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Ch/1: INTRODUCTION

Listen up, citizens!

I have been asked to introduce 
this Justice Department approved 
game to you by Accounts Division. 
This book is a mistake and will only 
cause more lawbreaking; however, 
my objections have been overruled. 
Heed this warning: Using this book 
in a proscribed manner will result 
in lengthy cube time.

This book does not give you the 
right to enforce the Law! Should you 
attempt to do so you will be looking 
at decades in an iso-cube for jimping.

Possession or ownership of this 
book will be treated as an aggravat-
ing factor should you commit any 
other crime, and I will add five years 
to your sentence.

Should this book be banned at 
some point in the future you will re-
port to your local sector house for 
sentencing and destruction of the of-
fending item. Failure to do so will add 
another five years to your sentence.

I hope I am making myself clear, 
creeps.

Finally, on behalf of Justice 
Department, I hope you enjoy your 
game...

...WhiLe you can!

DreDD

In 1977, 2000 AD took the world by storm. Unlike other comics, with their 
capes and crusaders, 2000 AD offered an anthology of brutal stories about 
flawed characters in deadly worlds. Over the years these characters included 
Judge Dredd who enforced the laws of Mega-City One, the mutant bounty 
hunter Johnny Alpha, the genetically engineered Rogue Trooper, the Celtic 
warrior Sláine, plus a veritable menagerie of weird, violent, and colourful 
characters in bizarre and often desperate circumstance.

Now it’s your turn! With so many dangerous worlds populated by interesting 
and evocative characters, there is ample room for further stories and that’s 
where Judge Dredd & the Worlds of 2000 AD comes in. Using this book, 
you and your friends can create gritty new anti-heroes to explore the awe-
some environments torn from the pages of the greatest comic in the world. 
The kinds of characters you and your friends create depend on the world you 
choose. You might be mutant bounty hunters, genetically engineered soldiers 
fighting in the future, warped barbarians searching for plunder, or grim ath-
letes fighting in blood-drenched arenas for your freedom. While the rules in 
this book help you tell stories in any of the great worlds of 2000 AD, this 
book spends much of its time on Judge Dredd, easily the most popular and 
best-known of the anti-heroes populating the amazing comic.

JUDge DreDD
It is the year 2099 and the world is much changed from how we know it. 

After a disastrous global war, much of the planet has been reduced to a ra-
dioactive wasteland, vast stretches of which are uninhabitable, both from 
the radiation and the mutated horrors that make their home in the wastes. 
Civilization now huddles in vast mega-cities, conurbations encompassing 
massive stretches of land. Three such mega-cities have risen from the ruins 
of the United States of America; Mega Cities One and Two and their southern 
neighbour Texas City.

The most important mega-city, and the primary setting for the Judge Dredd 
stories, is Mega-City One. Although the megalopolis’s footprint eventually 
shrank after a series of devastating events, at its height it spread across the 
entire eastern seaboard of the United States, from New England to Florida, 
and its population reached upwards of 800 million. Much of Mega-City One 
consists of City Blocks, enormous star-scrapers large enough to home up to 
50,000 citizens. The press of people and widespread unemployment, due 
to the existence of sapient robots, makes Mega-City One a dangerous and 
unruly place, one where people fritter away their time on the current fad or 
distraction that happens to be taking the city by storm. 

Mega-City One’s size and sprawl makes enforcing law and order difficult, and 
so the city employs special law enforcement officers called Judges to patrol 
the city and police its streets. No simple cops, Judges have complete power to 
enforce the law by any means they deem necessary, sentencing and convicting 
any criminals they catch, and, rarely, executing them for the most despicable 
crimes. Easily recognized by their distinctive helmets and uniforms, Judges 
cut impressive figures in Mega-City One, evoking fear, respect and hatred in 
(more-or-less) equal measure from the citizens they protect. Judges are also 
well-equipped to carry out their duties, from the Lawgiver pistols that can fire 
up to six different types of ammunition, to their Lawmaster motorcycles which 
are armed with an array of weapons and an onboard AI computer that can take 
over driving duties when the Judge is otherwise occupied.
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Of all the Judges enforcing the law in Mega-City One, the 
most feared and respected is Judge Dredd. A dour, often 
humourless man; utterly committed to punishing lawbreak-
ers and keeping the peace. Over the years he has brought 
justice to some of the most notorious criminals to have 
terrorized his city. While he almost always gets his perp, 
Dredd is but one man and with the constant unrest and 
upheaval making the city a dangerous place; there will al-
ways be a need for fresh recruits to join the fight. It is time 
for you and your friends to earn your badges, take up your 
Lawgivers and bring the Law to the city. You might die, as 
many have before you, but you might also make a name 
for yourself, one worthy to stand alongside Dredd’s.

roleplAying in
the WorlDs of 2000 AD

Judge Dredd & the Worlds of 2000 AD is a tabletop 
roleplaying game (RPG). Unlike other kinds of games, much 
of the play takes place in your imagination, and you and your 
friends work together to create thrilling stories in the worlds 
of 2000 AD. This book contains the rules of the game and 
information about the world you explore when you play.

This game is similar to many other tabletop RPGs in that 
one of you becomes the Game Master (GM) and the rest 
act as players. Each player controls at least one Player 
Character (PC). These PCs become the central characters 
in the stories you and your friends tell. As a player, you 
can choose one of the pre-generated characters included 
in this book, or you can use the rules to make a unique 
character all your own. When you play your character, you 
decide what your character does and says. In a way, your 
character becomes your alter ego, allowing you to become 
someone else; if only in your imagination.

Anyone can choose to become the GM, though you only 
need one GM at a time. GMs can have the most fun since 
they are the architects, the narrators, the interpreters 
of the rules, and the adjudicators of what happens in the 
game. As the GM, you decide what sorts of adventures the 
Player Characters have, determining the challenges and 
opposition, what is at risk, and what the PCs can hope to 
gain by completing their objectives. You also play all the 
supporting characters in the story, from the extras that 
stand in the background, the victims of crimes, and the 
criminals themselves. In one adventure, you might play 
Call Me Kenneth, the leader of the robot uprising, and in 
the next you might be the terrifying Judge Death. You 
might control a gang of thugs or a band of mutants who 
have managed to infiltrate the city. Finally, as GM, you ad-
judicate the rules. While the rules tell you how the game 
can be played, you can decide when to use them and when 
to ignore them. You might change them as needed to im-
prove the story or give the players a break, or you might 
use the rules to interpret how to resolve some action at-
tempted by the Player Characters. 

When you play Judge Dredd & the Worlds of 2000 AD, 
you and your friends tell a story together. The GM presents 
the situation and challenges the players characters must 

face. The players describe how they react to the situation 
and what methods they use to overcome the obstacles. Using 
a combination of common sense and the rules presented 
in this book, the GM interprets the players’ stated actions, 
decides how they play out in the story, and then describes 
how the situation changes; and the plot moves forward. Thus, 
the game plays as a back and forth exchange, with the GM 
describing the situation, the players responding, and the GM 
responding to them with a new situation, and so on until the 
adventure ends and you have all told a story worthy of ap-
pearing alongside those in the pages of 2000 AD. 

You might play through a single adventure or the GM 
might connect several adventures together to tell a longer 
story. As the PCs complete adventures, they might find new 
equipment, earn money, and, best of all, gain experience 
that helps them improve their capabilities over time. To 
manage character development, the game uses experience 
points (XP). When the players reach story goals, overcome 
deadly challenges, and defeat foes, the GM grants XP and 
then the players can then spend this earned XP to get bet-
ter at those skills they desire and can develop new abilities.

rUle Zero
As with most roleplaying games, GMs have the final say 

about what happens in the game. So, GMs decide what 
happens when a player describes a particular course of ac-
tivity. They might decide the activity happens as described, 
does not happen — likely because the action is impossible 
— or might require the player to roll dice. GMs are also the 
final authority on the rules. Whenever a question comes 
up about how the rules work, GMs should interpret the 
rule in whatever way they feel is fair. GMs can ditch rules 
or invent new ones based on the needs of the stories they 
help to tell. Of course, it should go without saying that the 
primary aim of Judge Dredd & the Worlds of 2000 AD is 
provide you and your friends with an enjoyable play expe-
rience. To this end, GMs who break or bend the rules do 
not violate some cosmic law. Rather, they work to ensure 
you and everyone else has a good time. 
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WhAt yoU neeD
Even though this is a complete game, you will need a 

few things to play:
 » several six-sided dice. The game refers to these 

dice as d6s.
 » A character sheet. You can photocopy the one 

found in this book, download one from the Internet, 
or just use a sheet of paper.

You might need a token or figurine to represent your char-
acter. Some GMs prefer to use battlemaps to help manage 
the action when the bullets start flying. You can grab such 
figurines at any fine game store, but you can also use any 
token or game piece you like to represent your character.

If you are the GM, you need to keep this book handy 
and you will need an adventure. You can come up with an 
adventure of your own using the guidelines in this book, 

or use a published adventure, such as the one included in 
this book, State of the Empire.

AboUt this book
This book is a complete game. Inside, you will find out 

how to create characters, rules for everything from track-
ing down a fugitive in the tangled ruins of the Undercity to 
conducting a firefight against bloodthirsty killers, and eve-
rything in between. And if you have elected to be the GM, 
the book provides ample advice for adjudicating the game, 
designing adventures, and an overview of some of the most 
iconic settings from the pages of 2000 AD.

This book has ten parts, each summarized below to 
prepare you for the mind-blowing roleplaying experi-
ence you are about to have.

The Worlds of 2000 AD - page 10
Although this book focuses on Judge Dredd, there are numer-
ous other worlds in the comics, many of which will get their own 
sourcebooks. This section provides brief overviews of some of 
the major settings such as Nemesis the Warlock, Ace Trucking 
Company, Strontium Dog, Rogue Trooper, ABC Warriors, and Slaine!

ChARACTeR CReATioN - pAge 16
For both players and game Masters, the section detailing char-
acter creation shows you how to create unique characters for 
play in Judge Dredd and includes skills, careers, exploits, and 
psionics, along with advancement rules. Best of all, if you need a 
character in a pinch, you can just select one of the ready-to-play 
characters included in this section so you can start right away!

equipMeNT AND VehiCleS - pAge 86
You want guns, motorcycles, and other gear? You need look no 
further than this meaty chapter, for it offers you everything you 
need to survive the mean streets of Mega-City one. it includes a 
variety of items that perps or citizens can use, along with details 
of the special equipment issued to Judges.

hoW To plAY - pAge 120
Making characters is one thing but how to use them is a bit more 
involved. This section covers everything you should know in or-
der to play the game. Whether you are in a shooting war against 
bandits on the Moon, scaling the side of a City Block, or chasing 
down Frankenstein 2 down a crowded highway through Mega-City 
one, this chapter gives you all the rules you need to resolve the 
toughest situations.
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MegA-CiTY oNe - pAge 154
The world of Judge Dredd is an exciting and dangerous place. As 
dangerous as Mega-City one can be, it is even worse in the Cursed 
earth beyond city limits. This section tells you everything you need to 
know to bring the world to life including overviews of the mega-cit-
ies, the radioactive wastelands, as well as lands beyond, from Brit-
Cit, east-Meg one to luna City on earth’s moon, and much, much more.

gAMe MASTeR ADViCe - pAge 220
As much fun as being a gM is it can also be a daunting task if you 
have never tried it before. This section provides you with a mix of 
practical advice on how to create adventures, keep the players 
entertained, manage the rules, and other information to transform 
you into a kick-ass game Master. 

CRiMe BloTTeR - pAge 186
Adventures are the heart and soul of any roleplaying game as 
they provide the frameworks for the stories you and your friends 
tell. The Crime Blotter section gives you a series of short, one-
shot adventure hooks. You can run these by singularly or string 
them together to play through a longer adventure.

STATe oF The eMpiRe - pAge 206
in addition to the Crime Blotter, this book also includes a longer 
adventure to get your game started. 

FoeS - pAge 220
Need bad guys? The “Foes” chapter presents an assortment of an-
tagonists torn from the pages of Judge Dredd for use in adven-
tures of your own design. 

AppeNDix
here you will find some handy reference materials to make running 
Judge Dredd & the Worlds of 2000 AD even easier, such as 
tables, character sheets and an index. 
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ExAmplE of plAy

Diane, Karl, olivia and Sylvester are 
playing in an adventure run by lena.  
They play a group of Judges: Diane and 
Sylvester are Street Judges, Karl is a Tek 
Judge while olivia is a psi Judge. The team 
are in the process of trying to track down 
and arrest the infamous perp and all round 
bad guy Spuggy mullet. They are now in 
Rick Astley Block, outside apartment 117BF, 
home of the dangerous Drongo brothers. 
The Judges earlier arrested and questioned 
the eldest of the three brothers, Dag 
Drongo, who has confirmed the three are 
expecting to meet with mullet in the very 
near future…

 We can’t let 
him get away and 

we need him alive. 
i charge across the 

room and leap at 
mullet to try and 
grab him in a bear 

hug.

olivia (psi 
Judge Devi), 

Karl (Tek Judge 
Novak) and Diane 
(Judge morris) 
simultaneously

um, 18. 
pretty good.

I’m gonna kill 
you jays! Gonna fill 

you with lead, and when I’m 
done I’m gonna shoot 

you some more.

you 
what?

 i said we go in 

on three…

 i kick the 
door down…

Wait a 
minute! i will use 

my telepathic powers 
to scan the apartment so 
we have some idea who we 

are going up against

olivia, playing the more careful psi Judge Devi

okay, make a 
roll and tell me 
what you get…

You can detect both of the 
other Drongo brothers, 

frag and Brag, and a third 
individual, who seems less 

clear in your mind. Then you 
realise it’s him, it’s mullet!

Brag grabs a spit gun and 
moves to his left, raising it.

yes it is. There 
is a slight click and 

you can open the 
door quietly. There 
is a small hallway 

and you can hear the 
sounds of voices 

from behind an 
interior door, which is 
ajar. You are pretty 
certain this leads to 

the living room.
You see Brag Drongo by 

the window. it looks like he 
has just handed something 

to a man in a jetpack 
hovering just outside the 
block. it’s definitely your 
target Spuggy mullet! 

To your left, behind a 
kitchenette counter, you 
glimpse frag Drongo 

ducking down out of sight. 
What are you all doing?

lena
(the Gm)

olivia (psi Judge Devi)
Rolls some dice

olivia (psi Judge Devi)

Everyone 
else

Sylvester 
(Judge Kirkwood)

Sylvester (Judge Kirkwood)

i use 
my passcard 
to override the 

electronic lock to 
the apartment and 

let us in. i 
roll a 

15, is that 
enough?

Karl (Tek Judge Novak)

rolls 

some dice

Everybody 
freeze!!

 

Shoot 
the 

mouth!

let’s 

kick the 
door down 

and take these 

creeps by 

surprise!

Sylvester, playing the impetuous Judge Kirkwood

We go in on 
three…

olivia (psi Judge Devi)
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… i roll 
a 14

olivia (psi Judge Devi)

Roj 
that, this 

is h-Wagon 
113-Delta-Bravo, we 
see your Judge, 
diving to intercept. 

going to be 
close…

rolls 

dice

lena checks the 

numbers required 

for the dice rolls 

to succeed.

22. 
That’s a hit!

 12. is 
that good 
enough?

 *deep Sigh*

4. um.

16. 
Should be 

a hit.

Diane and Karl, you 
fire and both hit the 

perp. olivia your 
shot goes just wide. 
Sylvester, you leap 
out of the window, 

miss Mullet by a good 
five feet, and begin to 
plummet towards 

the ground.

okay, i need 
you to all 
roll to hit 

except 
Sylvester. 

You need 
to make a 
jumping 

skill roll 
to get 

hold of 
Mullet, who 

is firing 
up his 

jetpack 
and 

beginning to 
pull away 
from the 
building.

olivia (psi 
Judge Devi)

Diane (Judge morris)

Sylvester 
(Judge 

Kirkwood)

Sylvester (Judge Kirkwood)Karl (Tek 
Judge Novak) 

everyone rolls 

some dice

AAAAAAAAAAAAAAAA!

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAaaaa...

...14  … i get 
a 12 for 
damage.

Need an h-Wagon 
urgently, Judge 

Kirkwood has fallen 
from apartment 117 Bravo 

Foxtrot, Rick Astley 
Block.

i call for 
emergency back-up.

rolls 

dice

rolls 

dice

Diane (Judge morris)
olivia (psi Judge Devi)

Karl (Tek Judge Novak)

i roll for 
my damage… 

You hear a 
voice over 
your radio.

Brag Drongo falls to the 
ground, looks like he’s one 
for the meat wagon. his gun 

clatters to the floor. olivia 
you need to make a roll to 
see if you can get help in 

time…

7
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What will happen now? Will 
frag Drongo be taken alive so 
the Judges can question him 
about the mullet case? Will the 
H-Wagon arrive in time to rescue 
Judge Kirkwood? And even if they 
do will the grenade, closely 
following him out of the window, 
be scooped up with him as well? 
And will Judge Kirkwood ever 
stop screaming? 

In play all these questions and 
more will be answered in their 
game, but for now we will leave 
the Drongos, mullet, and Judges 
Kirkwood, Devi, morris and Novak 
to their investigation.

lena looks 

up and smiles 

maliciously at 

Sylvester

… straight 
towards 
Judge 

Kirkwood!

Meanwhile frag 
Drongo pops up 
from behind the 

counter...

...and hurls 
a handbomb in 
your direction. 

i switch 
targets and take 
down this perp!

i grab a 
cushion from 

any nearby chair 
and try to bat the 
grenade out of 

the window!

17. Great, 
that should 

do it.

rolls 

dice

rolls 

dice

lena rolls 

some dice 

out of the 

players’ sight

Diane (Judge morris) 

Karl (Tek Judge Novak)

olivia, it is all 
happening too 

fast and you are 
currently on the 

radio, so cannot do 
anything else just 

yet.

Karl, Diane, roll 
your dice.

Karl, your shot is wide 
and smashes into the 

counter as frag Drongo 
ducks behind it again. 

Diane, you successfully 
smash the grenade in 

midair with your cushion 
and it sails out of the 

window before plummeting 
towards the ground… 

9. Blast, that’s 
not going to be good 

enough, is it?

AAAAAAAAAAAAAAAAAAAAAAAA!

A brief glossAry
The following are explanations of some of the core terms 

you will encounter throughout this book.

Attributes. Attributes represent a range of core measurable 
facets of your character in numerical form. These attributes 
are STRENGTH, AGILITY, ENDURANCE, INTUITION, LOGIC, 
WILLPOWER, CHARISMA, and LUCK plus a couple of optional 
attributes which depend on the campaign. The higher an at-
tribute, the more your character exemplifies that attribute.

Attribute Check. Most activities in the game are based 
around an attribute check. This is a test whereby one of 
your attributes determines how many dice you get to roll 
to accomplish a task such as shooting at a bandit or lifting 
a heavy object.

benchmark. The difficulty of a task is described by its 
benchmark. This is a descriptive word and numerical value 
which an attribute check attempts to roll over.

Career. A career is a temporary building block which helps 
form your character’s development. Characters take ca-
reers for periods of time during character generation as the 
process works its way through his life in what is known as 
a “lifepath” system. Each career affects his attributes and 
skills. For example, a few years spent working as a bartend-
er in a shuggy hall might enhance a character’s social skills. 
At any given time, a character will have a current career.

Countdown pool. A countdown pool is a special sort of dice 
pool used to add suspense when racing against an unknown 
clock. It involves periodically rolling a dice pool and removing 
any dice which show a certain value, until the pool is empty.

d6. A “d6” is a regular six-sided dice. Judge Dredd and 
the Worlds of 2000 AD is based around pools of dice in 
which you roll a number of dice, add up the total, and com-
pare it to a target number known as a difficulty benchmark. 
Multiple dice which are rolled and added together are ex-
pressed as xd6 – for example, “3d6” means “roll three dice 
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and add them together”, while “5d6+2” means “roll five 
dice and add them together, then add two to the total”.

d66. When the rules ask you to roll a d66, you should roll 
2d6 but read them a little differently. Instead of adding them 
together, you read the first as “tens” and the second as 
“units” - for example, if you roll a 3 and a 2, you read that as 
32. Rolling a 1 and a 6 gives you 16. This way of rolling dice is 
mainly used by the GM when rolling on random tables.

Descriptor. At the top of the character sheet you will 
see an area known as the “descriptor”. The descriptor pre-
sents a number of fundamental things about your charac-
ter in the form of a single summarizing sentence.

Dice pool. A dice pool is the handful of dice you roll 
when making an attribute check. It can be formed in vari-
ous ways (adding dice granted by your attributes, skills 
and/or equipment) and is limited in size by your grade.

Die bonus/penalty. If something indicates that it grants 
or inflicts a die bonus or penalty (usually in the format 
“a +2d6 bonus”) it refers to additional dice which can be 
added to (or which must be removed from) your dice pool 
when you make an attribute check.

experience points. Characters earn Experience Points 
by accomplishing tasks, defeating enemies and completing 
adventures. These Experience Points (or XP) can be spent 
on character improvements.

exploits. Exploits are individual abilities or benefits. There 
are different types of exploit – species exploits, career ex-
ploits, attribute exploits, age exploits and universal exploits.

Exploits include things like an android’s immunity to 
mental attacks, a Tech Judge’s familiarity with vehicles, or 
the ability to perform a deadly strike.

game Master (gM). The GM is the referee of the game. 
She describes the universe to the players, and controls the 
actions of NPCs and monsters.

grade. Your character’s grade is simply the total num-
ber of career grades you have taken. A starting charac-
ter is usually Grade 5. Your grade is important because 
it determines the maximum sized dice pool you can form 
when making attribute checks.

non player Character (npC). An NPC is a character 
which is not played by one of the players. Instead, all NPCs 
are played by the GM.

skills. Skills are smaller, concentrated packets of interest, 
expertise or training. They include things like cooking, pis-
tols, wrestling, poetry, piloting, engineering and many more. 
Your character will pick up new skills throughout his career. 
The skill list is open-ended and unlimited; a skill kicks in at 
any time your character performs an activity related to it.

species. Your character is one of a number of available 
species (including human). He might be a fierce mutant, an 
uplifted ape or a non-living robot.

setting the tone

Judge Dredd and the Worlds of 2000 AD is designed to 
fit a wide range of science-fiction styles from the comics, from 
grand space operas to gritty hard sci-fi. With forthcoming 
sourcebooks for various popular strips, whatever your favorite 
2000 AD setting, you should find that you can easily play it 
with this game. In the Judge Dredd setting you will be able to 
run campaigns for a party of perps, as a group of Judges or as 
citizens trying to survive the mean streets of the city.


