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THE TREASURE OF `CROSS-EYED' WILLY 
A MINI-CAMPAIGN FOR PUNKAPOCALYPTIC

With the remains of the cities of the World of Before full of unknown wonders, it is just right that the area 
round Scrapbridge be full of stories about old hoards of beautiful scrap hidden and waiting to be discovered. 
But if there is one of such stories which shines above the rest, told countless times in the drinking holes of the 
Bridge by local folks after a bunch of cienfuegos shots, that is the one about the treasure of “Cross-eyed” Willy.

- You never heard of the story ‘bout the treasure of “Cross-eyed” Willy? You lived under a rock, or what? Apart from 
that blue’n’yellow overall you wearin’, you seem like decent folk, and I am bored as fuck, so I’m tellin’ you.

As the story goes, “Cross-eyed” Willy was part of quite a decent crew. The name of the band changes dependin’ on 
who’s telling the story, but anyway, they were no small threat. It seems that Willy was a clumsy bastard and they 
only ordered him to do the most basic stuff, as cleanin’ poo-holes, diggin’ ditches and such. One of his eyes pointed 
to Nowater and the other to Pigsty, and the rest of the crew had a great time pokin’ and messin’ with him. Well, and 
they kicked him a bit, the usual thing.

One day they drove off to the Wasteland lookin’ for some brawl or whatever, but they only found this big-ass storm 
with heavy winds and this rain which makes holes in your clothes. Fact is they took shelter for several days the best 
they could. Some of the gangers don’t make it through, but the rest of ‘em didn’t give a shite when they found about 
the surprise waitin’ for ‘em. The brutal wind of the last days had left exposed a large convoy of vehicles, those like 
the Black Blood, with a shitload of treasures from the World of Before. Weapons, thingies, bullets, tools, whatever 
you name. Hell, you won’t believe it, there was enough there for the survivin’ crew members to live like warlords 
for the rest of their days in the fanciest crib in Scrapbridge!

The band broke their backs all day long, diggin’ up whatever was still buried and pilin’ up all that big-ass loot, while 
a couple of them headed back to their headquarter to fetch some buffamels to load the whole lot. That night they 
drank their asses out and emptied every single cienfuegos bottle in their camp, laughin’ and talkin’ about how they 
were goin’ to spend all that treasure.

Next mornin’ the crew woke up with the worst hangover they had ever had in their lives. They were no fools, mind 
it, so they had left some lookouts durin’ the night, but they seem’d to be knocked out as well. But the surprise these 
fuckers didn’t count with was to see the center of the camp completely empty, and in the place there had been the 
great pile of loot there was only a handwritten note which read “Where am I lookin’ to now, suckers?!”. “Cross-
eyed” Willy had made a fool out of all of them, knockin’ them out and then stealin’ all their treasure.
Now, you will be wonderin’ “How did this sorry bastard manage to take all the loot by himself, if it weighted a ton 
and was bigger than a hut? That is precisely the fuckin’ mistery, boy. No one heard ever again about Willy or the 
treasure, and no one has a fuckin’ clue on how he did it in the first place.

You will be hearin’ a lot of stories about it, from the most absurd to… even more absurder. When you come to a 
new settlement there will always be some smartguy tryin’ to sell you “the real treasure map of Cross-eyed Willy”. 
But hey, pay them no credit, because it is impossible for them to have the real deal… because the real map I got it 
myself. Yes, boy, I found it in the same biters cave where I found the corpse of Cross-eyed Willy. And the best part 
of it, is that you can have it for 50 dirty bullets...
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This mini-campaign consists of 3 linked scenarios to search for the treasure of “Cross-eyed” Willy. The first two 
of them will grant some advantages for the third and last, which will determine the winner of the campaign.

They are designed to be played with 500 points bands. Each player must play the 3 scenarios with the same 
faction, as it should represent the same band, but not necessarily with the same miniatures choice.

SCENARIO 1
KICKING ASSES AND TAKING NAMES

There are rumours that there is a small settlement where some people have information about the whereabouts 
of the treasure of “Cross-eyed” Willy. Getting the clues from those ugly fellows down there requires some for-
ceful methods, because no one mouths off easily in the Wasteland. In this scenario you will need to find the 
people with the right information and beat it out of them.

Scenery
You must place 4 small huts (or similar shacky building) in the central area of the table. These huts must have 
an access door, which will be closed at the beginning of the game. Both players will take turns in setting them 
on the table. Besides, each player will set ONE area of contaminated terrain (of about 8”x6”) in any place he 
wants on the gaming table.
After that, the rest of the scenery will be placed in the usual way.

Deployment
Follow the generic rules for deployment zones and miniatures placement.

Duration
The game will last 6 turns.

Rules
The bastards with the information are inside the huts. To get to them you have to open the door first, for which 
a miniature must spend an Action. With this Action the miniature will make a Strength or Tech roll (whichever 
the player chooses, as the miniature can break it open by force or pick the lock). Once open, the miniature will 
drag the snitch from inside the hut to the street and start “questioning” them. To get answers the miniature will 
have to use Actions until it wins two opposed Strength rolls against the villager (who has Strength 4). Once the 
snitch has revealed the information, they will be too “damaged” to reveal it to another enemy miniature.

Both to open the doors and get the information from the villagers, only miniatures able to take objectives will 
be able to do so, and won’t be able to do it if there are enemy miniatures in base-to-base contact with them 
(disputing the objective). Besides, all bonus granted by weapons will be applicable to these Strength rolls (it’s 
always better to have a weapon than using your fists).

Victory conditions
Each player must write down how many snitches he has successfully interrogated (it does not matter if the 
actual miniature who received the information survives the game or not). This will be important in Scenario 
3: The price of History.
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SCENARIO 2
BRING YOUR OWN SHOVEL

The information obtained will lead both bands to the ruins of an old city of before. But you can’t go into the 
ruins of an old city searching for a treasure without the proper tools. In their way to the treasure the band will 
stop by Stan’s supplies and shuffled shit scrapyard. This is basically a dump filled with garbage, but they hope 
they can find some useful stuff to help them dig out the treasure. Of course, the rival band has thought exactly 
the same.

Scenery
Scenery will be placed in the usual way, but adding all the scrap, junk and garbage piles that players can pos-
sibly gather. Besides, each player will set ONE area of contaminated terrain (of about 8”x6”) in any place he 
wants on the gaming table.

Deployment
Follow the generic rules for deployment zones and miniatures placement.

Duration
The game will last 6 turns.

Rules
There will be 6 objective markers randomly placed over the table. Each of them will be a pile of junk where the 
miniatures might find digging tools, but also some nasty surprise. A miniature able to control objectives and in 
physical contact with one of them, can spend an Action to search through the garbage. Then a d10 roll must be 
made and this table checked to see what is found:

Victory conditions
Each player must write down how many tools he got among the garbage. A Downed miniature which had any 
digging tools will keep them for its band, unless an enemy miniature Looted its body, in which case they will 
be in its enemy’s hands. This will be important in Scenario 3: The price of History.

1-2-3 A biter clamp. The miniature is hit as if by a weapon of 
Penetration 2, Strength 3.

4-5 A rubber chicken with a pulley in the middle. Some-
day its use will be revealed, but not in this campaign.

6-7-8-9-10 Some digging tools. Just what they need for the last 
scenario.
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SCENARIO 3
THE PRICE OF HISTORY

You have info, you have the tools… It’s time to go after the treasure of “Cross-eyed” Willy. And it won’t be easy, 
because apart from the rival bande, there will also be some dangerous creatures lurking among the ruins of the 
city.

Scenery
Scenery will be placed in the usual way, but trying to place the most urban ruins features as possible. Besides, 
each player will set TWO areas of contaminated terrain (of about 8”x6”) in any place he wants on the gaming 
table.
After that, the rest of the scenery will be placed in the usual way.

Deployment
Follow the generic rules for deployment zones and miniatures placement.

Duration
The game will last 6 turns.

Rules
There will be 8 objective markers randomly placed over the table. These will be the potential locations for frag-
ments of the treasure of “Cross-eyed” Willy. Objectives must be placed on ground level (if the scattering die 
result makes this impossible, move the marker to the nearest available space at ground level).

If any player got some digging tools in the previous scenario, before the game they will have to decide which 
miniatures carry them. This won’t use any equipment slot.

A miniature in contact with an objective can spend Actions in digging. To do so it will have to succeed in a 
Strength check and when two have been successfully made, the hole will be big enough. If the miniature had 
digging tools with it, the Strength checks will be automatically successful (but still it will need to spend 2 Ac-
tions). When each hole is dig, roll d10. With a result of 1 to 5 the place was not the right one, there is nothing 
there. With a result of 6 to 10, a part of the treasure has been revealed. Congratulations! No miniature can carry 
more than one part of the treasure.

But you also have to have in mind the secret information obtained in the first scenario. For each snitch the pla-
yer had been able to successfully interrogate, they will be able to choose if a hole reveals a part of the treasure 
or not (instead of making the d10 roll), whether it was made by one of his miniatures or one of the rival’s.

Ahhh, you thought that was all, sucker? The ruins of the old city hide some dangerous critters that won’t think 
twice about tasting the fresh meat of the trespassing crews.

Before the game starts there will be deployed 3 beasts, but halving the scatter distance (the die result will be 
multiplied by 1” instead of 2”). They will be looking in the direction pointed by the scatter die. What these 
beasts are is up to you. They might be some hungry biters, horny mongolongos, highjackers looking for food 
for their offspring… Their attributes will be the ones showed in the following table, and will act as follows: at 
the beginning of each Turn, before any of the players gets to act, each beast will move towards the closest mi-
niature in its Line of sight. But besides, each time there is a firearm shot at 24” or less of it, or a miniature ends 
its Action turn having spent at least one Action in digging at 12” or less of it, the beast will immediately react 
spending an Action to move closer to the source of the noise. If at any time of its movements it gets into base-
to-base contact with a miniature, it will be considered as an Assault and there will be a combat.
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Weapons: claws and teeth (C +0, Pen 2, S +0).

Victory conditions
At the end of the game, each part of the treasure in possession of a miniature will grant 1 Victory point to its 
band. The winner will be the side with more points. If both players end up with the same Victory points the 
game will be a tie; they can play again to untie the result or take turns kicking their balls to determine a final 
winner.

GENERIC DEPLOYMENT RULES

Actions Combat Precision Agility Strength Tough. Tech
Beast 2 4 - 5 5 4 -


