killing it may force the Blind Dogs to retreat.  

Surprisingly, there have been a few instances where 

Pseudo Dogs have been domesticated. Doing so 

requires that they be hand reared pretty much from 

birth however.  

Attempting to tame an adult Pseudo Dog would be an 

ineffective endeavour, not to mention likely fatal to 

anyone who tried.  
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Psy Dogs. 

 

Psy Dogs appear to be a more evolved form of 

Pseudo Dog. Outwardly they look very similar, save 

for possessing a bright silver-grey coat, in place of the 

Pseudo Dog’s dark brown one.  

Their abilities and behaviour are markedly different 

however.  

They appear to be unique, in being the only non-

human mutant type with psy abilities.  

They are seemingly solitary animals. However, when 

on the attack they use a remarkable ability, whereby 

they create illusory copies of themselves, and send 

these copies into attack.  

It is unclear if these copies are solid manifestations, 

or simply hallucinations. Whatever they are, they do 

appear to be associated with bodily harm.  

Again, it is not clear if it is the copies doing the 

damage, or if the Psy Dog is doing it via a ranged psy 

attack. The latter theory would imply the copies are 

being used only as a distraction.  

Another theory is that the person’s own body causes 

the damage via some sort of psychosomatic process.  

It is impossible to tell at present which, if any, of these 

hypotheses are correct. 

Shooting the copies causes them to vanish, only to be 

replaced by another one a moment later.  
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Killing the Psy Dog will cause all copies to vanish 

instantly, and for good. Determining which is the real 

psy dog can be tricky however.  

Generally speaking, the Psy Dog that is the furthest 

from you, and hanging back from the attack will be the 

real one, so aim for that.  

Stalkers have reported suffering from other visual 

disturbances when a Psy Dog is nearby. Although this 

may be disorientating, it can serve as an early 

warning, so be aware of it. 

They are arguably the most dangerous canid mutant, 

thankfully they are also the rarest.  

It has been speculated that the human 

experimentation program that resulted in the 

humanoid psy mutants, which we will discuss later, 

may have been responsible for the creation of the Psy 

Dogs too.  

Perhaps they were trying to create a psy canine as a 

bio weapon? If this is the case, it would suggest that 

Pseudo Dogs were intended only as a precursor to 

the Psy Dog, with the Psy Dogs being the desired end 

result.  

This would explain why Pseudo Dogs possess partly 

human DNA, since it appears that only human, or at 

least partly human, derived mutants have psy 

abilities. It is suspected that Psy Dogs possess a 

greater proportion of human DNA than Pseudo Dogs, 

and this may have ‘unlocked’ these abilities.  

Any tissue samples should be taken to the Ecologists 

for genetic testing. They will likely pay well for them… 
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Zone Wolves. 

 

The ‘Zone Wolf’ mutants appear to be descended 

from Eurasian wolves native to the area.  

Compared to natural Eurasian wolves, Zone Wolves 

are larger, stronger and possess an even greater bite 

force and proportionately larger canine teeth.  

Large specimens, typically a pack’s alpha pair, may 

weigh over 90kg. Even typical specimens may weigh 

over 60kg. This puts them in the same size range as 

the extinct dire wolf, the largest natural canid on 

record. 

In terms of behaviour, they remain much the same as 

their wolf ancestors, however they are far more 

aggressive. As with natural wolves, they are superb 

pack hunters, and their attacks are well planned and 

well-coordinated.  

Their senses are very keen, possessing acute 

hearing, clear night vision and an exceptional sense 

of smell. This makes them unmatched trackers, and 

hiding from them is unlikely to be effective. 

Their stamina is almost limitless. If they feel they 

cannot overpower something right away, they will 

often chase it for hours on end until it weakens from 

exhaustion.  

And when they run, they run far faster than any 

human ever could, so out running them will not be an 

option.  
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A pack can easily overpower even the most well-

equipped Stalker, so be wary. If attacked, try to climb 

to high ground where they cannot follow, then target 

the alpha pair. Killing the alpha pair may cause the 

rest of the pack to withdraw, or at least become less 

coordinated. 

Their attributes of size, speed, endurance and 

numbers, combined with the intelligence to use these 

qualities effectively, makes them one of the Zone’s 

top predators. A pack will prey upon anything they 

can overpower.  

The only mutants they tend to avoid hunting are the 

Zone’s larger, solitary apex predators, such as 

Chimeras, Bears and Pseudogiants.  

They appear to favour the more rural regions of the 

Zone and tend to keep away from built up areas. 

For what should be obvious reasons, try to avoid 

entering a pack’s territory unless you have no other 

options. 

This may be easier said than done however, as a 

pack’s territory can be very large, and getting from 

one built up area to another without crossing into pack 

territory may prove very difficult. This is especially 

true if you are unsure where the pack’s boundaries 

lie. Keep a sharp look out for tracks, scent marks, 

dung etc. that may indicate they have been in the 

area recently. 

If you must cross known pack territory, then I 

recommend you do so only as part of a large well-

equipped group, and never at night! 
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‘Flesh’ Pigs. 

 

The ‘Flesh’ mutants are descended from 

domesticated farm pigs. After the evacuation of 1986, 

many pigs escaped their now abandoned farms and 

survived and bread in the wild. After 2006 these 

survivors and their descendants were mutated by the 

Zone into the Flesh mutants we see today.  

“Why are they called Flesh Pigs” you may ask?  

Because Stalkers eat them. They taste better than 

they look. ‘Zone pork’ and ‘Chernobyl bacon’ are 

considered local delicacies. 

They are one of the least dangerous mutants you will 

encounter. They are not especially aggressive and 

can be scared off. They are also one of the slowest, 

being one of the few mutants a human can out run.  

They are not especially bright either, and you may 

see them stumbling into anomalies. I suspect they 

only survive as a species due to having such a high 

birth rate, since they are certainly not very survivable 

as individuals. 

You may encounter small herds of Fleshes being led 

by the more aggressive and intelligent ‘Razor Head’ 

mutant. These Fleshes will be more aggressive and 

confident, however killing the Razor Head may cause 

them to flee. 
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‘Razor Head’ Wild Boars. 

 

The ‘Razor Head’ mutants are derived from the wild 

boars native to the region. 

Compared to Flesh Pigs they are larger, stronger, 

smarter, faster and far more aggressive. They are 

much more of a threat to a Stalker and should not be 

underestimated. 

Mutations have made them far larger and more 

predatory than their natural ancestors. For example, 

their trotters have elongated and sharpened to 

resemble claws.  

In addition, they have grown an extra pair of fighting 

tusks for a total of four, all of which are longer and 

sharper than they were before.  

Attacks by either weapon can disembowel an unwary 

Stalker. 

They occupy a mid-level in the Zone’s food chain, or 

more properly food web, alongside Pseudo Dogs. 

This puts them above Blind Dogs, but below Wolves, 

Bears and Chimeras. 

Although they can be active hunters, they prefer to 

engage in ‘kleptoparasitism’, i.e. ‘parasitism by theft’. 

They often drive lesser carnivores, such as Blind 

Dogs, from their kills in order to steal them.   

They are also superb scavengers and will eat pretty 

much anything.  
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Be very wary after a battle, as Razor Heads are sure 

to home in to feast on the dead bodies.  

Keep well away from them if they do, as they will not 

hesitate to attack if you get too close.  

Therefore, after a battle loot quickly then leave the 

area. Never linger. 

Due to their diet, which often includes rotting flesh, 

their mouths are loaded with bacteria. These bacteria 

can cause lethal infections if you are gouged. Ensure 

all wounds are cleaned thoroughly and treated with 

broad spectrum antibiotics ASAP. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



557 
 

Tarks (Wild Horses) 

 

Tarks are believed to be derived from the wild 

Przewalski's horses that are indigenous to the area. A 

common name for this horse species is ‘Takhi’, and it 

is believed the name ‘Tark’ comes from this. 

The wild horse population increased after the 1986 

evacuation, as there were no longer any humans 

around to bother them.  

Sadly, their numbers reduced drastically after the 

2006 disaster. The few that survived mutated into the 

Tarks we see today. 

Tarks are fairly timid and rarely encountered. They 

inhabit the rural regions of the Zone and tend to keep 

well clear of built up areas. If you should encounter 

one, just keep out of its way, and it will keep out of 

yours. 

I shouldn’t have to say this, but don’t try to ride one!  

I have heard of one adventurous Stalker who fancied 

himself a cowboy. He thought he could tame a wild 

Tark, so he tried to ride one. The Tark had other ideas 

however, and trampled him to death. 
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Chernobyl Catfish. 

 

Chernobyl Catfish mutants are derived from the Wels 

catfish, sometimes known as ‘Sheatfish’, which are 

native to the region. 

The first thing to note is their size, they are huge! 

The Wels Catfish is one of the world’s largest 

freshwater fish species, and the Chernobyl Catfish 

mutant is just as large.  

Specimens reaching 2.75 meters in length and 127kg 

in weight have been reliably witnessed. Unconfirmed 

reports suggest they may grow considerably larger. 

The mutation has made the Chernobyl Catfish 

significantly more dangerous than their natural 

cousins.  

Behaviourally they are far more aggressive and have 

become the apex predators in both free-flowing rivers 

and standing bodies of water.  

They are highly predatory and territorial, and will 

attack anything that enters their territory, including 

other Cat Fish mutants. Small prey will be swallowed 

whole, whilst larger prey will be dragged under until it 

has drowned.  

Simply being near to water is no less dangerous, as 

they regularly beach themselves, much like killer 

whales, to drag their prey from the shore.  

They have also been known to capsize boats, in order 

to eat their occupants.  



559 
 

Their attacks are sudden and fast. Worse, you will not 

see them coming due to the murky water. 

Their morphology has altered to better suit their more 

predatory lifestyle. Their front fins have developed 

into rudimentary limbs, allowing them to move over 

land. This helps them attack prey at the shore and 

allows them to move between bodies of water. They 

are quite ungainly on dry land, so you should be fine if 

you keep your distance.  

Do not underestimate this distance however.  

The ‘barbels’ on their upper jaw have elongated and 

strengthened to act as tentacles, which they can use 

to snare prey and drag it into their cavernous mouths. 

Their skin, including their barbels, secretes a toxic 

slime which is dangerous to touch. When threatened 

they can produce this slime in prodigious quantities, 

similar to hagfish, and this can poison the water 

around them.  

Due to their habit of resting on the river bed, amongst 

the radioactive silt, they are usually highly radioactive 

themselves.  

Needless to say, you should not try eating them! 

Under water they hunt via smell and by detecting 

vibrations. When attacking prey on the shore they rely 

on sight. Eye shine when a torch is directed at them 

indicates the presence of a tapetum lucidum, which 

suggests they have good night vision. 

During the summer droughts they will bury 

themselves in the mud and create a mucus cocoon.  



560 
 

In this cocoon they will hibernate, much like a lung 

fish, until the autumn rains reanimate them. 

Some Stalkers have reported a second sub species of 

Chernobyl Catfish, one that is able to generate 

electric shocks, much like an electric eel. Whether this 

is true or just a tall tale is unclear at present. 

Your best defence against them is of course 

avoidance. However, if you must go near water, or 

even worse, enter it, it is recommended that you 

throw explosives, such as grenades, into the water 

first. The underwater blast may stun them or drive 

them off, at least temporarily. 
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Cat Mutant. 

 

The imaginatively named ‘Cat Mutants’ are 

descended from the Eurasian Lynx, a large wild cat 

native to the area. Specimens can reach up to 75cm 

tall at the shoulder, and weigh as much as 35kg, 

making them significantly larger than a domestic cat. 

Natural Lynxes’ are formidable predators, known to 

take down deer weighing over 150kg. 

Cat Mutants are even more fearsome. They are 

larger, heavier, far more aggressive and have no fear 

of man. They will happily attack any Stalker they 

encounter. After dark they have been known to sneak 

into even well defended built up areas in order to stalk 

for prey. 

Being felines, they are superb climbers and jumpers. 

Trying to escape from them by climbing will not work. 

They can easily out run a human over short 

distances, so running will not help either. 

One major difference in behaviour compared to their 

lynx ancestors, is that Cat Mutants sometimes hunt in 

packs, or should that be prides?  

Clearly this makes them far more dangerous. Their 

pack tactics are less sophisticated than Zone Wolves, 

instead they behave like a mob of individuals.  

The downside of this is that since there is no leader or 

‘alpha’ in the mob, there is no one individual that can 

be killed to disperse the pack. All members will have 

to be dealt with equally. 
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Their main difference in biology compared to that of 

natural lynxes, is that Cat Mutants possess a pair of 

tusks or barbs on the sides of their heads.  

These are highly venomous.  

This venom can be fatal to humans if anti-venom is 

not administered quickly.  

This anti-venom is synthesised by the scientists of the 

ecologist faction, but supplies are limited, as their labs 

lack the facilities for mass production. 

Cat Mutants are very stealthy, particularly if hunting 

alone. They tend to stalk their prey until they close to 

within dash distance.  

Alternatively, they may hide in wait amongst thickets 

and bushes, pouncing on prey that gets too close.  

Remember to always keep your wits about you and 

be mindful of your surroundings. 
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Rats. 

 

Rats have adapted well to the Zone, with little in the 

way of mutation. This is hardly surprising since rats 

have always been great survivors. 

Individually they are not a problem, as they are easily 

scared, which will cause them to scurry away and 

hide. However, if encountered in large numbers they 

can pose a serious threat.  

And I do mean large numbers!  

They have reproduced in great quantities, and a 

swarm of Rats can be over a hundred strong. If you 

encounter a swarm, your best defence is to get high 

above them where they cannot reach you, then take 

them out with grenades. Shotguns, especially if 

loaded with birdshot, are useful as well.  

They are afraid of fire, so dropping a lit Molotov 

cocktail on them will disperse the swarm, for a short 

while at least. Use this brief reprieve to make your 

escape. 

They avoid coming out in the open, as they are fearful 

of being predated upon by other larger mutants. Be 

wary of opening sealed buildings, or rooms therein, as 

you may well find a swarm of Rats comes pouring out. 

They are primarily scavengers and have no qualms 

about eating rotten meat. Therefore, like boars they 

may contain dangerous bacteria in their bite. They are 

also carriers of disease, so try to limit your contact 

with them.  
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‘Tushkano’ Rodent. 

 

Stalkers ironically name these horrid little beasts 

‘hamsters.’  

Don’t let the name fool you however, there is nothing 

cute or cuddly about them. Think of a shaved rat 

crossed with a gremlin and you will have a good idea 

of what they look like. 

It is not clear exactly what sort of rodent they once 

were. It has been suggested they may have been lab 

animals, possibly Jerboa’s or lab rats. 

Individually they are more of a nuisance than a threat, 

however in large groups they can be dangerous. This 

is especially so in confined spaces.  

Unfortunately, they tend to live in large groups either 

inside buildings or underground, so chances are that 

when you encounter them, it will be when they are at 

their most dangerous. 

They eat Rats individually and gang up to take down 

larger mutants. If caught on their own, they are prey 

to most other mutants that can catch them. 

Note that they are very fast, able to outrun most other 

mutants and Stalkers alike. 

If you get a ‘Tushkano problem’, a shotgun loaded 

with buck or bird shot is a good solution. 
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Chernobyl Bears. 

 

‘Chernobyl Bear’ mutants are derived from Eurasian 

brown bears native to the region. Compared to natural 

bears, the ‘Chernobyl Bear mutants’ are slightly 

larger, but far more aggressive. Unsurprisingly this 

makes them one of the Zone’s apex predators, 

sharing the position with the nocturnal Chimera. 

As you would imagine they can easily overpower any 

Stalker. The blunt force from a swipe of their fore 

paws can easily cave in a skull, while their claws can 

just as easily disembowel.  

What might come as a surprise however is just how 

fast they can run. Brown bears can reach 35 mph, 

faster than a race horse, and Chernobyl Bears are 

just as swift.  

Running will not be an option for obvious reasons.  

They are poor climbers, so escaping by getting above 

them will work - for a while.  

Unfortunately, they appear to possess infinite 

patience. If you climb a ladder to escape them, they 

will simply wait you out, for days on end if need be. If 

you become trapped like this, thirst may well kill you 

before the Bear does. 

Fighting them is no less difficult, as they can survive 

an enormous amount of damage, far more so than 

natural bears. If you are forced to engage them, use 

heavy weaponry. Grenade launchers and RPGs are 

the most reliable one-shot-kill. 
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Be especially careful around the time their cubs are 

born, as protective mother Bears are even more 

aggressive than usual.  

Avoid known dens sites at all costs! 

Chernobyl Bears often mark their territory by leaving 

claw marks on trees. If you see these, it would be 

wise to turn back. 
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Chimera. 

 

If Chernobyl Bears rule the day, then Chimeras own 

the night. These nocturnal horrors appear to be a 

combination of bear, human and lion DNA. The lion 

DNA appears to dominate, as their general behaviour 

and appearance is very cat like. 

They are solitary hunters, and fiercely territorial, so at 

least you will not have to face more than one of them 

at a time. Their hunting territories are very large, so 

they are thankfully quite rare. 

For such a large animal, they are surprisingly stealthy. 

Their cat like body plan allows them to crawl very 

close to the ground, and the pads on their paws make 

them almost silent.  

You may not be aware of their presence until it is too 

late. 

They possess excellent night vision and acute 

hearing. As such, spotting and tracking their prey from 

a distance at night is no problem for them.  

They will definitely be aware of your presence that’s 

for sure. 

Their preferred method of attack is to stalk their target 

from behind until they get into pouncing range. They 

are able to cover considerable distance with their 

pounce attacks, and if it hits you, you are finished.  
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The impact of a 200kg animal slamming into you at 

over 30 MPH will probably finish the fight there and 

then. 

If you survive this, you still have their teeth and claws 

to contend with. Their sickle like fore claws are 

considerably longer and stronger than those of either 

a bear or a lion, and can penetrate soft body armour 

with ease.  

Similar to the Chernobyl Bear, the blunt force of a 

paw swipe can be enough to kill, even without 

penetration. Therefore, hard body armour will not help 

much either. The immense bite force from their 

primary head can crush a skull with ease.  

I say ‘primary head’, as some specimens have more 

than one! Whether this is intentional, or a mutation 

caused by radiation is unclear. It has been suggested 

that one head is dominant, and destroying it may alter 

the beast’s behaviour as the second brain takes over. 

To kill a Chimera by head shots requires both brains 

be destroyed, a very difficult task. 

Killing them by shots to the body is equally 

challenging, due to the sheer amount of damage they 

can sustain before dropping.  

Recent autopsies have shown they possess multiple 

organs, nervous and circulatory systems. This gives 

them significant ‘redundancy.’ If you destroy one heart 

for example, the other takes over.  

Their circulatory system is also highly distributed, 

consisting of a vast number of smaller, quick clotting 

blood vessels.  
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This makes them highly resistant to bleeding out.  

As with Chernobyl Bears, high powered weaponry, 

and especially explosives, are your best bet if you 

have to face one. 

The wisest survival strategy is avoidance. Since they 

are nocturnal, you can do this by staying put in a safe 

haven at night.  

Hopefully the sentries will not fall asleep on the job. 

The fact Chimeras combine multiple DNA strains, 

including human, suggests these too were 

deliberately created.  

Perhaps they are a product of the same program that 

created the Pseudo and Psy Dogs. We can only hope 

that the 2006 disaster disrupted their experiments 

before they could create a ‘Psy Chimera’ or similar.  

Such a beast would be a truly terrifying foe. 
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Humanoid. 

 

More troubling than animal mutants, are those that 

were once human.  

Some of these appear to be humans that were 

mutated ‘naturally’, if that is the right word, by the 

Zone, either due to long term exposure to anomalous 

areas, or due to being hit by blowouts, psy storms and 

the like. 

Others appear to be, at least in part, the result of 

deliberate experimentation. This suggests that these 

particular mutants may have been created before the 

2006 disaster. 

We will go through each type in turn below.  
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‘Zombified’ Stalkers. 

 

Humans who have suffered neurological damage due 

to psi fields are said to have become ‘Zombified.’  

This is in reference to their impaired higher brain 

functions, which causes them to wander the Zone in a 

‘zombie like state.’ 

There are many ways these psi fields can be 

generated, including; Blowouts, Psi-storms, Psi 

anomalies, Psi mutants - such as the ‘Controller’, or 

created artificially by man-made ‘Kaymanov emitters’ 

- such as the ‘Brain Scorcher.’ The source of the psi 

field is largely irrelevant, as the end result is much the 

same – ‘Zombification’. 

These poor souls have lost most of their humanity, 

along with their higher brain functions. All that 

remains intact is instinct. 

Biologically they remain human, at least to start with. 

However, as they wander aimlessly, they may enter 

anomalous areas without protection, which could lead 

to subsequent mutation. 

Behaviourally they are highly aggressive, and will 

attack other non-zombified humans on sight. Most are 

still able to use firearms, at least the ones they were 

most familiar with. It has been suggested they are 

operating on ‘muscle memory,’ autopilot if you will. 

They have not been observed looting or swapping 

weapons, suggesting they are not really thinking 

about what they are doing. 
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Their level of threat is largely determined by their 

numbers and what weaponry they are equipped with.  

They rarely aim effectively, as they tend to fire from 

the hip. Even so, they can still be quite dangerous if 

armed with automatic weapons and encountered in 

large numbers, as then their sheer volume of fire can 

prove deadly.  

They have very little hazard perception and will often 

blunder into anomalies.  

Their situational awareness is similarly impaired, 

leaving them only dimly aware of their surroundings.  

An alert Stalker will usually get the drop on them.  

Sniping them from a concealed position with a 

silenced weapon is especially effective.  

This is especially true for ‘neutralising’ whole groups 

of Zombified stalkers. Since Zombified Stalkers 

generally do not react when other Zombified Stalkers 

near them are killed, a skilled shot could take out the 

whole group, one-after-the-other, without triggering a 

response from them. 

They appear to be aware of other Zombified Stalkers, 

as they tend to travel in groups.  

Perhaps some residual instinct compels them to seek 

out others that are like them? 

However, due to their reduced mental capacity, they 

are unable to coordinate with each other in any 

meaningful way. 
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Thus far, Zombified Stalkers have not been observed 

acting hostile towards other Zombified Stalkers, 

despite them being hostile to everything else. This 

sugests they are able to tell apart Zombified Stalkers 

from their non-zombified counterparts.  

How they do so is unclear. Attempts by Stalkers to 

bypass them peacefully, by moving, sounding and 

acting like Zombified Stalkers themselves, have met 

with mixed results. 

They have been seen congregating around fires or in 

buildings to take shelter from the rain. When in groups 

they occasionally mumble incoherently. Whether they 

are actually trying to communicate with each other is 

up for debate.  

Zombified Stalkers are frequently encountered after 

blowouts. Many of these will be former Stalkers who 

tried to reach a shelter but didn’t reach it in time.  

As such, they frequently make a bee line towards 

these shelters. Perhaps some part of their shattered 

minds still associates these shelters with safety, not 

realising it is already too late. Therefore, you can 

expect small swarms of Zombified Stalkers to attack 

blowout shelters after each emission. 

They can be easily outrun, as they walk with a slow 

stumbling gait. This gait allows Stalkers to distinguish 

them from non-zombified humans at a distance. Avoid 

walking like this yourself, no matter how exhausted or 

injured you may be.  

A Stalker who thinks you may be a Zombie is likely to 

shoot first, investigate second!  
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If having to face Zombified Stalkers head on, try to 

engage from a distance with scoped weapons. They 

are too inaccurate with their weapons to return 

effective fire.  

Secondly, they do not make use of cover. Instead, 

they stumble towards you, hip firing as they go. This 

makes them easy targets.  

Keep in mind that they are not the undead beings of 

Hollywood and folk lore, so shots to the body will work 

just fine.  

Remember however that they do not feel pain, so you 

may have to hit them several times to drop them. 

Regrettably, you may have to fight Zombified Stalkers 

who were former friends. Emotionally this can be 

hard, but remember that whoever they were, their 

personalities and their memories, were all erased as 

soon as they became zombified.  

You may recognise them, but they will not remember 

you.  

The neurological damage is irreversible, and their 

aggression cannot be controlled.  

Considering this, terminating them is an act of 

kindness.  
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‘Zombies’. 

 

Prolonged exposure to psi fields can damage a 

person’s mind to the point they become incapable of 

even the most basic thought or tool use.  

Zombified Stalkers that survive long enough will 

usually regress into these husks, which Stalkers call 

‘Zombies.’ 

They are not the virus carrying walking corpses of 

Hollywood of course, but the way they act they might 

as well be. They will wander aimlessly around the 

Zone, seemingly oblivious to their surroundings, until 

they spot a human. Then they will stagger towards 

their target and attempt to hit, bite and claw at it. 

They are often emaciated, so not particularly strong. 

A well-trained Stalker will likely be stronger, however 

‘Zombies’ are relentless and do not feel pain or fear.  

They do not appear to notice wounds, no matter how 

grievous. Even a lost limb will not deter them, and 

they will continue to attack until they bleed out or are 

outright killed.  

Head shots and decapitation will of course put them 

down instantly. 

Zombies are easily avoided if encountered out in the 

open. They are slow, cannot climb and appear 

incapable of swimming. 



576 
 

Their hazard perception and situational awareness 

are effectively absent. This can be used to your 

advantage.  

Once one has noticed you, position yourself so that 

there is an anomaly between it and yourself, and it will 

walk straight into it. 

This trick also works with bodies of water, which they 

will walk into to reach you. Once they are out of their 

depth, they will drown, assuming a Catfish does not 

get them first. 

Do not underestimate them however, if you encounter 

them in enclosed spaces. Here they can be very 

dangerous, especially if there are a lot of them. They 

can overwhelm a Stalker in these circumstances by 

sheer weight of bodies.  

A semi-auto shotgun with a large capacity drum mag 

could be a life saver here. 

Be aware of their bite. Although they do not carry any 

fictional ‘zombie plague’ the human mouth is a sea of 

bacteria, and it is not like Zombies practice dental 

hygiene.  

A bite that breaks the skin could easily cause a 

serious staph infection. Untreated this would kill you 

just as surely as any ‘zombie virus’.  

At least you wouldn’t reanimate afterwards I 

suppose… 
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Izloms. 

 

‘Izloms’, sometimes known as ‘fractures’ are another 

type of mutated human. Judging by their appearance, 

it is likely they were once residents of the area, who 

refused to evacuate after the 2006 disaster.  

They then became trapped in the Zone. Over time, 

exposure to the Zone without adequate protection 

caused them to mutate into what they are now. 

Physically they remain mostly human, but with a 

number of deformities. The most notable being their 

forelimbs, which have elongated to considerable 

lengths, and their fingers, which have become claw 

like. In some specimens only one limb has elongated.  

I say ‘forelimb’ as their deformed posture causes 

them to walk on all fours, somewhat like an ape. 

They are one of the less threatening mutant types, 

and appear to retain some degree of sapience. They 

can be heard mumbling in what sounds like human 

speech, mostly in Russian or Ukrainian as you would 

expect. On occasion they have even attempted to 

communicate with Stalkers, usually simple requests 

for food or clean water. They have been known to 

steal food from Stalker’s camps if they get the 

opportunity. 

If you encounter one, the easiest way to get rid of it, if 

you do not wish to expend ammo, is to throw some 

food in its general direction.  
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Typically, they will retrieve the food and then retreat to 

a safe place to consume it. 

If you do have to engage one, any firearm will work, 

as they are not especially fast or resilient.  

Be wary of engaging them in hand-to-hand combat 

however.  

Although they are not especially strong, their 

elongated arms give them a considerable reach 

advantage.  

Their clawed hands can pierce flesh, although they 

would struggle to puncture even soft body armour.  

The hiking pole with spear tip attachment I referenced 

earlier would be very useful here. 
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Snorks. 

 

Snorks are another formally human mutant type that 

walks on all fours, however this is where the 

similarities to Izloms end. 

It is believed they were once Ukrainian soldiers that 

became stranded in the Zone after the 2006 invasion 

attempt. Abandoned to wander deep in the Zone 

without adequate protection or training, they too 

mutated over time. 

What they mutated into is something far more 

horrifying than the generally timid Izloms. 

Their all fours movement is anything but slow or 

awkward. They demonstrate extreme agility and 

speed, easily keeping pace with a sprinting human. 

They attack their prey by pouncing, and can cover 

considerable height and distance when doing so. The 

speed of their pounce is startlingly quick, and the 

impact force this generates is guaranteed to knock a 

Stalker clean off their feet, probably winding them in 

the process. 

Autopsies have shown extensive lengthening and 

thickening of the tendons in their ankles. This allows 

them to store energy like a spring, then explosively 

release it all in a split second. This is what powers 

their incredible leaps. 

The name ‘Snork’ comes from the appearance of their 

gas masks. 
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The troops who participated in the raid were all 

instructed to wear gas masks, due to the radiation. At 

least the powers that be got that right.  

Shame they didn’t know about the other effects of the 

Zone at the time… 

Anyway, the gas masks issued at the time had a 

breathing tube connecting to the filter. As the poor 

souls mutated, their faces permanently fused with 

their masks, and then grew into the tube. This created 

a trunk or ‘snorkel’, from which the mutants got their 

name. 

Their senses evolved to match their new condition. 

Vision, obscured by the dirty and scratched lenses of 

their masks, atrophied. To compensate, they 

developed an acute sense of smell, aided by their 

‘trunk.’ This makes them superb nocturnal predators.  

By day they tend to reside in lairs, either within large 

buildings or underground. 

In addition to being superb jumpers, they are 

accomplished climbers. Be careful of them dropping 

down upon you from roofs, girders and the like. 

It is speculated by some that their mental capability is 

degrading over time, leaving them more and more 

bestial.  

To support this hypothesis, they have stated the 

following; 

The first Snork encountered, back in 2007, attacked 

and killed an Army officer near the perimeter of the 

Zone, using the rusty remains of a shotgun as a club.  
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Although the Snork made no attempt to fire the 

weapon, it did at least exhibit some capability of tool 

use. Snorks encountered later have not shown any 

inclination towards tool use however. 

These more recently encountered Snorks have been 

reported attacking their prey with kicks, not unlike the 

kicks they were taught when they were still human 

soldiers. This suggests they retained some memory of 

their training, even if it was only muscle memory. 

The most recently encountered Snorks have not been 

observed doing this. Instead they attack by 

pummelling, clawing and biting, with an animalistic 

ferocity. 

Another often cited example is where Snorks choose 

to live. The earliest encountered Snorks tended to 

favour man-made structures, whereas recently 

encountered specimens are often found in caves and 

other natural environments.  

It has been suggested this is evidence of them losing 

their last vestiges of their humanity. As such treat 

them as you would a wild predatory animal, as 

nothing of their humanity remains. 

You might have noticed I said attack their ‘prey’ and 

not ‘their target.’ This was deliberate. If a Snork kills 

you, it will eat you.  

And since they were once human, this technically 

makes them cannibals.  
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Controllers. 

 

The ‘Controller’ mutant is one of the most intelligent 

mutant types, and by far the most dangerous. 

Controllers are the result of clandestine experiments 

conducted on prisoners prior to the 2006 accident.  

It appears these experiments were investigating latent 

psi abilities, such as telepathy. I will not pretend to 

understand all this, I’m not a scientist, but evidently 

‘psi’ is real, and the experiments worked. 

Controllers look more or less human, but can be 

identified by their enlarged cranium and neck 

muscles. Most appear to be incapable of turning their 

head side to side. Their clothes are generally quite 

ragged, presumably either what they were wearing 

when experimented upon, or scavenged from dead 

Stalkers.  

In terms of strength and size, they remain much the 

same as normal humans. However, like many 

mutants, they do not appear to feel pain.  

They appear to retain much of their humanity, and 

have been known to communicate with Stalkers -

telepathically. This communication is limited, 

generally threats and warnings to stay away, but this 

is more than what most other mutants are capable of.  

They are generally hostile and territorial, and will 

attack anyone or anything that gets too close or 

invades their lairs.  
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Their lairs are often ‘decorated’ with keep sakes, 

lamps, mattresses, furniture etc. scavenged from the 

environment. Some Stalkers have found this quite 

unsettling, since it implies that these mutants are still 

on some level, human.   

Their psi abilities are what makes them so dangerous. 

They emit a psi field which causes neurological 

damage to anything that gets close to them.  

They also possess a more powerful, longer range 

directed psi attack, which can kill an unprotected 

human in an instant. You may hear a high pitched 

‘whine’ just before this is used. If you hear it, break 

line of sight immediately.  

NB - this whine is much like tinnitus, in that it is in 

your head, and not a sound per se.   

They are able to generate auditory and visual 

hallucinations. Afflicted Stalkers have reported 

thinking that they were surrounded by their friends, 

when in fact they were surrounded by Zombies.  

Others have claimed they thought they were walking 

across an open plain, when in fact they were about to 

walk over a ravine.  

Other times friends have been perceived as enemies, 

causing deaths by ‘friendly fire.’  

At very close range, they have been known to hijack a 

Stalker’s nervous system, forcing their victim to 

commit suicide. 

With prolonged exposure, their psi field can turn 

humans into the aforementioned Zombified Stalkers.  
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Worse yet, the Controller is then able to exert mind 

control over them, using them to do its bidding.  

This is where the ‘Controller’ name comes from. 

They are also able to use mind control on lesser 

mutants. If you see a mixed species swarm of 

mutants and Zombified Stalkers, moving and acting in 

a seemingly coordinated fashion, it is almost certain a 

Controller is nearby, and this is his ‘Army.’  

These swarms can be extremely dangerous. Even 

heavily fortified compounds have fallen to them. 

Worse yet, the defenders will also become zombified 

as the Controller gets close and will join the attack.  

Killing the Controller will cause this coordination to 

disintegrate. The members of the swarm will either 

break up and disperse or will start fighting amongst 

themselves.  

If a Controller is seen, it should be terminated on 

sight. This is best achieved by sniping at extreme 

distance, before the Controller is aware of your 

presence, and while you are out of range of his psi 

attacks. If this is not an option, explosives that keep 

you out of its line of sight, such as grenades, IEDs 

etc. are the recommended solution. 

Their psi attacks can be stopped or mitigated against 

if properly equipped. Metals such as steel and copper 

appear to block ‘psi waves’, so wearing a steel helmet 

is recommended if fighting one.  

Drugs which effect a person’s mental state also afford 

some protection. Some artifacts appear to block psi 

energy too, so using these is recommended. 
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Thankfully Controllers are very rare, and will only get 

more so as their numbers are lost to attrition. All of 

the formally human mutants are male, so at least they 

cannot breed and repopulate. In theory this should 

make the Zone safer as time goes by. In theory…   
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Burer. 

 

The Burer is another formally human mutant type, 

created by deliberate experimentation in to psi fields.  

They too probably originated before the 2006 

accident. Like the Controller, and other deliberately 

created mutants, it is believed that the 2006 accident 

allowed them to break containment and spread out 

into the Zone.  

This experimentation has granted them remarkable 

telekinetic abilities, which they can use to deadly 

affect. 

They do not appear as intelligent as Controllers, but 

are still smarter than most mutants. They prefer dark 

enclosed environments, and tend to avoid going 

outside in broad daylight. They may roam out in the 

open after dark however. 

They often congregate into small groups or colonies, 

but are aggressive and territorial to outsiders. They 

will attack anyone or anything that gets too close or 

invades their lairs.  

When they attack, they can do so in several ways.  

Firstly, they can levitate heavy objects and propel 

them at high speeds towards their target. The nature 

of the object will determine how dangerous this is. 

Hard and heavy objects could kill via blunt force 

trauma. Sharp objects can of course impale, while 

burning objects could be used as incendiary 

weapons. 
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They have been known to use this telekinesis to 

wrench weapons out of a Stalker’s hands, disarming 

them from a distance. Some Stalkers have taken to 

tying their weapons to their wrists to prevent this. 

It has been said that merely being near a Burer is 

physically draining and can leave Stalkers feeling 

completely fatigued. This of course makes them 

vulnerable to any follow up attack.   

Some appear capable of ‘pyrokinesis’ and they have 

been observed using this to set enemies and the 

environment ablaze from a distance. 

Due to the level of threat they pose, it is advisable to 

avoid them wherever possible. Staying in safe havens 

at night and avoiding known or suspected lairs will 

help achieve this. 

If you do have to fight them, I wish you luck, as they 

can pose a very difficult foe.  

Hand grenades are risky, as they can levitate them 

and propel them back towards you, killing you in the 

process. The same goes for Molotov cocktails. 

Shooting them with small arms is also ineffective, as 

they are able to project a telekinetic ‘shield’ which 

deflects bullets. However, this shield cannot be 

projected indefinitely.  

Creating it appears to exhaust the Burer, so sustained 

fire may work, so long as your ammo last longer than 

its stamina.  
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Grenade launchers are also effective. If close, rushing 

them and attacking them with a knife often works well, 

due to their small size and weak physical strength. 

You see, they all appear to suffer from dwarfism. This 

makes them much smaller, lighter and weaker than a 

full-grown human.  

It was originally suspected that the mutation process 

stunted their growth, or caused physical shrinkage 

somehow. However recent investigations have 

revealed a far more troubling truth. 

They were all dwarfs to start with.  

The Soviet Union’s views on people with disabilities 

were always as draconian as they were utilitarian. It 

tended to view them as being less able to perform 

labour, and therefore not equal to their able bodied 

‘comrades.’  

It seems that they deliberately used people with 

dwarfism as test subjects for the same reason they 

used prisoners; they were seen as expendable.  

Perhaps they were concerned that a full-sized 

telekinetic human would be far too dangerous to 

control, so they used test subjects with an inherent 

weakness. Well, it seems that in this at least they 

were successful, not that this excuses what they did.  

If it makes you feel any better, the scientists that did 

this are long since dead, killed by their own creations. 

Karma is a bitch. 
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Pseudogiants. 

 

Tied with the Chimera and Chernobyl Bear for the title 

of most physically dangerous mutant, these 

abominations are thankfully rare.  

They appear to be former humans. In this instance I 

mean humans, plural, as they appear to be made 

from multiple bodies. Either that, or mutations have 

resulted in single humans growing to enormous size 

and growing multiple, largely vestigial limbs. So far 

none have been autopsied, so it is impossible to say 

at this time.  

Their origin is also unknown. It is suspected they are 

a creation of the X-Labs, but until one is autopsied, 

we cannot say for sure. It should be noted that most 

of the times they have been encountered have been 

either in or near to former X-Labs, which supports this 

theory.  

It has been suggested by some that these encounters 

were not accidents. It has been speculated that the 

Pseudogiants were placed in the former X-Labs by 

the Common Consciousness, to prevent intruders 

after the labs were abandoned. 

During the push to the CNPP, after the Brain 

Scorcher was shut down, Stalkers reported 

encountering Pseudogiants that appeared to be 

guarding key locations.  

I suspect the Common Consciousness was using 

these as glorified guard dogs.  
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Now that the Common Consciousness is gone, 

Pseudogiants may roam further afield.  

Only time will tell… 

A Pseudogiant’s massive size, thick bones and even 

thicker muscles make them deadly opponents, 

especially in tight enclosed spaces.  

Unfortunately, the former X-Labs where you are most 

likely to encounter them are the very definitions of 

tight enclosed spaces.  

If you should encounter one your best option is to run, 

and to make sure you do not get cornered!  

Again, easier said than done in an X-Lab. 

They are fiercely territorial, and other mutants avoid 

them like the plague. Therefore, you will not have to 

worry about attacks by lesser mutants until after you 

have left the Pseudogiant’s territory.  

Thankfully, Pseudogiants are quite slow, so if you run 

out of their territory, they will probably not pursue you.  

Probably... 

Their IQ appears low and bestial. No attempts at 

communication or tool use have been observed. 

If you have to fight one, then explosives are by far the 

best option.  

Grenade launchers and RPGs in particular are very 

effective, just be mindful of the back blast if using 

them in confined spaces.  
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Bloodsuckers. 

 

‘Bloodsuckers’ are one of the Zone’s most feared 

mutants. The origin of these roughly human sized 

creatures is unclear. Recent genetic analysis 

suggests they combine the DNA of humans and at 

least one species of cephalopod. Cephalopods are 

the class of molluscs that include squid, octopuses 

and cuttlefish. 

Recent autopsies have revealed they possess both 

human and cephalopod organs, nervous and 

circulatory systems.  

Like the Chimera, this provides them with significant 

redundancy, allowing them to survive considerable 

punishment and remain combat effective. Reports 

from Stalkers who have faced them suggest they can 

survive wounds that would drop a human in an 

instant. 

This splicing of DNA suggests they too were the result 

of deliberate experimentation. If this is the case, then 

the scientists who created them must have had 

knowledge of genetics far beyond their peers.  

Creating a hybrid of multiple mammals such as the 

Pseudo Dog is impressive enough, but to create a 

viable hybrid of a warm-blooded vertebrate mammal 

and a cold-blooded invertebrate mollusc, is simply 

astonishing. 

Perhaps the mutagenic effect of the Zone makes this 

easier, who knows? 



592 
 

They do not appear to possess psi abilities, 

suggesting they were created with a different end goal 

in mind. 

Their most notable attribute is their active 

camouflage, which can render them almost invisible.  

Perhaps this is what they were created for? 

Detailed examinations of their skin under a 

microscope have revealed the presence of 

cephalopod chromatophores. These are the colour 

changing cells that allow squids, cuttlefish and 

octopuses to mimic their environments so well. 

The chromatophores of the Bloodsucker appear to be 

more advanced and are connected to a more 

sophisticated nervous system. It is theorised that this 

allows them to change their colour, pattern, texture 

etc. in real time, creating the illusion of invisibility. 

This active camo makes them exceptional hunters.  

This, combined with their tendency to attack their 

victims from the rear, and their preference to hunt at 

night, has resulted in Stalkers being attacked before 

they even knew the Bloodsucker was there.  

This active camouflage extends into the infer-red 

spectrum.  

They appear to be capable of exerting control over 

their body temperature, and they use this ability to 

match it to their environment. This enables them to 

blend in when seen under thermal vision devices.  

How they are able to do this is unclear.  



593 
 

It has been suggested they may have two separate 

metabolisms, one hot blooded, one cold blooded, and 

that they are able to alternate between as required.  

I would not have thought this possible, but this is the 

Zone, where the impossible is commonplace, so who 

knows… 

Their camouflage is not perfect however. An alert 

Stalker may spot them from a distance if they know 

what to look out for.  

Firstly, ‘eyeshine’ from their eye’s tapetum lucidum 

can give away their position if you direct a bright light 

source at them, such as a strong flashlight. This is the 

price they pay for having such excellent night vision.  

NB - this works for most canine and felid mutants too, 

but only if the mutant is facing you with its eyes open 

at the time. 

Secondly, Bloodsuckers are not transparent, they just 

appear to be. Therefore, they still cast shadows. 

Again, a strong light source will help with this. A ‘gun 

light’ is ideal. 

Their camo is most effective when stationary, and 

less so when on the move, and the faster they move 

the less effective it is. Flushing them out of suspected 

hiding spots, with grenades for example, can reveal 

their presence.  

You can identify them indirectly by observing their 

effects on the environment. Foot prints in snow or 

sand, splashes in water and the rustling of bushes as 

they move through them can all give away their 

position.  
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It appears their ability to match their body temperature 

to the background is limited by cold.  

If their body temp lowers too much they will become 

inactive. To remain active in cold environments they 

will need to generate their own body heat 

endothermically. They will then stand out on Thermal 

Imaging Devices and be easy to spot.  

That said, even if you do spot them early, they are still 

a very difficult foe. They are extremely fast, able to 

close to within clawing range in a matter of seconds.  

When they are unable to take their prey unawares, 

they employ hit and run attacks, using their 

camouflage to disorientate their prey as they run 

circles around it.  

They are significantly stronger than humans, and their 

hands have become powerful claws, able to rip 

through soft body armour with ease.  

Their ‘bite’, if you can call it that, contains both a 

potent neurotoxin that causes temporary paralysis, 

and an anticoagulant to prevent their prey’s blood 

from clotting while they feed.  

You see, they do not ‘eat’ their prey, they ‘drink’ them.  

The feeding tentacles that surround their ‘mouths’ 

latch on to their victims, draining them of their blood 

while they are still alive. The Ecologists refer to this as 

feeding by ‘hematophagia’, whilst Stalkers simply call 

it ‘blood sucking.’  

This is why Stalkers call them Bloodsuckers, and it is 

one of the reasons they are so feared. 
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If you manage to survive a Bloodsucker attack, you 

will need to administer coagulants quickly to prevent 

bleeding out. 

If they are not feeling particularly hungry, they may 

only partially drain you, then inject you with a 

coagulant to prevent you from bleeding out.  

Do not think this is an act of kindness however, as 

you will still be paralysed, and they may drag you 

back to their lair so they can continue to feed from 

you later.  

Considering you will probably remain alert and 

conscious throughout all this, but paralysed and 

unable to do anything about it, you may well wish it 

had killed you outright there and then, instead of 

prolonging the inevitable. 

The best way to survive a Bloodsucker attack is to 

avoid being attacked in the first place. This is easier 

said than done, but there are precautions you can 

take to reduce your chance of an encounter. 

These precautions revolve around their biology. It is 

believed that due to being part cephalopod, they 

possess semi permeable skin. This means they are at 

risk of drying out if exposed to strong sunlight and hot 

and dry conditions for too long. Therefore; 

• Do not go out after dark, as they are predominantly 

nocturnal. 

• Avoid dark damp environments, as they favour 

these.  
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• During the day they typically retreat to underground 

lairs, often in basements and caves to rest. NB - 

they sleep standing up and are light sleepers, so 

are easily wakened. 

• They are more likely to come out during the day 

time if it is overcast and raining. 

• Avoid swamps, marshes, river banks etc. 

• They will not venture out in strong sunlight, 

especially in the summer. If possible, time your 

excursions accordingly.  

• They are poor climbers. Their clawed hands are 

deadly weapons, but are not very dexterous. They 

appear to have difficulty climbing ladders. 

If you are forced to face a Bloodsucker, or more likely 

a pair of Bloodsuckers, since they tend to travel in 

twos or small groups, use hard hitting, rapid firing 

close range weapons, such as AKMs and fully 

automatic drum fed shotguns. 

Their I.Q. is an enigma. They appear generally bestial 

and instinctive; however, Stalkers have encountered 

things that suggest they may possess a higher level 

of intelligence.  

For example, one Stalker found a pile of corpses in a 

blind ending room, which had only one door in or out. 

He went in to examine the bodies, only for a 

Bloodsucker to enter the room behind him, thus 

cornering him.  

Was this coincidence, or a trap?  



597 
 

An even more disturbing example was the discovery 

of a primitive shrine like structure deep within heavily 

infested Bloodsucker territory. This ‘shrine’, really a 

mound of rocks and earth, had lit fires around it and 

spikes protruding from it. These spikes were adorned 

with the dismembered body parts of dead Stalkers. 

Did the Bloodsuckers build this and start the fires?  

We have no way of knowing for sure, but ask yourself 

this, ‘who else could have done this in the middle of 

Bloodsucker territory?’  

I truly hope this is not the case. If Bloodsuckers are 

growing more intelligent with each generation, the 

Zone may become too dangerous to operate in within 

a few years.  

Speaking of generations, Stalkers often wondered 

how their numbers grew so fast after the first 

emission.  

This mystery was compounded by the fact they do not 

appear to possess any reproductive organs.  

Well, the autopsies also showed that they reproduce 

by laying eggs in water and are in fact 

hermaphrodites. 

They may be capable of self-fertilisation, but it is 

believed that they mate as well.  

How?  

Well, cephalopods mate using their tentacles, and a 

Bloodsucker’s tentacles are on its face.  

I’ll just let that thought sink in for a while… 
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This discovery has solved another mystery. Some 

adult Bloodsuckers appear to show signs of decay, 

and Stalkers often wondered why.  

Now we know.  

Most cephalopods have a short life span. They reach 

sexual maturity quickly, mate once, then lay large 

numbers of eggs.  

The energy expenditure of laying so many eggs 

causes the parent cephalopod to start to decay and 

die. After laying most will only live long enough to 

ensure the eggs hatch.  

It appears that Bloodsuckers are similar, and the 

decaying specimens are those that have reproduced. 

It is speculated they will then live just long enough for 

their young to become independent hunters. 

Live fast, die young and leave a disgusting looking 

corpse… 

This rapid succession of generations may also 

account for why they appear to be diversifying into 

distinct sub-species.  

Troublingly, it appears that some of these subspecies 

are becoming resistant to desiccation, meaning they 

will be able to hunt away from water at any time of the 

day or night. 

So, keep your guard up, and your wits about you!  
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Karlik 

 

I have heard rumours of another humanoid mutant 

present in the Zone, the diminutive ‘Karlik’. 

Similar to the Burer, these psi mutants also appear to 

suffer from dwarfism. If anything, they appear to be 

even more severely afflicted.  

Little is known about them, and indeed I have not yet 

seen any hard evidence to prove they exist. However 

reports suggest they possess both telekinetic and psi 

abilities. If true, this could make them a very 

dangerous opponent should they turn hostile. 

If the rumours are to be believed, and their psi and 

telekinetic abilities are as strong as has been 

reported, then it would make some sick sort of sense, 

from the scientist’s perspective at least, to use the 

least physically threatening test subjects. 

If you can provide hard evidence that they do in fact 

exist, I’ll see to it you are well compensated for your 

trouble, but approach with extreme caution. 
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Unknown. 

 

Some mutant types defy explanation. It is unclear 

what they are, what they were, or how they function 

etc.  

They may not even be mutants, as they could be 

something else entirely. No one knows for sure at 

present. 

Stalkers tend to class them as mutants for 

convenience sake, and due to a lack of a better 

description. We will stick with this convention for now, 

at least until research has determined what they are 

for sure. 

We will go through them in turn below. 
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Poltergeist. 

 

The ‘Poltergeist’ is the most common of the 

‘unknowns.’ Even so, they are rarely encountered. 

When they are encountered, it tends to be in man-

made environments, either underground or in heavily 

built up areas. They appear to have an affinity for 

large metal objects, as they are most often seen 

around train yards, clusters of pylons etc. However, 

this may be mere coincidence. 

Stalkers call them ‘Poltergeists’ due to their 

appearance and telekinetic ability. 

They manifest as a roughly spherical, semi-

transparent shape emitting a faint blue glow. They 

superficially resemble ball lightening and have 

sometimes been confused with electro anomalies. 

Reports from Stalkers who have encountered them 

are often conflicting. It is not clear for example if they 

are solid objects or not. Some people claim they have 

seen them pass through walls, while others claim they 

actively navigate through areas to avoid objects. 

Others claim their movements appear random and 

insentient. 

Shooting them has also resulted in conflicting reports. 

Some claim it had no effect. Others claim to see them 

bleed when shot. Some claim that when they ‘die’ a 

mutated humanoid body appears. This suggests that 

their spectral appearance may be a form of 

camouflage, or an illusion created by telepathy.  



602 
 

Since other telepathic mutants are known to exist, I 

tend to favour this theory over some of the more 

fanciful theories created by more credulous Stalkers. 

It is suspected that they are a creation of the X-Labs, 

which would support the above theory. Many of the 

times they have been encountered they have been in, 

or near, former X-Lab installations. The Stalker who 

first penetrated an X-Lab encountered multiple 

Poltergeists, and a single ‘Pyrogeist’.  

Within this lab, he also discovered what appeared to 

be juvenile bodies stored in tanks of preserving fluid.  

These ‘specimens’ matched the description of the 

mutants Stalkers have reported seeing after killing a 

Poltergeist. This suggests that the scientists were 

either breeding and growing them, or even more 

disturbingly, experimenting on children. 

They possess telekinetic abilities much like the Burer, 

and attack by levitating objects in the environment 

and then propelling them towards their target. 

Some Poltergeists appear to be stronger than others.  

Weaker examples appear capable of levitating only 

relatively light objects, and then propelling them no 

faster than a person could throw them.  

These are more of a nuisance than a threat, and 

some Stalkers have claimed to have heard laughing 

in their head when this happens.  

These Stalkers have stated they felt that the 

Poltergeist was tormenting them, rather than trying to 

kill them. 
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Others are far stronger, being able to levitate objects 

no human could lift, and then propelling them at high 

speed. These definitely have a deadly intent and can 

be extremely dangerous. Telling them apart from the 

weaker ones by sight is impossible however. 

How much of a threat a Poltergeist poses is partly 

dependent on what objects are available for it to hurl.  

Sharp, explosive or highly flammable objects can 

pose additional risks. 

It has been suggested they may perceive their 

environment very differently than we do. They do not 

appear to rely on sight, sound or smell. Instead they 

project an aura around them and feel objects within it.  

This ‘distance touch’ allows them to function perfectly 

well in zero light conditions. 

Anything moving within this aura will be noticed, static 

objects are ignored. This can be used to your 

advantage. If you stay perfectly still, they will not 

notice you, so you should remain safe, assuming they 

do not simply blunder into you of course.  

There is a catch however.  

At least some Poltergeists appear to radiate a 

spherical psi-field around them that can penetrate 

solid objects, including walls, ceilings and floors.  

This field can prove deadly if you remain within it for 

too long. Therefore, you may be forced to sprint away 

to escape the field and doing so will almost certainly 

draw the Poltergeist’s attention.  
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The ‘anti-psi triad’ of psy-block drugs or mind-altering 

pharmaceuticals, steel or copper lined helmets and 

psi protective artifacts will of course help you to 

survive for longer in this field. 

If you are forced to fight one, you may find them very 

difficult targets, since it is hard to tell what you are 

shooting at, and if you are actually hitting it. Short 

range shotgun blasts are effective however.  

NB, as with Burers, do not try to use hand grenades, 

Molotov cocktails or other throwing weapons against 

them. Poltergeist tend to telekinetically catch these 

weapons, then throw them back at you. 

As usual, avoidance is the best defence tactic.  

Since they are relatively slow moving, and their aura 

does not extend particularly far, if you keep out of 

their detection range you should be fine. However this 

is easier said than done in enclosed spaces, so keep 

your wits about you. 
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Pyrogeist. 

 

Pyrogeists are extremely rare phenomena, which 

have only been encountered a few times. For this we 

can be thankful, as they are by far the deadliest of the 

unknowns. 

Superficially, they resemble the Poltergeist mutants, 

but can be distinguished from them by their faint red 

glow.  

In place of telekinesis, Pyrogeists are capable of 

pyrokinesis, which they use to burn their victims alive.  

Pyrogeists are inherently hostile. The few times they 

have been encountered they have definitely been 

trying to kill their discoverer. 

Aside from this, the same rules apply as when 

encountering a Poltergeist, but with two key 

differences:  

 

• Avoid direct line of sight to prevent them from 

setting you ablaze.  

• Grenades work well as Pyrogeists do not possess 

telekinesis, and you can lob grenades safely from 

behind cover.  

 

It is believed they too are the result of X-Lab 

experimentation, as they have mainly been 

encountered within key areas of high value X-Labs.  
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This suggests they may have been put there 

deliberately by the Common Consciousness, to act as 

‘guard dogs’ to protect their former facilities in their 

absence. 

Stay out of the X-Labs and you will probably never 

encounter one. 

With one exception… 

There appears to be one Pyrogeist that lives out in 

the open, which bafflingly makes its home inside a 

large static fire anomaly in Zaton, the so called ‘Circus 

Anomaly’. What it is doing living inside a fire anomaly, 

and how it is able to survive this, is anybody’s guess.  

This particular Pyrogeist, assuming that’s what it is, 

appears far less aggressive than the others thus far 

encountered.  

Reports suggest it treats the fire anomaly as its 

territory and it will attack anyone or anything that 

enters it. However, it will not actively pursue those 

that avoid the anomaly or retreat from it.  

If you wish to enter the anomaly to hunt for artifacts, it 

is recommended to snipe this Pyrogeist from a safe 

distance. 

Fire entry suits or other thermal protection clothing 

would be a wise wardrobe choice when facing 

Pryrogeists. I suggest bringing fire blankets and fire 

extinguishers too. 
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Pseudogeist. 

 

The Pseudogeist, colloquially known as a ‘Black 

Smoker’, and sometimes jokingly referred to as a 

‘Smokey Joe’, is perhaps the rarest of the ‘unknowns.’ 

They have only been encountered a handful of times, 

and only then in the last year or so.  

Perhaps they are a newly evolved phenomenon, or 

perhaps they are simply so rare no one had 

encountered them until recently. 

They manifest as a shower of ‘sparks’ that moves a 

meter or so off the ground, trailing a thin cloud of 

black smoke behind them as they go. The sparks 

appear harmful, however the smoke trail does not.  

Smoke inhalation may be an issue if exposed to this, 

assuming it is in fact smoke. So far, no samples have 

been collected to test this. 

It is not clear if they deliberately target and attack 

people by flying into them, or if Stalkers have simply 

been in the way of their seemingly erratic movements. 

No evidence-based theories exist yet as to what they 

may be, although the general assumption is that they 

are a form of Poltergeist.  

Almost nothing is known about them, so I cannot give 

you any advice other than to stay away from it should 

you encounter one.  

  



608 
 

Mutated Plants and Fungi. 

 

The Zone’s mutagenic properties are not limited to the 

animal kingdom it seems, as plants and fungi have 

been mutated as well. 

Research into this has been limited thus far, as 

anomalies, artifacts and animal mutants are seen as 

more of a priority.   

Hopefully with time these mutated plants and fungi 

will be researched in detail as well. 

As stated before, some plants have become toxic, 

although this is difficult to tell just by looking at them. 

However, there are a few notable examples that are 

quite obviously unlike the plants and fungi found 

outside the Zone.  

I will list what little we know about them below. 
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‘Burnt Fuzz.’ 

 

Stalkers originally categorised the ‘Burnt Fuzz’ as an 

anomaly, largely because they did not know what else 

to categorise it as at the time.  

Recent research by the Ecologists however, has 

revealed that they are in fact living organisms, and not 

anomalies per se.  

The fact that they do not respond to bolts, do not 

register on anomaly detectors and do not spawn 

artifacts should have been a dead giveaway of 

course, but then Stalkers are not trained scientists. 

Genetic testing has revealed they possess both plant 

and fungal DNA, suggesting they may be some form 

of lichen. This would account for how they are able to 

survive in areas of zero sunlight, as the food they 

capture would serve as a substitute for 

photosynthesis.  

They tend to grow from ceilings, branches and other 

overhangs, both out in the open and in tunnels, caves 

etc. This enables their roots to hang freely in the air, 

and with these they snare passers-by. These roots, 

assuming they are roots, are highly toxic, and can kill 

on contact with bare skin. Make sure you suit up fully 

if you are operating near them.  

They are particularly common in the Red Forest, 

where almost every tree is infested with them.  

It is believed they are sensitive to sudden nearby 

movements.  
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When they detect these movements, they spray toxic 

spores into the air. These spores are harmful if they 

land on bare skin and are lethal if inhaled. Make 

certain your gas mask is on and working properly 

before going near one of these things. 

Keep a sharp eye out for them and try to avoid them 

entirely where possible, and when not possible, pass 

them slowly. 
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Mantrap Plant. 

 

Very little is known about these, and they have only 

recently been reported.   

They are large carnivorous plants, quite capable of 

capturing human sized prey.  

They are most commonly found in low lying areas, 

which have waterlogged, nutrient poor soils, such as 

the Great Swamp.  

This makes sense, as carnivorous plants in the Big 

Land also live in these conditions. The soil did not 

contain sufficient nutrients, so they evolved to get 

them from…‘other sources.’  

Their branches and leaves, if that is what they are, 

sprout from a central hub, and are splayed out flat 

against the ground in a radial, ‘starfish’ like pattern. 

This makes them very difficult to spot amongst the 

other plants and grasses that grow alongside them, 

which I guess is the point.  

When something walks over their central hub, their 

‘branches’ rapidly rise up and inwards, trapping it. It 

will then release corrosive chemicals, digesting the 

prey alive. 

CBRN suits should offer some protection against 

these chemicals, and a well-sharpened machete 

might enable you to cut your way out before the suit 

becomes compromised, but you had better be quick 

about it. Make sure you watch your step! 
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Humans. 
 

Introduction. 

 

Even amongst the myriad horrors of the Zone, a man 

with a gun remains one of the most dangerous 

threats. 

Exactly how dangerous will depend on a multitude of 

factors. These include their numbers, distance, 

location, if they have cover and concealment 

available, what weapons they are armed with, how 

much ammo they have, their skill with those weapons 

and their willingness to use them.  

Their mental state and how well they understand 

infantry tactics may also play a part.  

Their level of armour protection may also be a factor, 

especially if you do not possess armour piercing 

weapons and ammo. 

Not all of these factors will be immediately apparent 

just by looking at someone. Therefore, it is best to err 

on the side of caution, and assume all hostile humans 

are a serious threat, and act accordingly. 
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Vehicles. 

 

Humans can of course operate vehicles, increasing 

the risk still further. 

There are very few functional vehicles in the Zone.  

Most vehicles that are present are relics from the 

1986 evacuation and clean up. Many of these had 

their engines removed once the clean-up was 

finished, presumably to prevent people from sneaking 

into the Zone to steal them. I suspect there was a fear 

back then that the black market would become 

flooded with irradiated vehicles and spare parts.  

All that is left of these vehicles are rusted, irradiated 

and decrepit hulks, which would be useless even if 

you could find a compatible engine and the fuel to run 

it.  

That said, there are a few operational vehicles that 

you may encounter. Duty and Freedom operate a 

small number of ‘battle taxis’, ‘gun-trucks’ and 

‘technicals’, cobbled together by cannibalising old 

cars and trucks. Avoid traveling on-road if you want to 

avoid encountering these. 

The Free Stalkers are known to operate at least one 

allegedly ‘Zone proof’ vehicle, used for exploration 

and artifact hunting. As a Free Stalker yourself this 

should not be a threat unless you antagonise them. 

There are a large number of damaged military 

vehicles littering the Zone.  
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Some date back to the ‘86 clean-up operation, 

however the more modern vehicles are casualties of 

the failed invasions of 2006 and 2012.  

Most are radioactive, and damaged beyond repair. 

However, if someone does manage to get some of 

them working again, then the balance of power in the 

Zone could change very quickly. I have heard 

alarming rumours that the fanatics of the Monolith 

faction may be attempting to do just that.  

For all our sakes, I hope they are not successful any 

time soon. 

The two ‘factions’ that do have access to fully 

functional vehicles are the state militaries of Ukraine 

and Belarus. Their respective bases, manufacturing 

sites and supply lines lay outside the Zone, and are 

therefore unaffected by it. 

Military forces around the Ukrainian half of the Zone 

have been somewhat reduced of late, with much of 

them being redeployed to the east. This has made the 

Ukrainian half of the Zone easier to penetrate and is 

one of the reasons Stalkers tend to enter the Zone 

from the south. 

Both Ukraine and Belarus have been known to 

operate AFVs, ‘Armoured Fighting Vehicles’ in and 

around the Zone. Most common are armoured 

Personnel Carriers, or ‘APCs’, of the BTR family. 

These eight-wheeled vehicles can carry up to eight 

fully equipped troops, and are usually armed with a 

14.5mm KPVT HMG, which is deadly out to 3000 

meters. 
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Their armour makes them immune to rifle and MMG 

fire, but are vulnerable to HMGs and dedicated anti-

armour weapons.  

Avoid these vehicles at all costs!  

In the unlikely event you have to fight one, close 

range ambushes using mines, IEDs and RPGs are 

your best bet.  

Do not engage them in open country, their KVPT will 

tear you to shreds! 

Theoretically, both militaries could employ any AFV in 

their arsenals.  

This could include T-80 and T-84 Main Battle Tanks, 

BMP 2 and BMP 3 Infantry Fighting Vehicles, as well 

as modern members of the BTR family.  

Mortars, rockets and artillery sited outside the Zone 

could also be fired into it.  

Hopefully neither military will ever feel the need to 

increase their presence.  

One more reason to keep our activities here low key. 
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Helicopters. 

 

By far the most commonly encountered functional 

military vehicles, and by far the most deadly, are 

helicopters.  

The militaries of both Ukraine and Belarus operate 

three types of helicopter in and around the Zone.  

These are the Mi-2 ‘Hoplite’, Mi-8 ‘Hip’ and the Mi-24 

‘Hind.’ All three can act as both troop transports and 

as gunships.  

The ‘Hind’ is the most commonly encountered.  

Unfortunately for us, it is also the most dangerous.  

Hinds are fast, well armoured and heavily armed with 

HMGs, gun pods, rocket pods and ATGMs, short for 

Anti-Tank Guided Missiles.  

They are designed to be highly resistant to small arms 

fire.  

Taking down a hind will require either a lucky hit from 

an RPG, which is difficult to do, or the use of shoulder 

fired MANPADS, short for ‘Man-Portable-Air-Defence- 

Systems,’ such as the FIM-92 ‘Stinger’ or the 9K38 

Igla ‘Grouse.’  

MANPADS are far more effective, the Soviet’s 

experience in Afghanistan showed this, but they are 

very rare in the Zone.  

Due to this, avoidance and hiding are usually your 

best options. 
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To stop Stalkers from being picked off by them, I have 

come to an ‘arrangement’ with the Military.  

Their helicopters will not shoot at Stalkers so long as 

Stalkers do not shoot at them or Military personnel 

first.  

I have to pay through the nose to keep those hinds off 

our backs, so don’t do anything to antagonise them. 

If you jeopardise this arrangement, I will jeopardise 

you! 

Both militaries use their helicopters as gunships to 

patrol the perimeter, and as assault transports during 

raids deeper into the Zone.  

My sources inform me that most of the hinds 

operating around the Zone have been upgraded to 

the ‘stingray’ standard. These upgrades include night 

vision capability, Thermal Imaging Devices, anomaly 

detectors and enhanced CBRN protection.  

One good thing about this, from our perspective at 

least, is that this means they operate ‘buttoned up,’ 

with their side doors and windows sealed.  

This will make it slightly more difficult for their 

passengers and crews to see out the sides, which 

may make hiding from them slightly easier.  

Flying ‘buttoned up’ will also prevent them from using 

their door guns, so they will not be able to shoot 

sideways either.  

I’m sure that will make you feel much safer, huh? 
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Do not forget, or underestimate, the Yak-B, 12.7mm, 

four-barrel Gatling gun mounted in their chin turret. 

This can fire over 4000 rounds per minute and is 

effective out to around 2000 meters. 

The helicopter does not even need to be facing you to 

hit you with it either, as it’s chin turret can traverse up 

to 60 degrees left or right of axis, and can depress by 

60 degrees, allowing it to hit targets on the ground 

whilst remaining high above. 

In the stingray version, the turret is slaved to the 

NVDs and Thermal Imaging sights. This means it can 

track you in the dark, even if you are hiding in the 

trees. 

As the saying goes, “Don’t try to run, you will just die 

tired.” 

 

 

 

 

 

 



619 
 

 

 

 

 

 

Section Twelve:  

Important locations. 
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Introduction. 

 

It would be impossible to list every location within the 

Zone, as at 2,600 square kilometres, or 1,000 square 

miles, it is simply too large. 

What I can provide is a list of the most significant 

locations in the Ukrainian half of the Zone.  

You will need to contact my opposite numbers in 

Belarus for information about the locations their side 

of the border. 

Make sure you familiarise yourself with these 

locations now, and once you get to the Zone, 

memorise where they are in relation to each other.  

Since the Zone is ever changing, some of the 

information in this section may have become out of 

date by the time you arrive. Faction borders may have 

shifted, bases over run or destroyed, mutant 

territories may have altered, and new safe havens 

may have been established.  

Therefore, I highly recommend spending some time 

talking with other traders and experienced Stalkers 

once you arrive.  

Up-to-date local knowledge will be essential for your 

survival. 
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Cordon. 

 

This is the southernmost region of the Zone, and 

there are several important locations within this area. 

 

Southern Checkpoint. 

 

The Military’s most northerly check point, sitting at the 

southern perimeter of the Zone, or more accurately 

the perimeter of the Ekologicheskaya Katastrofa.  

It is through this entry point that most Stalkers enter 

the Zone. Assuming they are willing to pay the ‘fee’ 

imposed by the troops stationed there.  

The ‘arrangement’ we traders have with them is this; 

The fee will allow you safe passage through the 

checkpoint, but after that, you are on your own. If they 

see you again later, they may well shoot you on sight.  

Therefore, a wise Stalker will keep well away from 

here once they have passed through. 

Attempts to attack this checkpoint or pass through it 

by force are tantamount to suicide. It is mined, heavily 

fortified and protected by machine gun nests and 

even armoured fighting vehicles, such as BTR-60s.  

If that was not enough, they can call in indirect fire 

support, reinforcements and close air support from 

the Mi-24 Hinds in the area. 
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Rookie Village. 

 

The so called ‘Rookie Village’ is the name given to the 

remains of a farming village that was abandoned 

during the 1986 evacuation.  

It is in a bad state of disrepair. Even so, Stalkers 

entering the Zone via the Southern Checkpoint will 

often gravitate here, as it is the first ‘settlement’ they 

will reach as they head north.  

It is controlled by Loners and can be considered a 

safe haven, although its rather flimsy defences make 

this a relative term. It does have a blowout shelter 

however, which is the main thing. 

A wise rookie will spend some time here learning from 

other more experienced Stalkers, before heading 

deeper into the Zone. 

The local trader has an ‘agreement’ with the Military 

which keeps them away from the Rookie Village, but 

you will be fair game once you leave it. 

 

Trader’s Bunker. 

 

The local trader resides in an underground bunker 

close to the village. You should go see him to find 

work and to trade. The bunker can also serve as a 

blowout shelter. 
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Railway Line. 

 

The railway track that runs through the north of the 

Great Swamp, also runs through the middle of this 

region, essentially bisecting it into northern and 

southern areas. Most of the track is heavily irradiated, 

as are the abandoned trains that are still located on it.  

This radiation makes it very dangerous to cross 

without strong anti-radiation protection.  

The only ‘safe’ way past it is to go under it, and there 

are two ways of doing this.  

One is to go under the railway bridge, the other is via 

a mutant and Burnt Fuzz infested tunnel.  

Corrupt Military officials used to operate a check point 

under the bridge and charged a ‘toll’ to let Stalkers 

pass. This toll applied to both Stalkers heading north 

deeper into the Zone and those heading south 

towards the perimeter. Those that could not afford this 

toll were then forced to brave either the radiation of 

the tracks or the anomalies of the tunnel.  

Many did not survive. 

Since the Military pulled their presence back to the 

Southern Checkpoint, due to the heavy casualties 

they suffered, Stalkers have been able to pass under 

the bridge in relative safety.  

That said, it is still a natural choke point and thus the 

risk of being ambushed by Bandits or mutants is 

relatively high. 
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Northern Farm. 

 

North of the train tracks you will find the Northern 

Farm. At one time it was a safe haven and provided a 

more heavily fortified alternative to the Rookie Village.  

However, when the Military increased its presence in 

the Cordon, and set up the nearby railway bridge 

checkpoint, Stalkers were forced out, and it became 

more or less abandoned.  

However, since the Military pulled back from the 

checkpoint it has once again become a safe haven, 

and is on its way to being restored to its former glory.  

Any Stalker heading north from the Rookie Village 

would be wise to stop off here before nightfall, as 

north of here lays the Garbage, which is not 

somewhere you want to be after dark. 
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Great Swamp. 

 

A large area of swamp and marshland towards the 

Zone’s southwestern edge. This vast marshland is 

very difficult for the Military to mine or patrol 

effectively, and so their presence here is severely 

limited.  

Stalkers who are unable or unwilling to pay the 

Southern Checkpoint’s ‘entrance fee’, may attempt to 

enter the Zone by crossing the marshes instead.  

Doing so is very dangerous however, as the area is 

infested with anomalies, Bloodsuckers and Catfish 

mutants.  

The water is also contaminated and irradiated. Some 

areas are deceptively deep, so drowning is a risk, as 

is getting stuck in the mud. If you are lucky you may 

just loose a boot. If you are unlucky you may lose 

your life. 

 

Tuzla Tunnel. 

 

A railway tunnel linking the outside world to the Zone 

via the swamps. The railway bridge has long since 

collapsed, but Stalkers travel the tunnel on foot to 

enter and exit the Zone. Doing so is extremely risky 

however, as the radiation levels in and around the 

tunnel are extremely high and can be lethal to those 

without considerable anti-radiation protection. 
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Clear Sky Base. 

 

It is rumoured the base of the mysterious Clear Sky 

faction is hidden somewhere in these swamps.  

From what I hear, it can serve as a safe haven for 

those on good terms with Clear Sky, which as a Loner 

you should be.  

So, do not antagonise them!  

It is rumoured they have a tame Pseudo Dog standing 

guard. Apparently, it was gifted to them when its 

original owner, a veteran Stalker known as ‘Doc’ who 

had raised it from birth, grew too old to take care of it. 

If you want to see a live Pseudo Dog up close, this is 

probably the only safe way to do so. 

I also hear that a talented technician and gunsmith, 

who had previously worked with the Ecologists at 

Yanov, is now based here. If you want your gear 

repaired and upgraded, he might be the man to see.  

This is assuming he actually has the parts and tools 

to repair and upgrade your equipment with of course.  

I would imagine these parts are not easy to come by 

in the middle of a swamp. Remember when I said 

earlier about keeping an eye out for materials that 

might be useful to others?  

This is a prime example of this. 
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The ‘Garbage’. 

 

The Garbage is the local name given to an area of the 

Zone used as a dumping ground during the 1986 

clean up. It features a vehicle graveyard and is littered 

with piles of irradiated trash and scrap metal. 

The area is heavily trafficked, acting as a cross road 

of sorts. It links the Cordon to the south with Rostok to 

the north, and the Dark Valley to the east with 

Agroprom to the west. 

 

Train Depot. 

 

The main structure of interest is the old Train Depot 

and its courtyard. It sits in the middle of this crossroad 

and offers a commanding view of the surroundings. 

The high walls of its compound make it something of 

a fortress.  

Decommissioned train cars within it serve as blowout 

shelters. Due to its strategic significance, it is highly 

sought-after real estate, and battles to control it are 

not uncommon. 

Unfortunately, current intel suggests it is controlled by 

the Bandits, who reinforce it from their base in the 

Dark Valley.  
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From this ‘Forward Operating Base’ they ambush 

Stalkers to steal any artifacts they may have obtained, 

or to force them at gunpoint to dig in the irradiated 

piles to unearth any valuables therein.  

The long-term health prospects of the rookies forced 

to do this are not good. 
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Dark Valley. 

 

The Dark Valley is a particularly foreboding place with 

very little going for it for a Stalker. I mention it only so 

that you know why you should avoid it. 

 

Bandit Base. 

 

The main base of operations of the bandit faction is 

located here, in an abandoned science centre. It is 

suspected their drug lab is located here too. The 

Bandits will shoot on sight anyone who approaches, 

so give this a very wide berth.  

The science centre is both large and heavily fortified, 

with high walls and multiple watchtowers. Attempting 

to take it by force is likely suicidal, however the sewer 

systems under it may allow for a stealthy infiltration at 

night. 

 

X-Lab. 

 

There is an X-Lab located under an abandoned 

factory. This is a particularly dangerous location, with 

many mutants using the lab as their lair. As there is 

only one way in or out, it is easy to become trapped 

down there, so I advise you to stay out. 
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Agroprom. 

 

Agroprom is another area best avoided. Its main 

places of interest are the Agroprom Factory Complex 

and the Agroprom Research Institute.  

 

Agroprom Factory Complex. 

 

The Agroprom Factory Complex is a large collection 

of structures located to the North East of the Institute.  

Its ‘ownership’ has changed hands many times. 

Loners often use it as a refuge, and as a way of 

keeping an eye on the Institute. The Military often 

conducts raids to clear the factory out, but they lack 

sufficient manpower to occupy both it and the institute 

full time. 

Although not as defensible as the institute, the 

compound does possess exterior walls and areas that 

can serve as blowout shelters. It’s flat roofs, some of 

which are only accessible via ladders, can be very 

useful for escaping mutants. 

The entrance to the Agroprom underground tunnels is 

located just outside the western exterior wall. It is well 

camouflaged however, so you are unlikely to find it 

unless deliberately looking for it. 

 

  



631 
 

Agroprom Agricultural Institute. 

 

This was once a government funded agricultural 

research institute. Officially, it was tasked with 

carrying out research into the effects of radiation on 

crops.  

Unofficially, it was where the scientists that created 

the Zone began their clandestine research. 

The Institute had been abandoned by 2006, as the 

scientists had moved on to other locations, such as 

the X-Labs.  

It was later occupied by Duty who used it as their 

main base before relocating to Rostok. 

It is now used by the Military as their only permanent 

presence within the Zone. The compound is heavily 

fortified, with high walls, watch towers, machinegun 

nests, armoured vehicles and even areas used as 

helipads.  

The Military use it as a staging area for operations 

deeper into the Zone. 

The soldiers and officers stationed here appear to be 

of a much higher calibre than those at the Southern 

Checkpoint, and are suspected to be Spetsnaz. Thus 

far, they have proved to be frustratingly incorruptible, 

partly due to their habit of shooting everyone on sight.  

Avoid this area at all costs. 
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Agroprom Underground. 

 

Under the institute, there is a network of mutant and 

anomaly infested tunnels.  

It would be wise to stay out of these. 

That said, they do have some uses. For a start, they 

can be used as blowout shelters. 

Secondly, they connect the Agroprom Factory 

Complex to the Agroprom Agricultural Institute. In the 

past these tunnels have been used to infiltrate the 

institute, thus bypassing its perimeter walls and 

formidable defences.  

However, this is unreliable now, as the Military has 

probably sealed and booby trapped the entrance 

hatch. 

It is rumoured that Strelok’s group maintained a 

secure hide out deep within the tunnels. This could 

provide a safe haven of sorts should you become 

stuck down there.  

However you would have to find it first, and the 

rumours suggest it is very well hidden. 
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Rostok. 

 

Rostok is the closest the Zone comes to civilisation, 

and it is one of the largest settlements. Located 

roughly half way between the Zone’s southern 

perimeter and the Zone’s centre, it is ideally placed to 

act as a hub for trade. 

Rostok used to be a factory complex and features 

many large industrial buildings and storage 

warehouses. The site is fairly heavily fortified with 

perimeter fences, and features several blowout 

shelters, sleeping rooms, mechanics, medics and a 

trader.  

Basically, everything a Stalker needs.  

Due to this, it is home to several notable 

establishments that have set up shop here. 

 

100 Rads Bar. 

 

Usually referred to simply as ‘100 Rads’ or ‘The Bar’, 

the 100 Rads Bar is the focus of trade and social 

activities in the Zone. The barman, known simply as 

‘Barkeep’, since he refuses to reveal his identity, 

serves drinks, food and is a major trader in artifacts, 

weapons, equipment and supplies. He may also have 

work for adventurous Stalkers who are not averse to 

taking risks. 
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Arena. 

 

The Zone’s answer to the Colosseum, although far 

less glamorous, as it is set up in a non-descript 

storage building.  

In here various events are held, such as one-on-one 

duels, no holds barred bare knuckle MMA fights, 

mutant vs Stalker contests, and mutant vs mutant 

‘cock fights.’ 

Taking part in these will either get you rich, or get you 

killed.  

Of course, where there is competition there is 

gambling, and Stalkers often place bets on these 

events.  

I would caution against this however. If you bet on 

these events, you could win big, true. However, you 

are more likely to end up owing a lot of money to 

people who have a lot of guns.  

This is unlikely to end well for you.  
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Duty Base. 

 

The Duty faction’s main base is located here as well, 

and they provide the security for the Rostok 

settlement.  

You see, Rostok is not protected by perimeter walls 

the way some other settlements are. In place of these 

it has perimeter fences, however these can be easily 

breached if left unattended. Therefore, it is only due to 

Duty's constant vigilance and patrols that the area 

stays safe from outside attack. 

They enforce a strict code of conduct throughout 

Rostok, although they appear to turn a blind eye to 

what goes on in the Arena.  

Abiding by these rules is the price you have to pay for 

their protection.  

There is an upside of this internal security. You will 

not have to worry about other Stalkers stealing your 

loot as soon as your back is turned, or whilst you are 

sleeping. 

So, make sure you behave yourself. NB - this also 

means ‘no drugs’ as Duty has a zero-tolerance policy 

regarding them. 

NB - if you are not on good terms with Duty you 

should stay well away from their base, and possibly 

the whole of Rostok as well, as getting too close could 

be hazardous to your health. If you have joined 

Freedom, then keep well away, as Duty may well 

shoot you on sight.  
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Wild Territory. 

 

The so called ‘Wild Territory’ is a train yard adjacent 

to the Rostok facility. Before the evacuation, trains 

were used to bring raw materials to the factory 

complex, and to haul finished products away. 

At some point after the 2006 disaster, Duty wanted to 

include this train yard as part of the Rostok safe 

haven. However, the area proved too hostile to be 

effectively pacified, as it was infested with mutants 

and anomalies.  

This is why it was christened the ‘Wild Territory.’ 

Instead Duty decided to barricade all the Rostok 

access points, thereby isolating the Wild Territory 

from the Rostok safe haven.  

Mutants regularly attack these barricades however, so 

Duty has to guard them constantly in case of a 

breach. 

Passing through this area is extremely dangerous, 

unfortunately it is the most direct route from Rostok to 

the scientists at Yantar. 
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Yantar. 

 

Yantar is the site of a dried-up lake bed. All that 

remains of the lake now is a stinking anomaly and 

mutant infested swamp. I would advise against 

entering this unless you have a good reason. Note 

that the area is prone to flooding in the spring. 

 

Ecologist Lab. 

 

The first of the Ecologist’s mobile science bunkers 

was established here. It was initially set up to study 

the psi emissions emanating from the Yantar factory 

complex, or more accurately as it turned out, under it. 

With the mystery of the Miracle Machine now solved, 

the scientists have turned their attention towards 

other zone phenomena. 

Since the surrounding area is so dangerous, the 

scientists often rely on Stalkers to assist them with 

their field experiments. This may involve conducting 

experiments on their behalf, or by providing security 

when the scientists need to leave the bunker. Either 

way, this can be dangerous but lucrative work for the 

so inclined.  

The science bunker also serves as a trade station, 

blowout shelter and safe haven. It is also equipped 

with full decontamination and medical facilities. 
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X-Lab Miracle Machine. 

 

The so-called Miracle Machine was located under the 

Yantar factory complex. Although this was 

deactivated a few years ago, there are still a number 

of Zombified Stalkers roaming the area.  

The X-Lab is particularly dangerous to enter, so avoid 

doing so unless you have a specific need to. 
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Army Warehouse. 

 

The Army Warehouse is the name given to an area 

north of Rostok. Before the Brain Scorcher was shut 

down, this was as close to the centre of the Zone as 

you could get, as north of here was exclusively 

Monolith territory.  

It features three sites of significance. 

 

Freedom Base. 

 

The main base of the Freedom faction is the former 

Army warehouse its self. This was a major Army 

camp before it was abandoned. As you can imagine, 

it is very heavily fortified, with high perimeter walls 

and many watchtowers. It is a safe haven for those 

that are on good terms with Freedom, and contains 

blow out shelters, medics, mechanics and the like.  

NB – if you are not on good terms with Freedom, then 

approaching it could be hazardous. If you have joined 

the Duty faction, then keep well away, as Freedom 

will probably shoot you on sight. 

Seriously, Duty and Freedom do not ‘play nice’ with 

each other. Consider yourself warned. 
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The Barrier. 

 

This used to mark the frontier of Monolith territory, 

and Freedom fought many skirmishes against 

Monolithians attempting to slip into the wider Zone.  

After the deactivation of the Brain Scorcher, Monolith 

forces were pushed back to Pripyat, allowing Stalkers 

to venture further north. 

That said, this newly accessible area is the Red 

Forest, a very dangerous area even without the 

Monolith fighters, so heading north of the barrier is 

still very risky. 

 

Bloodsucker Village. 

 

The so-called Bloodsucker Village is a deserted 

farming village located to the North West of the 

Freedom base. Stalkers call it the Bloodsucker Village 

as it appears to be home to a colony of Bloodsuckers, 

which makes entering the village extremely 

dangerous. Remember the Bloodsucker ‘shrine’ I 

mentioned earlier?  

This is where they found it. 

I wouldn’t recommend going to see it however, as you 

are likely to end up as part of the shrine yourself. 

In truth, there is little reason to enter the village, 

except for its one useful structure – the water tower.  
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This offers a commanding view of the surroundings 

and makes for a good, if rather obvious, look out and 

sniper position. Its elevation also makes it useful for 

radio transmissions. 

Getting into the tower might be difficult however as 

the Bloodsuckers will almost certainly ambush anyone 

attempting to enter it. What is curious is that the 

Bloodsuckers have not been observed pursuing 

Stalkers up the tower steps, nor have they been 

encountered in the tower itself. Why is unclear, but it 

has been suggested that Bloodsuckers might be 

afraid of heights.  

Considering their preference for dark enclosed 

underground spaces and wetland areas, this might 

just make sense. Be aware that you could easily 

become trapped in the tower however.  

They might not follow you up, but they will definitely 

attack you if you try to leave.  
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Zaton. 

 

Zaton was another area that was previously 

inaccessible due to the Brain Scorcher. Now it is 

populated by Stalkers and Bandits.  

This area used to serve as a river port, with shipping 

traveling up river to serve the industrial complexes 

located here. However, after the 1986 accident the 

area was evacuated, the river was diverted and the 

remaining radioactively contaminated water was 

drained in order to contain it. 

The drained river left behind a valley. The rusting 

hulks of ships litter the valley floor, as they were 

stranded when the river was drained. Some of these 

are used by Stalkers as bases, as their thick steel 

hulls create readymade blowout shelters. The valley 

sides play host to dock cranes and industrial facilities. 

Note that the area is prone to flooding due to the 

spring meltwaters. During this time these ships 

become inaccessible. Crossing the flooded areas will 

be possible only by boat, or by using the pre-existing 

bridges. 

 

Skadovsk. 

 

Skadovsk is one of the aforementioned stranded 

ships, and serves as the area’s safe haven, blowout 

shelter, trader station, mechanic’s workshop and bar. 
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Weapons Lab. 

 

One of the clandestine weapons labs is located here, 

under the electrical power station. This can serve as a 

non-secure blowout shelter in an emergency, but 

doing so is very risky, as it is often home to mutants.  

The above ground power station is infested with 

electro anomalies and Poltergeists. Due to its many 

electricity pylons, it has been nicknamed ‘the Iron 

Forest.’ 

 

Krug Antenna Complex. 

 

The basement of the complex was once used by 

Bloodsucker mutants as a large nest site. Thankfully, 

the nest was wiped out a few years back.  

How?  

An enterprising Stalker ‘liberated’ a supply of 

weaponised gas from an abandoned military convoy. 

He then pumped it through the complexes’ air 

conditioning system.  

Why am I telling you all this now?  

Because the chemical weapon used was believed to 

have been both heavier than air and of the ‘persistent 

type’. Therefore, the basement is still a no-go zone, 

as it is likely to remain highly toxic for some time.  
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Yanov. 

 

Another area previously inaccessible due to the Brain 

Scorcher, the area is now populated by Stalkers, 

Bandits, Duty and Freedom. The area contains 

several significant sites, including ‘The Oasis’ and the 

crash site of the ‘UFO.’ 

 

Yanov Station. 

 

This former train station serves as the area’s safe 

haven. You should be able to find traders, medics and 

mechanics here.  

It is considered neutral territory, even between Duty 

and Freedom, who both use it as a forward operating 

base.  

They separate themselves into the station’s two 

wings, with Duty occupying one wing and Freedom 

occupying the other. Each wing has its own entrance 

to the outside, and both factions tend to use these so 

that they can avoid encountering one another.  

The central hall that connects the two wings is where 

neutral Stalkers tend to congregate.  

Duty and Freedom may well loiter here too, and it can 

be intriguing to watch them as they keep to ‘their’ side 

of the hall.  
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Having Duty and Freedom in such close proximity 

makes the atmosphere very tense.  

Although they have called a truce in and around the 

building, they may well shoot each other on sight if 

they encounter each other further out. 
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Ecologist Bunker. 

 

The second ecologist science lab is located South 

West of Yanov train station. It was established not 

long after the Brain Scorcher was shut down.  

It is similar to the lab at Yantar, but appears to be 

more advanced, which makes sense as it is of more 

recent construction.  

It too serves as a safe haven and blowout shelter. 

The scientists appear to be trained medics too. As 

with at Yantar, working for them could prove quite 

lucrative. 

 

Volkhov AA Complex. 

 

This is a former Surface to Air Missile or ‘SAM’, site.  

It was used to protect the CNPP from air attack before 

the 1986 disaster.  

The missiles were removed for obvious reasons, but 

the remaining equipment was left behind. Much of this 

equipment is highly radioactive, so I wouldn’t 

recommend trying to salvage it. 

Its bunker can serve as an unsecured blowout shelter. 
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Jupiter Factory Complex. 

 

Officially, the infamous Jupiter Factory Complex was 

used to make electronic components for civilian 

radios and televisions.  

Unofficially, it was used to make electronic 

components for weapons such as guided missiles.  

The complex is now crawling with mutants and 

anomalies, and the background radiation levels are 

dangerously high as well. Unless you need to reach 

the tunnel to Pripyat, I would recommend giving the 

Jupiter complex a very wide berth. 

 

Tunnel to Pripyat. 

 

Under the Jupiter factory is a large fortified tunnel 

complex, which links Jupiter to the city of Pripyat.  

Using this tunnel is risky at best, as it is often 

patrolled by Monolithians, and is frequently infested 

with mutants and anomalies.  

It does provide a way of entering Pripyat safe from 

above ground observation and blowouts however.   
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Red Forest. 

 

The Red Forest is the name given to the heavily 

irradiated woodlands near the CNPP, and the city of 

Pripyat. The radioactive fallout killed the trees, turning 

their leaves red, hence the name ‘The Red Forest.’   

It is a very dangerous area to traverse, as its 

background radiation levels are still dangerously high. 

To make matters worse, it is infested with particularly 

dangerous mutants.  

It is very easy to get lost in there, which would be a 

death sentence.  

Do not attempt to cross the Red Forest unless you 

absolutely have to. If you must cross it, then do so 

only in broad daylight, and as part of a very 

experienced, well-equipped and well-armed group.  

 

Underground Mine. 

 

Deep within the red forest, and near to the above 

ground mining complex, you may find the entrance to 

an underground mine. The mine is infested with 

mutants, anomalies and is rumoured to be the ‘home’ 

of some particularly powerful Poltergeists.  

Entering this mine is very risky, and so I would not 

recommend it. That said, it can be used as a blowout 

shelter if you cannot reach any safer alternative. 
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Mining Complex. 

 

The closest thing the Red Forest has to a safe haven, 

the above ground complex is home to ‘Forester’, the 

Zone’s oldest and longest serving resident. He was a 

park ranger before the 1986 accident, and he refused 

to evacuate.  

Instead, he chose to remain in the Zone, even after 

the 2006 second disaster.  

His knowledge and experience are considered 

invaluable, and as a result the complex is guarded by 

Duty.  

Forester himself appears neutral to everyone, but as 

meeting him involves going through Duty, if they do 

not like you, then you are not getting in. 

It has been suggested that Duty will not let Forester 

leave the complex, ‘for his own protection.’  

I suspect the truth is that Duty are keeping Forester 

as their ‘guest’, so they can monopolise his 

knowledge and experience to give them an edge, and 

to ensure Freedom cannot benefit from it.  

I guess the line between ‘guest’ and ‘prisoner’ is a fine 

one, and sometimes blurred. 
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Pripyat. 

 

The city of Pripyat is the largest built up area in the 

Zone and was previously home to some 50,000 

people. Now it is a ghost town, occupied only by 

Zombified Stalkers, mutants and the Monolith.  

This makes it a ‘no-go-zone’. Although the Monolith 

are both less organised and less numerous since the 

destruction of the Common Consciousness, they 

remain very well equipped, and every bit as hostile. 

Attempting to enter Pripyat by force is to invite fierce 

urban fighting. Look up ‘the first battle of Grozny’ to 

see how badly that can turn out.  

Sneaking in by stealth is likely to be more effective, 

but is still extremely risky. 

There are no safe havens in Pripyat. There was one, 

after a fashion, back in 2012. This was established 

when the stranded remnants of ‘Operation Fairway’ 

fortified the city’s laundromat, however this was 

abandoned when they were evacuated.  

Duty attempted to hold it for a while, but they were 

driven out by repeated Monolith attacks. 

Since then we have had no information about what is 

going on in the city.  

Therefore, I cannot give you any further advice, other 

than to ‘stay out.’ 
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CNPP. 

 

The Chernobyl Nuclear Power Plant, the centre of the 

Zone. Since 2006, only a handful of Stalkers have 

reached it, and even fewer made it back to tell the 

tale. 

The Military has attempted several large-scale raids 

on it over the years, all of which have met with 

disaster. 

It was assumed that whatever might be controlling the 

Zone would be located here, at its centre.  

Of course, we now know that these assumptions were 

correct, as this was where the ‘Common 

Consciousness’ was created. The failed experiment 

that created the Zone was conducted here as well. 

The presumed destruction of the Common 

Consciousness has done little to make the CNPP 

more accessible, as it is still fiercely guarded by the 

Monolith.  

Therefore, what is going on there now is a complete 

mystery. 
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Words of Wisdom. 

 

A few ‘take home’ messages to help you on your way. 

 

“Never ASSUME. If you do you will make an ASS of U 

and ME.” 

“Discretion is sometimes the better part of valour”. 

“Get your retaliation in first”. 

“Explore by day, fight by night.” 

“Traveling light is traveling right.” 

“Always use the right tool for the job.” 

“Better to have it and not need it, than to need it and 

not have it”. 

“Remember to check your six”. 

 “Expect the unexpected.” 

“Trust your gut, it is never “just the wind.” 

“Tracers work both ways.” 

“A five second fuse is a three second fuse”. 

“Do you know, or do you just think you know?” 

“Don’t walk or sound like a zombie.” 

“Do not underestimate the Zone.” 

“In the battle against radiation there are no victors, 

only survivors.” 
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Glossary. 

 

The following are a few terms you will need to 

memorise if you are to survive here. 

 

A 

AFV: Armoured Fighting Vehicle. 

AK: Avtomat Kalashnikova. Translates into English as 

'Kalashnikov's Automatic Rifle.’ The AK prefix is used 

to identify the Kalashnikov family of weapons.  

Anomaly: Catch all term for the localised areas of 

extremely anomalous conditions found in the EK after 

the 2006 second disaster. NB - most are extremely 

dangerous, but artifacts spawn from these.  

AP: Armour Piercing. Rounds designed for maximum 

armour penetration. 

APC: Armoured Personnel Carrier. 

Artifact. Catch all term for the valuable objects 

created by anomalies. 

ATGM: Anti-Tank-Guided-Missile. 
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B 

Blowouts / Emissions: Immense discharges of psi 

energy released from the CNPP. May result in 

zombification or death. 

BMP: Boyevaya Mashina Pekhoty. Russian / Eastern 

Bloc Infantry Fighting Vehicle. Translates into English 

literally as ‘Infantry Fighting Vehicle’. 

BTR: ‘Bronetransporter’. Translates into English as 

‘armoured transporter.’ These are a family of wheeled 

Soviet / Eastern Bloc APCs. 

 

C 

CNPP: The Chernobyl Nuclear Power Plant. 

 

D 

DTPA: Diethylenetriamine pentaacetate. Anti-

radiation treatment. Comes in Calcium (Ca) and Zinc 

(Zn) varieties. 

 

E 

EK. ‘Ekologicheskaya Katastrofa.’ The official name 

for the Zone as it is today. This area is off limits to all 

but authorised personnel. This is the area affected by 

anomalies, blowouts and mutants. This is ‘the Zone 

‘proper’ created during the 2006 second disaster. This 

is the part of the Zone traders and Stalkers are 

interested in, as this is where artifacts are found. 
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F 

Faction: Catch all term for ideologically minded 

people in the Zone, who come together to operate as 

a distinct organisation. 

 

G 

GOST: Gosudarstvennyy Standart. Translates into 

English as ‘State Standard’. The Soviet equivalent of 

‘STANAG’. 

 

H 

HE: High Explosive. 

HEAT: High-Explosive-Anti-Tank 

HP: Hollow Point. Bullets designed to cause 

maximum tissue damage. 

HMG: Heavy Machine Gun. Typically fire ammunition 

of 12.7mm and above. 

 

I 

IFV: Infantry Fighting Vehicle. 

Induced radiation: Process whereby a non-

radioactive object is made radioactive due to 

prolonged exposure to ionising radiation. 
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J 

JHP: Jacketed Hollow Point. A variant of Hollow Point 

rounds, intended to create maximum soft tissue 

damage. 

 

K 

KPVT: Krupnokaliberniy Pulemyot Vladimirova 

Tankoviy. Vehicle based 14.5mm HMG. 

 

L 

LMG: Light Machine Gun. Usually fire intermediate 

calibre Assault Rifle ammunition, such as 5.56mm, 

5.45mm and 7.62 x 39mm. 

 

M 

MANPADS: Man-Portable-Air-Defence-Systems. 

Shoulder launched Surface-to-Air Missiles used to 

shoot down aircraft. 

MMG: Medium Machine Gun. Usually fire full power 

rifle ammunition such as 7.62x51mm NATO and 7.62 

x 54R. 

Mutant: Catch all term for the humans, animals, fish, 

birds, plants and fungi mutated by the Zone. They are 

only found within the EK, as they appear unwilling to 

leave it. Specimens taken out of the Zone will often 

expire after a few days, for as yet unknown reasons. 
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N 

NIJ: National Institute of Justice. American based 

organisation that, amongst other things, rates the 

effectiveness of body armour. 

Noosphere: Allegedly, this is a ‘field’ that surrounds 

the planet, which is created by the conscious minds of 

living beings. Individual humans cannot interact with 

it, however the joint minds of the Common 

Consciousness could. It is believed that their 

attempted medalling with the noosphere caused a 

breach. This breach allowed the noosphere to interact 

with the biosphere, i.e. living things, and the 

geosphere, which is the non-living planet itself. The 

result of this is the EK, in other words, the Zone. 

NSV: Eastern Bloc 12.7 x 108mm HMG. 

 

O 

Over-watch: This is where one member of a team 

overlooks another team member and the area, they 

are operating in. Overwatch can provide advanced 

warning of approaching hostiles and can lay down 

covering fire if needed. 

OP: Observation Point: A hidden location set up to 

observe an area or objective. May also serve as an 

overwatch position. 
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P 

PDA: Personal Data Assistant. 

PKM: Pulemyot Kalashnikova Modernized.                 
A 7.62 x 54Rmm Medium Machine Gun. 

Pripyat: City created to house the workers of the 

CNPP. Evacuated in 1986. 

PSI / PSY: Catch all terms for telepathy, telekinesis, 

pyrokinesis and other ‘power of the mind’ abilities. 

 

Q 

Quarantine: The act of sealing off an area to prevent 

contaminants, pathogens etc. from harming the wider 

area and general population. The Zone is under a 

permanent state of quarantine.   

 

R 

Radiation: More properly Ionizing radiation, this 

includes particles and rays that can cause DNA and 

cellular damage.  

RPG: Rocket-Propelled-Grenade. Shoulder launched 

explosive weapon, designed primarily for the anti-tank 

role. In the Russian language, RPG actually stands 

for ‘Ruchnoy Protivotankoviy Granatomyot’, which 

loosely translates into English as ‘Hand-held anti-tank 

grenade launcher.’ 

RP: Rally Point. Prearranged meeting point where 

team members head for if in trouble. 
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S 

SAM: Surface-to-Air-Missile. 

SI units: International System of Units. 

Stalker: Artifact hunters who enter the Zone illegally 

to retrieve artifacts. In other words, you. 

STANAG: NATO Standardisation Agreement. 

Equipment listed as STANAG should be compatible 

with other STANAG equipment. For example, all 5.56 

mm STANAG magazines should be compatible with 

all 5.56mm STANAG rifles. 

Strelok: A near legendary Stalker credited with 

shutting down the Miracle Machine, the Brain 

Scorcher, penetrating the CNPP and then destroying 

the Common Consciousness. 

 

T 

Trader: A businessmen who conducts trade in 

artifacts, weapons and supplies. In other words, me.  

 

U 

UAV: Unmanned Ariel Vehicle. In plain language, a 

flying drone. The two main types are fixed wing, which 

are similar to airplanes, and rotary wing, which are 

similar to helicopters. 

UGV: Unmanned Ground Vehicle. In plain language, 

a ground-based drone, usually wheeled or tracked. 
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V 

Vepr-12: A semi-automatic box magazine fed combat 

shotgun based on the RPK LMG. A direct competitor 

to the similar Saiga-12. 

 

W 

WP: White Phosphorus, also known as ‘Willie Pete.’ 

WP munitions, such as grenades can be used both to 

create smokescreens and as incendiary weapons. 

 

X 

X-Labs: Covert, and usually subterranean, 

laboratories that were used to investigate psy abilities, 

and their effects on living organisms. This research 

ultimately created the Zone.  

 

Y 

Yak-B: The 12.7 x 108mm gas-operated four-barrel 

Rotary Cannon, used in the traversable chin turret of 

the Mi-24 Hind assault gunship helicopter.  
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Z 

ZoA: Zone-of-Alienation. The larger radioactive area 

that surrounds the EK. The ZoA was created after the 

1986 Chernobyl disaster. This area is also off limits to 

unauthorised personnel. 

Zombification: The process whereby a person’s 

brain suffers neurological damage due to psi 

energies, thus leaving the victim an aggressive 

mindless automaton.  
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Epilogue. 

 

“So…we meet again eh? Well…it has been twelve 

months. And have you followed my advice, to-the-

letter?” 

You have? Well…you look in much better shape than 

before…and you have provided solid evidence to 

show what you have been doing.” 

“OK, I can see you are still keen, and I would say you 

are now ready for the Zone...or as ready as anyone 

can be…and a deal is a deal.  

I’ll make the arrangements to get you to the Zone.” 

 

Unnamed Trader and artifact smuggler, Kiev, Ukraine, 

2018. 
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Postscript. 

 

“Welcome to the Zone Stalker. I hope you enjoyed our 

little trip through the countryside to get here, and all 

the ‘little chats’ we had with all those checkpoint 

guards. I trust you also didn’t mind having to offer all 

those little ‘incentives’ to them, so they would let us 

on our merry little way. You can see now why getting 

here is so expensive… 

So, what makes getting home again any easier than 

getting here?  

Nothing whatsoever, that’s what!  

Getting out of the Zone is just as difficult - and 

expensive - as getting in. And I see you have no 

money left after purchasing all your equipment and 

‘travel expenses.’ 

Here is what I will do. We will set the ‘exit fee’ at 

5,000 roubles. You had better start hunting for 

artifacts then, if you want to afford to be able to go 

home someday. 

My associate, Wolf, will show you the ropes. I suggest 

you pay him a visit at that village over there…I’ll let 

him know you are on your way. 

Good hunting Stalker.” 

 

Unnamed Trader and artifact smuggler, Cordon, The 

Zone, 2018. 



 
 

 

 

 

 

 

 
 

The End. 

  



 
 

Sources. 

Some of the information contained within this book 

was taken from my own experiences, however much 

of it was obtained via research.  

I have listed the main organisations, websites and 

individuals I used for this research below.  

Apologies in advance to any I may have left out. 

 

Organisations. 

 

Armament Research Services. 

http://armamentresearch.com/ 

National Institute for Justice 

https://www.nij.gov/Pages/welcome.aspx 

The British Army. 

https://www.army.mod.uk/ 

GSC GameWorld. 

https://www.gsc-game.com/ 

Misery Development Team 

https://www.moddb.com/company/misery-

development-ltd 

Dezowave 

https://www.dezowave.com/ 

http://armamentresearch.com/
https://www.nij.gov/Pages/welcome.aspx
https://www.army.mod.uk/
https://www.gsc-game.com/
https://www.moddb.com/company/misery-development-ltd
https://www.moddb.com/company/misery-development-ltd
https://www.dezowave.com/


 
 

Websites. 

 

Stalker Wiki: 

http://stalker.wikia.com 

Defence Review 

http://www.defensereview.com/ 

Wikipedia 

https://en.wikipedia.org 

Google: 

https://www.google.co.uk/ 

Lucid Science: 

http://www.lucidscience.com 

ARRSEPedia 

https://www.arrse.co.uk/wiki/Main_Page 

The Scrapboard:  

http://www.angelfire.com/art/enchanter/title1.html 

 

 

 

 

 

 

http://stalker.wikia.com/
http://www.defensereview.com/
https://en.wikipedia.org/
https://www.google.co.uk/
http://www.lucidscience.com/
https://www.arrse.co.uk/wiki/Main_Page
http://www.angelfire.com/art/enchanter/title1.html


 
 

YouTubers. 

 

AlfieAesthetics: 

www.youtube.com/user/AlfieAesthetics 

BlackScoutSurvival: 

https://www.youtube.com/user/BlackScoutSurvival 

Brent0331: 

https://www.youtube.com/user/Brent0331 

CanadianPrepper: 

https://www.youtube.com/user/CanadianPrepper33 

City Prepping: 

https://www.youtube.com/channel/UCmb2QRAjdnkse

21CtxAQ-cA 

DemolitionRanch: 

https://www.youtube.com/user/DemolitionRanch 

ForgottenWeapons: 

https://www.youtube.com/user/ForgottenWeapons 

FalconGuidesGPP: 

https://www.youtube.com/user/FalconGuidesGPP 

ForbiddTV: 

https://www.youtube.com/user/ForbiddTV 

http://www.youtube.com/user/AlfieAesthetics
https://www.youtube.com/user/BlackScoutSurvival
https://www.youtube.com/user/Brent0331
https://www.youtube.com/user/CanadianPrepper33
https://www.youtube.com/channel/UCmb2QRAjdnkse21CtxAQ-cA
https://www.youtube.com/channel/UCmb2QRAjdnkse21CtxAQ-cA
https://www.youtube.com/user/DemolitionRanch
https://www.youtube.com/user/ForgottenWeapons
https://www.youtube.com/user/FalconGuidesGPP
https://www.youtube.com/user/ForbiddTV


 
 

Free Field Training: 

https://www.youtube.com/channel/UCtZsYzjLeKLrOfy

wABBP_hg 

GY6vids: 

https://www.youtube.com/user/GY6vids 

Hugbox:  

https://www.youtube.com/channel/UC-

wxTT930hP13M2XVA8_9jg 

InRangeTV: 

https://www.youtube.com/channel/UCeUNM9NqJqZXf

RNeuW4_2sg 

Ivarr Bergmann: 

https://www.youtube.com/user/Bergmann907 

John Lovell: 

https://www.youtube.com/channel/UC9ZKDGCc5R67f

VvLFSv-OLA 

KGBSurvivalist 

https://www.youtube.com/user/KGBsurivalist 

Lindybeige: 

https://www.youtube.com/user/lindybeige 

Metatron: 

https://www.youtube.com/channel/UCIjGKyrdT4Gja0V

LO40RlOw 

MinuteEarth: 

https://www.youtube.com/user/minuteearth 

https://www.youtube.com/channel/UCtZsYzjLeKLrOfywABBP_hg
https://www.youtube.com/channel/UCtZsYzjLeKLrOfywABBP_hg
https://www.youtube.com/user/GY6vids
https://www.youtube.com/channel/UC-wxTT930hP13M2XVA8_9jg
https://www.youtube.com/channel/UC-wxTT930hP13M2XVA8_9jg
https://www.youtube.com/channel/UCeUNM9NqJqZXfRNeuW4_2sg
https://www.youtube.com/channel/UCeUNM9NqJqZXfRNeuW4_2sg
https://www.youtube.com/user/Bergmann907
https://www.youtube.com/channel/UC9ZKDGCc5R67fVvLFSv-OLA
https://www.youtube.com/channel/UC9ZKDGCc5R67fVvLFSv-OLA
https://www.youtube.com/user/KGBsurivalist
https://www.youtube.com/user/lindybeige
https://www.youtube.com/channel/UCIjGKyrdT4Gja0VLO40RlOw
https://www.youtube.com/channel/UCIjGKyrdT4Gja0VLO40RlOw
https://www.youtube.com/user/minuteearth


 
 

Mishaco: 

https://www.youtube.com/user/plinking101 

NWSMissoula: 

https://www.youtube.com/user/NWSMissoula 

Paul Harrell: 

https://www.youtube.com/channel/UC6QH13V2o68zy

nSa0hZy9uQ 

Primitive Technology: 

https://www.youtube.com/channel/UCAL3JXZSzSm8

AlZyD3nQdBA 

Scholagladiatoria: 

https://www.youtube.com/user/scholagladiatoria 

Shadiversity: 

https://www.youtube.com/user/shadmbrooks 

Scishow 

https://www.youtube.com/user/scishow 

Skallagrim: 

https://www.youtube.com/user/SkallagrimNilsson 

TFB TV: 

https://www.youtube.com/channel/UCnKbs5xffaEzzd

KdPZvfhdQ 

VickersTactical: 

https://www.youtube.com/user/VickersTacticalInc 

https://www.youtube.com/user/plinking101
https://www.youtube.com/user/NWSMissoula
https://www.youtube.com/channel/UC6QH13V2o68zynSa0hZy9uQ
https://www.youtube.com/channel/UC6QH13V2o68zynSa0hZy9uQ
https://www.youtube.com/channel/UCAL3JXZSzSm8AlZyD3nQdBA
https://www.youtube.com/channel/UCAL3JXZSzSm8AlZyD3nQdBA
https://www.youtube.com/user/scholagladiatoria
https://www.youtube.com/user/shadmbrooks
https://www.youtube.com/user/scishow
https://www.youtube.com/user/SkallagrimNilsson
https://www.youtube.com/channel/UCnKbs5xffaEzzdKdPZvfhdQ
https://www.youtube.com/channel/UCnKbs5xffaEzzdKdPZvfhdQ
https://www.youtube.com/user/VickersTacticalInc


 
 

last but definitely not least Weaponsandstuff93: 

https://www.youtube.com/user/Weaponsandstuff93 

Who provided a great deal of information for this work 

and helped edit my many spelling mistakes. Thank 

you, Liam. 

 

 

  

https://www.youtube.com/user/Weaponsandstuff93


 
 

 

 

 

The meltdown of the Chernobyl Nuclear Power Plant 

on the 26th of April 1986 resulted in the worst nuclear 

accident in history. Many lost their lives, and 

thousands were evacuated overnight. The resulting 

‘Zone of Alienation’ was left an irradiated and 

abandoned wasteland.  

Or so we thought… 

Thirty years later, the Second Chernobyl Disaster 

created a rift, through which the laws of physics and 

nature were corrupted and warped.  

This new and twisted landscape hides many 

mysteries and dangers, but also great riches for those 

brave enough to reach in and take them.  

You will not have heard this before, as the event was 

covered up, and all information relating to its 

aftermath has been suppressed by the authorities.  

With this guide however, you will learn both the truth, 

and how to survive and thrive in 'the Zone’. 

 


