
Name:   
Player:   
Occupation:   

Class: Mutant 

Alignment:   
XP:   

Level: 

 Mod Temp Mod 

STR     
AGI     
STA     
PER     
INT     
LUC     

 

 

 

 

 

 

 

Equipment: 

Special Abilities: 

Treasure & 
Wealth: 

Mutations 

See USG p. 71 and MutaƟons starƟng at p. 167. 

Proficient in all weapons, armor (modified to fit them). 
Glow Pool to affect acquisiƟon of mutaƟons; can aƩempt to force mutaƟons starƟng at 
level 3. 

 

Survival die adds to all survival-related checks and resisƟng environmental, toxin, and 
radiaƟon effects. 

Saves 

Reflex:  
FoRTitude:  
Will:  

Smell fuel 100’, single pint down to 20’ with concentraƟon. 

AC is usually 10 + Ref save + shields. 
[Impervious] armor does not degrade.  
f: Feeble pieces degrade on a 1-2.  
a: AblaƟves can be discarded to nullify a 
1 on an armor die. Every two ablaƟves 
increase Fumble die +1d.   

Armor 
AC:     
Check Penalty:     
Armor Die:     
Fumble Die:     

Pieces [i] f a 
        
        
        
        

        
        
        
        
        
        

Base AC:  
Max Fumble Die: d10 
Special:   

Combat 

Speed:  Crit Die: 
Action Dice:  Crit Table:   III 
Init:  Attack Bonus: 

Lucky Roll: 

Glow Pool: 

Favored Weapons: 
Survival Die: 

HD:   2d4 

HP:     


