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Glow Pool to affect acquisition of mutations; can attempt to force mutations starting at CHELK PENALTY:
level 3. ARMOR diE:
Survival die adds to all survival-related checks and resisting environmental, toxin, and FUMBLE diE:
radiation effects. PIiELET il f a

Smell fuel 100’, single pint down to 20" with concentration.
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AC is usually 10 + Ref save + shields.

[Impervious] armor does not degrade.
f: Feeble pieces degrade on a 1-2.
a: Ablatives can be discarded to nullify a

MUTATION. 1 on an armor die. Every two ablatives
See USG p. 71 and Mutations starting at p. 167. increase Fumble die +1d.



