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I know this is going to be 
a touchy subject... but are 
there any ethnic groups 
more or less likely to have 
mutants? I’ve done a little 
bit of reasearch and haven’t 
found anything.

Blue Lou • Apr 1, 2016 • 
5 replies

Why so you can start racially 
profiling folks?

eBarker • Apr 1, 2016 • 
4 replies

Lou, the reason you haven’t 
found anything is because 
there’s nothing to find. In 
a small town one large 
mutant family might skew 
the numbers – especially if 
they’re of a different ethnicity 
than the rest of the town but 
once you zoom out to the 
global, or even national level 

– it all averages out the same.,

Captain Empirical • 
Apr 1, 2016 • 3 replies

It might average out to the 
same percentage of mutant 
vs. non-mutant but you can’t 
tell me that Piceans aren’t 
more common in traditionally 
seafaring peoples.

King Don • Apr 1, 2016 • 
2 replies

I can and do tell you that. 
Admittedly there’s not a lot 
of data but what we have 
indicates that while the more 
advanced Piscean mutants 
stick to the shore, there’s 
a higher percentage of 
Athlete and Wanderer-types 
inland. Overall, it averages 
out counting mutant vs. non-
mutant.

Dr. Crabby • Apr 1, 2016 • 
1 reply

savage Worlds rules

  If the mutant rolls a 1 on their arcane skill die when using one of their powers, they do not 
suffer backlash damage but instead may not use that power for the rest of the encounter 
(or they spend a Benny to negate the backlash).

Arcane Skill Since most mutations don’t require an activation roll, there’s reduced need for 
an arcane skill. For the few instances where a roll would be required, such as to target an 
individual, use the standard Shooting or Throwing skills. In any other instance, assume that 
mutants roll their Vigor attribute to activate powers. 

On the other hand, if your vision is for a mutant that’s physically weak or sickly yet is highly 
skilled with their abilities, you may (with your game master’s permission) create a Mutation 
skill (based on the Spirit attribute) which your mutant roll to can activate their powers.

arcane backgrounD: anthroPoPhagous mutation
Starting Power Points 12

The character can only choose mutations from the Anthropophagous Mutation Tree in 
the order they appear (both beneficial and detrimental mutations). Additionally, because 
Anthropophagous mutants instinctively seek out their own kind, the character receives 
a +1 Charisma bonus when dealing with other Anthropophagous mutants. Increase this 
bonus by +1 for every 2 Feature: Inhuman () detrimental mutations the character has. 
Anthropophagic mutants are described in greater detail in the Mutant Families section (see 
p. 102).

arcane backgrounD: Piscean mutation
Starting Power Points 15

The character can only choose mutations from the Piscean Mutation Tree in the order they 
appear (both beneficial and detrimental mutations). Additionally, because Piscean mutants 
are instinctively drawn to their own kind, the character receives a +1 Charisma bonus 
when dealing with other Piscean mutants. Increase this bonus by +1 for every 2 Feature: 
Inhuman () detrimental mutations the character has. Piscean mutants are described in 
greater detail in the Mutant Families section (see p. 135).

arcane backgrounD: ranDom mutation
Starting Power Points 10

“Random” mutants can pick and choose any combination of mutations as long as they 
meet the prerequisites. Additionally, characters can acquire more power points by taking 
detrimental mutations. The character could be have a cluster of D.N.A. from an as-yet 
undiscovered genome or they could be true mutants, unique in the world.

arcane backgrounD: tenebrous mutation
Starting Power Points 12

The character can only choose mutations from the Tenebrous Mutation Tree in the order 
they appear (both beneficial and detrimental mutations). Additionally, because Tenebrous 
mutants are instinctively drawn to their own kind, the character receives a +1 Charisma 
bonus when dealing with other Tenebrous mutants. Increase this bonus by +1 for every 
2 Feature: Inhuman () detrimental mutations the character has. Tenebrous mutants are 
described in greater detail in the Mutant Families section (see p. 169).
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These 
mutations 

do not have 
prerequisites.

*Claws only cost +2 
points regardless of 
location. However, 
they don’t appear on 
the hands until all 7 
prerequisites have 
been met.

+2 +2

+3

+2

+5

+3

-5

+2

-4

-3
-5

+4

+3 +2*

variable

+4

+6

variable

+4

Agility: 
Improved I

Limbs: Dedicated 
(legs; movement) 

Digestive 
Adaptability

Sense: 
Scent

Feature: Inhuman  
(snout)

Intellect: 
Impaired I

Jaw: 
Razor 

Strength: 
Increased I

Claws: 
Cutting 
(hands)

Drive: Urge 
(cannibalism)

Drive: Compulsion 
(cannibalsim)

Vision: 
Low-Light 

Vision: Dark Vision: 
Telescopic

Strength: 
Increased 2

Skin: Thick-
Leathery

Anthropophagus 
Mutation 

Progression

Cultural 
Disassociation

Claws: 
Cutting 
(feet)

Intellect: 
Impaired 2

Skin: 
Leathery

Likewise, there’s a higher 
concentration of Wolfman 
and Megillah-types in 
mountainous regions and/
or places with a lots of 
caves, but the other types 
are spread out wherever 
there’s enough humans 
to feed upon. Tenebrous 
mutants don’t seem to have 
a favored environment unless 
you believe the stories of 
underground cities. These 
distribution patterns are 
based entirely on geography 
rather than genetics.

Captain Empirical • 
Apr 1, 2016 • 0 replies

savage Worlds rules

mutants as race
Optional Rule

Buying mutation points with the Arcane Background edge is a quick and effective way to 
build mutant characters. Since human characters start with a free advantage, it’s easy to 
assume that you’ve spent it on Arcane Background: Random Mutant edge and have 10 
mutation points to spend. Still, that may not enough to build your character concept; you 
may not have enough edges to spare or to have the necessary number of instances of the 
Power Points edge the mutant would have to be Legendary or greater.

Under this optional rule, you can build mutant characters as a race instead of a modified 
human. Mutants have the following traits:

Anomalous Genes Racial mutants begin play with Arcane Background: Random Mutation 
edge, giving them 10 points to spend on advantageous mutations. They may acquire 
additional points by taking the Power Points edge or detrimental mutations as usual.

Diverse Traits Racial mutant begins with an additional +10 mutation points.

Maladjusted Mutants with 20 or more points worth of transformation never had a shot at a 
normal human life and grow up mistrustful and resentful. Reduce Charisma by -2.

Unemployable Racial mutants have difficulty getting and holding onto money. 
They start play with one fifth of the usual amount of money.
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aDDitional  
character oPtions
surgical correction

Another option for increasing Anthropophagic, Piscean, and Tenebrous diversity is the 
possibility that some of their mutations may have been “corrected” by a cosmetic surgeon. 
This allows the mutant character to skip over a mutation on the mutation progression chart. 
Surgically corrected mutations effectively become zero-point mutations that give neither 
penalties nor bonuses to the character – but do allow them to qualify for mutations further 
down on the chart.

Medical science is not without limits and there is always some faint trace of the original 
trait left behind. An Anthropophagic mutant can eliminate their Jaw: Razor mutation by 
getting their teeth capped but keen observers may wonder why their porcelain smile is 
always unnaturally perfect. Likewise, a Piscean mutant may have the webbing between 
their fingers and toes removed but will still have unusually long digits and faint scars. Some 
mutations simply may not be correctable or the process of “fixing” them may have terrible 
side effects. For instance, a character might be cured of their Mutant Urges by performing 
a partial lobotomy on them – but then they suffer the effects of lobotomization. 

These 
mutations 

do not have 
prerequisites.

+5

+2+4

+2

+2

-3

+2

+5

-4

+6

+2 +4

+4 +6

-3

-3

+5

+3

+3 +3

+6+5 +6

+5

variable

Vision: 
Low-Light 

Vision: 270 
Degree 

Feature: Inhuman  
(unblinking eyes)

Vision: 
Dark

Gills
Feature: 
Inhuman  

(narrow head)

 Feature: Inhuman 
(noseless)

Strength: 
Increased 1

Strength: 
Increased 3

Strength: 
Increased 2

Size: 
Increased 1

 Size: 
Increased 2

Skin: 
Leathery

Adaption: 
Pelagic 

Webbing

Stamina: 
Increased 1

Feature: 
Inhuman  

(fins)

Stamina: 
Increased 2

Stamina: 
Tireless

Lifespan: 
increased

Disease 
Resistance

Drive: Urge 
(live in the sea)

Sense: Scent

Hallucinations

Psychic Power 
(emote)

Piscean 
Mutation 

Progression

Lobotomized 
characters may 
suffer from reduced 
intellectual capacity, 
diminished motivation, 
and lack of emotional 
affect. Most become 
passive and apathetic 
but some lobotomized 
individuals lose self 
–control and become 
impetuous, acting on 
impulse. The simplest 
way to handle this is 
to reduce the level 
of the mutant’s urge 
by 4 mutation points 
– and give them the 
Motivation: Diminished 
detrimental mutation.

savage Worlds rules

Alternately, game 
masters might 
declare that it costs 
twice as much to 
raise Intelligence and 
Spirit during character 
creation and through 
advancement or that 
these attributes are 
limited to a maximum 
of d6.
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These mutations 
do not have prerequisites 
and may be taken by any 

Tenebrous mutant.

* This mutation may be taken 
multiple times. A character 
must have at least two 
instances to qualify for 
Psychic Power (collective 
consciousness).

+2

+4

+4

+4

-5

+6

-3
-3

-5

+2

+5

+2

-1+4
+4

+5

+6

+6

+6

+6

Agility: 
Improved I

Alternate Nutrition
Source (electricity)

Sense: 
Magnetic

Feature: Inhuman  
(large cranium)

Feature: Inhuman  
(black eyes)

Electromagnetic 
Pulse

Anatomy: 
Unusual

Bioluminescence

Frailty

Cognition: 
Enhanced 

(any)*

Tenebrous Mutation 
Progression

Cultural 
Disassociation

Size:
Reduced 1

Resistance: 
Electricity

Feature: Distinctive 
(elongated fingers)

Cognition: 
Enhanced 

(any)*

Cognition: 
Psycic Power 
(teleconcept)

Agility: 
Improved 2

Psychic 
Power: 
(emote)

Psychic Power:  
(mind reading)

Psychic Power: 
(collective 

consciousness)

Feature: Inhuman  
(grey skin) -3

An anthropophagic mutant’s snout could 
theoretically be fixed but the process 
would involve repeatedly breaking and 
resetting their skull and jaw, something few 
ethical surgeons would attempt. The end result 
might be a face without a snout, but it also will 
never be an attractive face, merely one that (barely) passes for human. There’s also a 
better-than-even chance the mutant becomes addicted to painkillers during the lengthy 
recovery process.

The game master is the final arbiter as to what mutations are available for surgical 
correction and may impose additional requirements such as maximum or minimum stats 
or skills. In the above example, for instance, a billionaire who adopted a mutant child 
could afford the many surgeries necessary to remove the child’s snout as it developed. 
The game master permits that character to skip Inhuman Feature (snout) as long as the 
character’s stats reflect the resulting unattractiveness. 

On the other hand, there’s no way that the mutant’s twin sister who remained with their 
dirt-poor cannibal parents could ever come close to affording a snout-ectomy so she is 
stuck with Inhuman Feature (snout). 

savage Worlds rules

This could be as 
simple as requiring 
the player character 
to take the Ugly 
Hindrance, or to take a 
-2 penalty to Charisma 
if the character is more 
odd-looking than ugly 
per se. 

Alternately, the 
player might have to 
pay twice as many 
skill points to buy 
the Persuasion and 
Streetwise skills during 
character creation – or 
the game master may 
require them to have at 
least a d4 Intimidation 
skill to reflect how 
scary-looking the 
character is.

Sa
m

pl
e 

file



Mutant 
Manual 

18

Mutant 
Manual 

vestigial mutations
Optional Rule

The R.E.A.C.T. Worldbook states that when creating an Anthropophagic or Piscean mutant 
character, mutations must be purchased in the order they appear on their respective 
mutation progression charts, allowing for a limited variety of mutants. You can increase 
the diversity by allowing visible mutations to be vestigial. Vestigial mutations do not 
provide any benefits to the mutant but have the same basic appearance as their functional 
counterparts. Vestigial mutations may also be applied to Tenebrous mutations.

For the purposes of computing mutant build points, substitute a Feature: Distinctive 
mutation for each vestigial mutation. Each Feature: Distinctive is worth the usual -1 point 
– unless it would make the mutant especially frightening-looking, in which case use the 
Feature: Inhuman (-3) mutation would apply with the usual penalties to social skills. 

For instance two Anthropophagic mutant characters, one with animal-like legs from the 
Limbs: Dedicated (movement; legs) mutation and the other with Feature: Inhuman (animal 
legs) look identical to the untrained eye but only the former receives a bonus to leaping. 
(An experienced zoologist could probably tell them apart, but let’s not quibble). Moreover 
since Agility: Increased 1 and Claws: Cutting are prerequisites for Limbs: Dedicated 
(movement; legs), the first mutant character has spent 10 build points in total and is done. 
The second has only spent 4 build points (seven for Agility: Increased and Claws: Cutting 
minus three for Feature: Inhuman (animal legs)) and has points left over to spend on 
more mutations.

Only advantageous mutations can be vestigial and only those that produce traits readily 
apparent to the naked eye. You cannot have vestigial Disease Resistance, for instance, 
since a hearty immune system isn’t readily identifiable. Additionally, you cannot declare a 
mutation vestigial if the resulting Feature is similar to one already listed on the mutation 
progression chart or if the advantageous mutation is a natural prerequisite for another 
mutation (meaning, a prerequisite mentioned in the description of the mutation, not just 
on the mutation chart). For example, Piscean mutants cannot declare their low-light vision 
to be vestigial by substituting Feature: Inhuman (weird looking eyes) because Feature: 
Inhuman (unblinking eyes) mutation is already in place. It’s also a prerequisite for Vision: 
Dark, so swapping it out is doubly verboten.

Characters who acquire more mutant build points through advancement can trade vestigial 
mutations for functional mutations by paying the normal cost in mutant build points and by 
buying off their Distinctive Feature or Inhuman Feature mutation. In the Anthropophagic 
example above, it would cost the second mutant 6 points in total to gain the jumping bonus; 
3 points to buy the actual Limbs: Dedicated (movement; legs) mutation and 3 points to 
eliminate Feature: Inhuman (animal legs).

Game Master Tip: 

Using the Vestigial option 
lets you quickly develop 
variations of existing 
mutants… without the need 
to come up with either a 
whole new set of stats or 
a new “look” for them. For 
instance, a given Mermaid-
type Piscean see pp. 153-
158) might have vestigial 
gills but an enhanced sense 
of smell to compensate. 
Such a character might be 
part of a sub-species or just 
a partial throwback to their 
human side?

If nothing else, you can use 
it to throw your players for a 
loop? “How could he drown? 
We all saw the gills!”

savage Worlds rules
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mutation DescriPtions
The format for mutations entries listed below is as follows:

Title A descriptive name for the mutation. Mutations are grouped into advantageous and detrimental mutations 
and listed alphabetically within those groups. Most mutations are named with the affected part of the anatomy first 
followed by a colon and a mutation descriptor. This is so all the “vision” mutations will be grouped together and all the 
“pheromone” mutations will be grouped together, making them easier to find.

Parentheses after the mutations name mean that the mutation is a catch-all category for a number of individual traits, 
each of which must be purchased separately.

Cost The cost of the individual mutation.

Prerequisites If prerequisites are listed, the mutant character must first acquire them before buying the listed mutation. 
If no prerequisites are shown, the mutation is available to any character at the listed cost.

Common Co-mutations This is a list of thematically linked mutations that often develop in the same mutant. While not 
required, players should consider them for their mutant characters since choosing a group of related mutations typically 
results in a more believable creature rather than one with a hodge-podge of disparate traits.

Description A short passage of text explaining the mutation, how it manifests, and the effects it has on the mutant.

Game Effects How the mutation affects the mechanics of the game, gives them bonuses, or allows them to bend and/
or alter the game rules.

mutation Quick reFerence 
mutation name cost PrereQuisites Page
Achilles’s Heel -4 68

Adaption: Arboreal 7 Vision: Low-Light 21

Adaption: Arctic 7 Vision: Low-Light 22

Adaption: Desert 3 Vision: Dark, Vision: 
Low-Light

22

Adaption: Pelagic 8 Gills, Vision: Dark, 
Vision Low-Light, 
Webbing

23

Adrenal Boost 7 23

Adrenal Rage 7 23

Adrenal Requirement Special Adrenal Boost or 
Adrenal Rage, any 
other mutation

68

Agility: Increased 1,2,3 5,6,6 24

Alternate Nutrition Source () 2 Resistance to source 24

Analgesia 8 25

Anatomy: Duplicate 3 25

Anatomy: Unusual 4 25

Bioluminescence 2 25

Bioluminescence: 
Uncontrolled

-5 69

Blood Drain 4 26

Claws: Climbing 2 26

Claws: Cutting 2 26

Claws: Retractable 1 Claws: Climbing or 
Claws: Cutting

27

Claws: Scythe 3 27

Cognition: Enhanced () 4 27

Cognition: Impaired 1,2 -4,-7 69

Cultural Disassociation -5 70

Dexterity: Impaired -2 70

Dexterity: Increased 4 29

Digestive Adaptability 2 30

Drive: Biological () -variable 70

Drive: Compulsive () -variable 71

Drive: Urge () -variable 72

Electromagnetic Field 5 Resistance: Electricity 30

Electromagnetic Pulse 6 Resistance: Electricity 30

Electromagnetic Touch 6 Resistance: Electricity 31

Eyes: Additional 1 31

Feature: Inhuman () -3 73

Feature: Distinctive () -1 or -2 74

Frailty -5 74

Gills 3 31

Hallucinations () -4 74

Hibernation 1 32

Horns: Butting 2 32

Horns: Goring 4 32

Hypnotic Susceptibility -3 75

Intellect: Impaired 1,2 -4,-5 75

Jaw: Locking 2 Jaw: Razor 32

Jaw: Razor 2 33

Jaw: Unhinging 1 Jaw: Razor 33

Lethargy -4 76

Lifespan: Decreased () -2 76

Lifespan: Increased 1+ 33

Limbs: Additional 4 34

Limbs: Dedicated () variable 34

Limbs: Specialized () variable 36

Metabolism: Rapid -2 77

Mineralization -1 77

Motivation: Diminished -4 77

Mouths: Additional 2+ 38

mutation name cost PrereQuisites Page

savage Worlds rules
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Patagia 3 Skeleton: Hollow 39

Pheromones: Allergenic 4 39

Pheromones: Attractive 7 40

Pheromones: Hallucinogenic 8+ 40

Pheromones: Offensive -4 78

Pheromones: Psychogenic 8 43

Pheromones: Speciesist 4 43

Psychic Power 6 44

Quadruped: Partial -3 78

Quadruped: Full -6 78

Quills 4 44

Radioactive 6 44

Rapid Healing 4 44

Reflexes: Diminished -8 79

Regenerative Traits: 
Limited

3 44

Regenerative Traits: Full 10 46

Resistance Disease 2 46

Resistance: Acid 5 46

Resistance: Cold 5 46

Resistance: Electricity 5 47

Resistance: Fire 5 47

Resistance: Poison () 1 47

Resistance: Radiation 5 47

Resistance: Toxins 2 48

Saliva: Acid 4 48

Saliva: Anticoagulant 5 Jaw: Razor or 
natural bite attack

49

Saliva: Paralytic (mild) 6 Resistance: Poison 
(own saliva), 
Jaw: Razor or 
natural bite attack

49

Saliva: Paralytic (strong) 8 Resistance: Poison 
(own saliva), 
Jaw: Razor or 
natural bite attack

49

Saliva: Poison 6+ Resistance: Poison 
(own saliva), 
Jaw: Razor or 
natural bite attack

49

Secretions: Acid 8 Resistance: Acid 50

Secretions: Allergenic 4 51

Secretions: Adhesive 5 51

Secretions: Infectious 3+ Resistance: Disease 51

Secretions: Poison 6 52

Secretions: Nauseating 7 52

Secretions: Oil 5 53

Sense: Balance 8 53

Sense: Impaired () -1 to -8 53

Sense: Magnetic 2 53

Sense: Scent 3 54

Sentience 3 54

Size: Increased 1, 2, 3 5, 5, 5 54

Size: Reduced 1, 2, 3 4, 4, 4 55

Skeleton: Flexible 5 56

Skeleton: Hollow -3 80

Skeleton: Reinforced 6 57

Skeleton: SuperFlex 4 Skeleton: Flexible 56

Skin: Calcified 3 Skin: Leathery 57

Skin: Chameleon 4 57

Skin: Chromatic -3 or -5 80

Skin: Carapace 4 Skin: Calcified, Skin: 
Leathery

58

Skin: Leathery 4 58

Skin: Thick Leathery 4 Skin: Leathery 59

Skin: Transparent -9 81

Spawning: Infectious 7+ 59

Spawning: Rapid 1 60

Smokescreen 6 61

Stamina: Increased 1,2,3 5, 5, 6 61

Stamina: Tireless 5 Resistance: Disease, 
Stamina: Increased 1&2

62

Speed: Increased 1,2,3 5, 6, 7 62

Speed: Reduced -4 81

Strength: Increased 
1,2,3,4

4, 6, 6, 7 63

Tail: Prehensile 2 64

Tail: Spiked 5 64

Tail: Stinger 10 64

Tusks 3 65

Vision: 270 Degree 4 66

Vision: Acute 3 66

Vision: Dark 2 Vision: Low-Light 66

Vision: Impaired -3 or -8 66

Vision: Low-Light 2 66

Vision: Monocular -2 82

Vision: Telescopic 3 67

Weakness: Incapacitating () -5 82

Weakness: Sensitivity () -4 82

Weakness: Susceptibility () -5 83

Weakness: Vulnerability -5 83

Webbing 2 67

Webcasting 5 67

mutation name cost PrereQuisites Pagemutation name cost PrereQuisites Page

savage Worlds rules
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mutations: aDvantageous
Advantageous mutations generally make a mutant more effective. Many advantageous 
mutations add skill bonuses while others give mutant characters entirely new capabilities, 
such as the ability to digest any organic substance, resist temperature extremes, or 
excrete paralyzing venom. 

aDaPtion: arboreal
7 points

Prerequisite Vision: Low-Light

Common Co-mutations Agility: Increased, Claws: Climbing, Limbs: Specialized (climbing 
or jumping), Quadruped: Partial, Size: Reduced, Tail: Prehensile, Vision: Acute, 
Vision: Low-light 

Description The mutant develops a variety of traits enabling them to live entirely in 
treetops. They tend to be shorter and have slighter builds than their ground-based 
counterparts, allowing thinner branches to support them. Their arms tend to lengthen, 
giving them a longer reach. Many grow long tails which lower their center of gravity and 
help them maintain their sense of balance on an unstable surface.

 

aDaPtion: arctic
7 points

Prerequisite Vision: Low-Light

Common Co-mutations Hibernation, Feature: Inhuman (fur), Sensitivity (heat), Size: 
increased, Weakness: Vulnerability (heat)

Description The mutant develops several traits that enable them to thrive in extremely 
cold environments. Their limbs shorten and their overall body shape becomes rounder and 
larger than non-arctic adapted specimens. This lowers their surface area to volume ratio, 
helping them to retain heat. The mutant also develops a subcutaneous layer of insulating 
fat and a lower core body temperature. Frequently arteries and veins run in parallel with 
each other, allowing for more efficient heat dispersion to the extremities.

The mutant’s feet tend to grow exceptionally broad and long, acting like natural snow 
shoes that provide stable footing on ice and snow. Slight webbing between the toes is 
fairly common.

Finally, the mutant’s eyes are capable of contracting to a phenomenal degree, making 
them highly resistant to snow blindness and glare. Other times, mutants may have 
nictitating membranes that protect against glare as well as harsh winds.

Can Mutants get 
cybernetics?

There’s aren’t any 
rules stopping them. 
Indeed, a wealthy 
enough nascent 
mutant might very well 
look to cybernetics to 
treat their condition. 
An auto-injector 
constantly pumping 
growth hormones (or 
hormone antagonists) 
into the mutant’s 
bloodstream might 
part of a effort to 
treat size or strength-
related mutations. 
Doctors might think a 
deep brain stimulator 
would help against 
aggressive urges or 
that a memory booster 
might ameliorate 
or halt mental 
degeneration.

That said, it’s equally 
likely that a mutant’s 
weird anatomy or 
bizarre internal 
chemistry might 
prevent cybernetics 
from functioning – or 
at least functioning 
properly. Implanting 
cybernetics on any 
mutant with electrical 
abilities is just a 
disaster waiting to 
happen. 

Ultimately, it’s up to 
the Game Master to 
make the call if they’ll 
allow cybernetic 
mutants in their 
campaign.

savage Worlds rules

Game Effects The mutant receives a +2 bonus to Climbing rolls and moves a number of 
inches per turn equal to their full Strength on a successful Climb roll. Even on a failed roll 
they still ascend a number of vertical inches equal to half their Strength. 

They may also travel horizontally by brachiating, swinging from branch to branch. A 
brachiating character must make a Climb check each round to avoid falling but otherwise 
has a Pace equal to their Strength. They and are considered to have a running start for the 
purposes of jumping (if, for instance, they attempt to jump between trees).

Game Effects The mutant may move at full speed through ice and snow; these do not 
count as difficult terrain for the mutant. They only have to check for fatigue when the 
temperature falls below 0° Fahrenheit (-18° C) (instead of at freezing) and have +2 to resist 
any effect with cold trappings.

Sa
m

pl
e 

file



Mutant 
Manual 

22

Mutant 
Manual 

aDaPtion: Desert
3 points

Prerequisite Vision: Dark, Vision: Low-light

Common Co-mutations Digestive Adaption; Feature: Distinctive (large ears); Size, 
Decreased; Vulnerability (cold); Weakness, Sensitivity (cold)

Description The mutant develops a cluster of traits that enable them to survive indefinitely 
in hot, arid climates. Adopting a nocturnal lifestyle is the most common adaption as this 
allows the mutant to sleep through the hottest hours and be active during the relatively 
cool nights. Mutants who remain active during the day develop dark pigmentation around 
their eyes, which acts to absorb excess sunlight and prevent it from being reflected back 
into their eyes, much like the eye black used by athletes.

Many mutants also develop enlarged ears with large veins running close to the skin, 
allowing them to act as radiators for excess heat. They also develop either the ability to 
close their nostrils and ears or thick nasal and ear hair for the purposes of keeping out 
sand. Nictitating membranes over the eyes are common. 

Finally, and most importantly, desert adapted mutants develop phenomenally efficient 
mechanisms for retaining water. They seldom perspire, instead employing other strategies 
for expelling excess heat, such as panting. They also produce less urine, which is highly 
concentrated to the point of nearly being gelatinous. 

aDaPtion, Pelagic
8 points

Prerequisite Gills, Vision: Dark, Vision: Low-light, Webbing

Common Co-mutations Bioluminescence; Features: Inhuman (fins, scaly skin); Skin, 
Leathery; Stamina, Tireless

Description The mutant’s body adapts to survive both the great pressure on the ocean 
floor and standard sea-level air pressure. They can readily handle rapid transitions 
between varying atmospheres of pressures without suffering from nitrogen narcosis (a.k.a. 

“the bends”). This immunity stems from a combination of altered blood chemistry, denser 
musculature, and involuntary micro muscular contractions that help to generate heat and 
prevent nitrogen bubbles from forming.

Pelagic adapted mutants develop thick layers of subcutaneous brown adipose tissue, 
which serves not only to insulate them from near-freezing temperatures but also to give 
them a more rounded, hydrodynamic profile. Similarly, they tend to have narrow shoulders 
and short limbs.

Pelagic adapted mutants often move haltingly and jerkily on land, as if accustomed to more 
resistance than mere air. Underwater, they dance with eerie grace.

Don’t underestimate desert 
adapted mutants. Sooner 
or later, you’ll have to leave 
your air-conditioned vehicle 
to track them. And then they 
have the advantage. They 
can go long periods without 
water which lets them hide 
out almost indefinitely. And 
not just in actual deserts. 
They thrive anywhere too hot 
and dry for baseline humans. 
We found one hiding out in 
the back of a U-haul truck. 
It was 110 degrees in there. 
Like a hot box. And the 
specimin was comfortable, 
rested, and ready to fight. 

Cactus Pete • Nov 16, 2015 • 
2 replies

They’ve also been 
discovered hiding in 
shipping containers, With 
a pillow, tablet, and plenty 
of batteries they could 
ship themselves just about 
anywhere – at least in the 
summer time.

Baldric9000 • Dec 2, 2015 • 
1 reply

We shouldn’t be harassing 
these mutants but rather 
learning all we can from 
them. With global warming 
on the rise they might well 
be the key to human survival. 
They might even be the only 
humans who do survive.

Greenwitch • Dec 3, 2015 • 
0 replies

savage Worlds rules

Game Effects The mutant only needs to drink one quart of 
water a day to avoid gaining fatigue from heat. They never lose 
Strength or Smarts as a result of heatstroke and receive a +2 
bonus to resist any effect that would cause them to become 
dazzled or blinded due to sand, grit, or glare.

Game Effects The mutant gains +1 die type to Vigor and +1 Toughness. They receive a +2 
bonus to resist cold effects of every kind and their Pace while swimming increases by +2” 
or matches their base movement speed, whichever is higher.
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aDrenal boost
7 points

Common Co-mutations Agility: Increased, Lethargy

Description The mutant can voluntarily trigger their adrenal glands to release tremendous 
quantities of adrenaline and cortisol, instantly triggering the fight-or flight response geared 
exclusively toward flight.

Mutants in this state typically attempt to get away from whatever caused them to trigger 
their adrenal boost but are also capable of extreme aggression, especially when cornered 
and/or unable to flee. 
 
 
 
 
 
 
 
 

aDrenal rage
7 points

Common Co-mutations Intellect: Impaired, Drive (any; violence), Lethargy, 
Stamina: Increased 

Description The mutant can voluntarily trigger their adrenal and pituitary glands to 
release massive amounts of norepinephrine, epinephrine, and various fast-acting 
corticosteroids, instantly placing them in a state of metabolic hyperarousal specifically 
geared toward aggression. 

Mutants in this state behave violently and destructively as if consumed by a maniacal rage. 
Their preferred action is to attack and they are incapable of acts that require concentration 
or deliberation.

 
 
 

Adrenal this, adrenal that. 
It sounds like they both 
produce similar effects. 
Why are they classified as 
separate traits? 

Baldric9000 • May 3, 2016 • 
6 replies

True, the biological effects 
are nearly the same but the 
behaviors differ greatly. A 
mutant with Adrenal Rage 
will definitely try to kick your 
butt – and be heedless 
of their own safety in the 
process, while an Adrenal 
Boost mutant might react 
aggressively but is much, 
much more likely to use the 
boost to flee.

Dr. Crabby • May 5, 2016 • 
5 replies

If confronted by a rager, 
your best bet is to run. Not 
just because they’re strong 
enough to rip your arms off 
but because  they’ll get tired 
quickly and it’ll turn back into 
a fair-ish fight again.

Pipewrench Sally • 
May 6, 2016 • 4 replies

You can’t do that with a 
booster. Not only can they 
probably outrun you but they 
can also dodge anything you 
throw at them. You definitely 
want to keep your distance – 
ideally from a vehicle.

sponng • May 6, 2016 • 
3 replies

And don’t assume that 
they’re in a panic just 
because they’re running 
away. I ended up following 
that dog-boy in Baltimore into 
a trap he’d set. Busted up 
my cycle.

Pipewrench Sally • 
May 6, 2016 • 2 replies

But you still got him?

sponng • May 6, 2016 • 
1 reply

The pipewrench don’t slip.

Pipewrench Sally • 
May 6, 2016 •  
0 replies

savage Worlds rules

Game Effects The mutant can enter a state of frenzy at will wherein they gain +1 Parry, 
+3 Pace and their running die is a d10 instead of a d6 (or plus 1 extra die type if their 
running die is naturally greater than d6). Attackers must subtract 1 from their Shooting or 
Throwing rolls when targeting a frenzied mutant. While in a frenzy, the mutant cannot use 
any Smarts-based skills.

The mutant can maintain a frenzied state for a maximum number of 
consecutive rounds equal to their Vigor die type and may choose 
to end their frenzy early. At the conclusion of a frenzy the mutant 
suffers a level of fatigue.

If the mutant has the Berserk edge they may go berserk or into a 
frenzy, but not both at the same time. Also, despite the similarity of 
names, this ability has nothing to do with the Frenzy edge. If the 
mutant has the Frenzy edge, they may make use of it while in a frenzy.

Game Effects The mutant may enter a berserk state 
identical that described in the Berserk edge, except 
that they do not have to first be wounded. They may 
enter and leave a berserk state at will, but only once per 
encounter. While Berserk, reduce Parry by 2 but add 
+2 to all Fighting, Strength, melee damage rolls, and 
Toughness. They ignore wound modifiers while Berserk 
but cannot use any skills, Edges, or maneuvers that 
require concentration, including Shooting and Taunt, but 
not Intimidation.

If the mutant also has the Berserk edge, increase the 
above bonuses by 50%.
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agility: increaseD 1
5 points

Common Co-mutations Feature: Distinctive (body language); Limbs: Specialized 
(climbing, jumping, and/or running); 

Description The character becomes inhumanly nimble and capable of great feats of 
athleticism. They tend to make sudden, predatory or bird-like movements that unnerve 
those who see them in action. Although there’s nothing overtly inhuman about their 
physical appearance, many observers find something odd about their body language. 
 

agility: increaseD 2
6 points

Prerequisite Agility: Increased I

Common Co-mutations Feature: Distinctive (body language); Limbs: Specialized 
(climbing, jumping, and/or running); 
 

agility: increaseD 3
6 points

Prerequisite Agility: Increased I, Agility: 
Increased II

Common Co-mutations Feature: Distinctive 
(eerie movements); Limbs, Specialized 
(climbing, jumping, and/or running); 
 
 
 

alternate nutrition source ()
2 points

Prerequisite Resistance to source of nutrition in the form of (Resistance: Electricity, 
Resistance: Radiation, Resistance: Heat, or Adaption: Desert)

Common Co-mutations Bioluminescence, Feature: Inhuman (green skin), Radioactive, 
Sense: Magnetic

Description The mutant is able to derive a degree of sustenance from a form of energy, 
either low-voltage electricity, radiation, or sunlight, chosen when the character first takes 
this mutation. The mutant is able to convert this type of radiant energy into the chemical 
energy necessary to fuel their metabolism and power muscular movement, reducing their 
need to consume solid food. The caloric requirements of a moving creature are vastly 
higher than those of an immobile plant so this doesn’t completely eliminate the mutant’s 
need for solid food. 

Game Effects As long as they have regular exposure to their alternate nutrition source, 
they can easily go three times as long without food before they risk any adverse effects.

savage Worlds rules

Game Effects Increase the mutant’s Agility by a die type, even if that would raise it to 
d12+1 (as Strength from the Bestiary section of the Deluxe Edition rulebook).

Game Effects Increase the mutant’s Agility by a die type, even if that would raise it to 
d12+2 (as Strength from the Bestiary section of the Deluxe Edition rulebook).

Game Effects Increase the mutant’s Agility by 
a die type, even if that would raise it to d12+3 
(as Strength from the Bestiary section of the 
Deluxe Edition rulebook). 
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analgesia
8 points

Common Co-mutations Cognition: Impaired, Reflexes: Diminished, Rapid Healing, 
Senses: Impaired (touch)

Description The mutant is indifferent to pain, either through reduced sensation, 
neurological damage, or excessive endorphin production. The mutant is capable of 
perceiving the full gamut of tactile sensation and recognizes when they are injured but 
does not suffer the debilitating effects of pain. 

 

anatomy: DuPlicate
3 points

Common Co-mutations Feature: Inhuman (any), Limbs: Additional, Regenerative Traits

Description The mutant has redundant essential organs, such as an extra heart, liver, 
kidney and/or lung. This enables them to continue functioning even after they’ve sustained 
massive damage to vital organs – at least long enough to crawl away and recover.

anatomy: unusual
4 points

Common Co-mutations Feature: Inhuman (any), Limbs: Additional, Regenerative Traits

Description The mutant’s internal organs are arranged abnormally. Their heart may 
be located in their left shoulder, or they might have multiple smaller hearts distributed 
throughout the body. Other major organs are similarly relocated, making it difficult to guess 
which ones are vital.

 

bioluminescence
2 points

Common Co-mutations Electromagnetic Field, Radioactive, Resistance: Radiation, 
Vision: Low-Light

Description The mutant’s skin naturally produces the pigment luciferin (the chemical 
that makes fireflies glow) enabling them to emit light at will. The mutant has total control 
of the intensity of the light emitted, from 0 to 1600 lumens (about as much as a 100 watt 
incandescent bulb). They may also restrict the glow to certain parts of the body, causing 
only one hand or their face to shed light. 

Congenital Insensitivity to 
Pain may be due to genetic 
mutation, but it’s a disease, 
not a beneficial adaption. It’s 
grossly insensitive to include 
this condition in with mutants.

tater45 • Feb 14, 2016 • 
3 replies

Analgesia is different from 
CIP, although the two may 
be related. (They haven’t 
proven that CIP ISN’T an 
incomplete expression of 
analgesia). Analgesics have 
normal reflex responses to 
injury. They instinctively pull 
back from heat, for instance. 
It’s only AFTER they sustain 
injury that they seem to be 
able to shut off their pain 
receptors. It’s a fascinating 
line of research but 
unfortunately one we can’t 
really pursue without actually 
torturing the subject.

Dr. Crabby • Feb 14, 2016 • 
2 replies

Ethics trump research?

Headbangreer • 
Feb 14, 2015 • 1 reply

It’s a line *I* won’t cross, 
but the world has plenty of 
unethical researchers.

Dr. Crabby • Feb 14, 2016 • 
0 replies

savage Worlds rules

Game Effects The mutant does not suffer wound or fatigue penalties to any rolls.  

Game Effects When the mutant reaches incapacitation due to damage they automatically 
succeed on the Vigor roll to avoid bleeding out. If their roll on the Injury table results in a 
Guts injury or brain damage there’s a 50% chance (1-3 on a d6) that a backup organ is 
able to kick in until the injury heals, eliminating any penalties.

Game Effects Once per encounter the mutant is able to soak a single wound without 
having to spend a Benny. They may spend a Benny to eliminate being Shaken in the same 
round but may not spend a Benny to soak more damage later that round.
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blooD Drain
4 points

Common Co-mutations Digestive Adaptability, Jaw: Locking, Saliva: Anticoagulant

Description The mutant can parasitically drain blood if they successfully bite the victim. 

claWs: climbing
2 points

Incompatible Mutations: Claws: Cutting

Common Co-mutations Adaption: Arboreal, Secretions: Adhesive, Sense: Balance, Size: 
Reduced

Description The mutant’s nails thicken and extend beyond their fingertips, becoming a 
set of claws primarily designed to assist them grip irregular surfaces. Assume that all the 
mutant’s limbs are clawed, unless the player specifically declares certain limbs claw-free.

claWs: cutting
2 points

Incompatible Mutations: Claws: Climbing

Common Co-mutations Dexterity: Reduced, 
Quadruped: Full, Quadruped: Partial

Description The mutants nails lengthen and 
thicken as with climbing claws, except more 
so. The claws are sharper than climbing claws 
and more deeply anchored, enabling them to 
cut deeper. Assume that all the mutant’s limbs 
are clawed, unless the player specifically 
declares certain limbs claw-free.

savage Worlds rules

Game Effects The mutant can emit light from their body bright enough to 
eliminate any penalties from natural darkness in a 4” radius. By straining 
this ability to the maximum they can secrete small amounts of luciferin in 
their sweat, allowing them to leave glowing handprints and/or footprints 
(which are as bright as a glow-stick).

Game Effects If the mutant makes a successful grapple or 
bite attack on a foe they may begin draining their blood on the 
following round in addition to inflicting damage normally. Make 
an opposed roll of the mutants Strength vs. the victim’s Vigor.  
If the mutant succeeds they inflict 1 level of fatigue on the 
victim. A victim incapacitated from Fatigue due to blood loss 
enters a coma until they receive a blood transfusion. 

Game Effects The claws inflict Strength + 1d4 
damage and give the character a d4 Climbing 
skill (or +1 die type if they already have the skill).

Game Effects The claws inflict Strength + 
1d6 damage.
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claWs: retractable
1 point

Incompatible Mutations: Claws: Scythe

Prerequisite Claws: Climbing, Claws: Cutting or similar natural weapon

Common Co-mutations Feature: Distinctive (coarse black fingernails)

Description The mutant’s climbing or cutting claws are semi-retractable. The claws can 
pass for ordinary fingernails to casual observers when retracted and do not adversely 
affect the mutants manual dexterity. However, someone closely observing the mutant’s 
hands can easily notice their unusual fingertips.

claWs: scythe
3 points

Incompatible Mutations: Claws: Retractable, Dexterity: Reduced 

Common Co-mutations Limbs: Additional, Limbs: Dedicated (brute strength), 
Strength: Increased

The mutant’s entire fingertip hardens and fuses with the bone to form bony spikes.  
The fingers elongate and the distal and intermediate phalanges fuse into curved,  
scythe-like bony protuberances.

cognition: enhanceD ()
4 points

Common Co-mutations Frailty, Hallucinations, Feature: Inhuman (large cranium), 
Psychic Power

Description The mutant has a savant-like ability to perform one of the following mental 
tasks, chosen when the mutant acquires this mutation. This mutation may be taken multiple 
times. Each time it applies to a different area of cognition.

attention
The opposite of attention deficit hyperactivity disorder (ADHD) the mutant is capable 
of shutting out distractions and performing incredible feats of concentration under the 
strangest and most harrowing circumstances.

 
creativity
The mutant has a powerful imagination and their subconscious connects disparate 
concepts which facilitates original ideas and creative problem solving, especially when 
designing or building new things.

Ah ha! So this is where the 
fleshy-headed mutants with 
superior intellect will come 
from to enslave us.

tater45 • May 4, 2016 • 
13 replies

You’ve watched too many 
old Star Trek episodes, 
my friend. Most of these 

“advancements” amount 
to little more than a few 
tricks, similar to how some 
individuals with autism are 
really good at math. 

Mindcraft • May 4, 2016 • 
12 replies

savage Worlds rules

Game Effects Scythe hands inflict Strength + 1d8 damage but 
the mutant is unable to effectively use any but the simplest of 
tools and weapons. All actions that require manual dexterity 
(including Shooting) suffer a -4 penalty.

Game Effects The mutant gains a +2 bonus 
to defend against Tricks. 
 
 

 

Game Effects The mutant’s talent for improvisation allows them to ignore the penalty for 
not having the proper equipment when making Healing, Lockpicking, or Repair rolls. 
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inhibition
The mutant is especially good at resisting their natural impulses and instincts 
– where appropriate. They can avoid acting when restraint is necessary. 

Gotcha. Being able to 
accurately count falling 
toothpicks isn’t much use 
in a fight – or planning for 
a fight.

Headbangreer • 
May 4, 2016 • 11 replies

That particular ability has 
been debunked. In that 
particular anecdote, the 
autistic individual just 
guessed a number. Nobody 
bothered to actually count 
the toothpicks to verify, they 
just assumed it was accurate. 
And nobody’s duplicated the 
feat ever since.

Dr. Crabby • May 5, 2016 • 
10 replies

Counting ain’t much in a fist 
fight, but it’s hella useful for 
long range shooting. You get 
a guy smart enough, they 
might even be able to pull 
off indirect fire – firing a gun 
into the air so that it arcs 
down and hits the target 
from above. 

sponng • May 5, 2016 • 
9 replies

Apart from being really 
impressive, what possible 
use is that?

Baldric9000 • May 5, 2016 • 
8 replies

Say your target is crouched 
down behind a wall....

Dangerous Dan • 
May 5, 2016 • 7 replies

Or is surrounded by a ton of 
heavily armored bodyguards. 
Death from above, baby!.

tater45 • May 5, 2016 • 
6 replies

Enhanced Inhibition’s another 
winner. You wouldn’t think 
the ability *not* to do things 
makes that much difference, 
but they can suppress 
the instinct to flinch. They 
make great snake-handlers, 
tarantula wranglers, bomb 

savage Worlds rules

Game Effects The mutant gains a +2 bonus when they defend against 
an Intimidation or Taunt skill roll.

introsPection 
The mutant is highly self-aware and analytical. They have cultivated an in-depth 
understanding of their motivations and emotions, making them more difficult to manipulate.

Game Effects The mutant gains a +1 bonus when defending against emotion-based 
effects, including Intimidation, Taunt, and Fear rolls.

languages
The mutant has a knack for rapidly learning new languages and intuitively grasps dialects 
and accents.

Game Effects The mutant starts play with a number of languages equal to their Smarts 
die. This stacks with the Linguist edge.

mathematics
The mutant is capable of computing the result 
of complex mathematical formulae in their head 
and instantly counting the number of objects (or 
accurately estimating, for quantities over 100). 

Game Effects The mutant gains a +2 bonus 
to Knowledge and Repair rolls that have to 
do with mathematics. If they take the Aim 
maneuver the bonus increases to +3 since they 
can plot trajectories in their head.

memory: long term 
The mutant has a superior recollection of 
anything they’ve ever read, seen, or encountered. 
Once the mutant learns something, it stays in 
their memory forever enabling them to effortlessly 
recall the most obscure pieces of information. 
The mutant has no special insight into things they 
remember nor any advantage in analyzing facts, 
only the ability to recall them. 

Game Effects The mutant gains a +2 bonus to Knowledge skill and Common Knowledge 
rolls that primarily involve identifying something or remembering information.

memory: Working
The mutant has an incredibly efficient short-term memory and is capable of simultaneously 
keeping almost any number of facts in their consciousness at any given time. For instance, 
they could retain an entire spreadsheet of data or a full page of text word-for-word. 

The mutant has no special capacity to retain information once they stop thinking about it, 
become distracted, or undertake another task.

Game Effects The mutant gains a +2 bonus when they roll their Smarts attribute – except 
for Common Knowledge rolls.
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Dexterity: increaseD
4 points

Common Co-mutations Agility: Increased, Cognition: Enhanced (praxia; stereognosis), 
Limbs: Specialized (precision), Size: Reduced

Description The mutant has phenomenal fine motor control.

disposers, and chemists – all 
because of those steady 
hands. Plus there’s the 
obvious: they don’t flee when 
frightened. They don’t do 
stupid things when mad. You 
do not want to play poker 
against them. No tells. 

Mindcraft • May 6, 2016 • 
5 replies

Spatial awareness. That’s 
your “fight enhancement.” 
It’s the next best thing to 
having eyes in the back of 
your head or echolocation. I 
once interrogated a mutant 
who claimed to be able to 
keep track of every object in 
a room – once he saw it. He 
fought like it too. Used every 
situational advantage he 
possibly could.

sponng • May 6, 2016 • 
4 replies

But you still took him down..

Baldric9000 • May 6, 2016 • 
3 replies

I did. That’s how he found 
his way into my interrogation 
room but it cost me three 
ribs, a tooth, a busted wing, 
and a concussion. 

sponng • May 6, 2016 • 
2 replies

Isn’t “Enhanced Long Term 
Memory” the same as a 
photographic memory?.

eBarker • May 6, 2016 • 
1 reply

They’re very similar. The 
distinction between how 
the mutant trait and eidetic 
memory works is largely 
academic – at least from a 
practical “need to know to 
get through the day” basis. 
Eidetic memory in adults  is 
extremely rare to the point 
that many doubt it even 
exists. Children usually lose 
the ability by age 12, but 
mutants maintain their super-
memory their whole lives.

Mindcraft • May 6, 2016 • 
0 replies

savage Worlds rules

multitasking 
Although not capable of true multitasking (simultaneously performing two or more tasks), 
the mutant is excellent at rapidly switching their attention between two or more tasks, 
recalling where they left off, and resuming the task.

Game Effects Reduce the penalties for taking multiple actions in a round by 1. If 
attempting 2 actions, the penalty is only -1. If attempting 3 actions, the penalty is -3.

Pattern recognition 
The mutant has a special faculty for detecting reoccurring patterns, especially facial 
expressions. This allows them to more accurately recognize facial expressions, micro-
expressions, and seemingly undetectable signs of lying.

Game Effects The mutant’s insight gives them a +2 bonus on Gambling rolls and 
Investigation rolls to find patterns (such as when searching through financial data).

Praxia
The mutant’s motor cortex is highly developed, giving them a talent for coordinating 
complex physical motion. This makes the mutant exceptionally nimble and capable of 
incredibly precise movements.

Game Effects The mutant gains +1 Parry.

sPatial recognition
The mutant has an intuitive understanding of three dimensional space and is capable of 
accurately tracking the position of multiple moving objects around them, even if they only 
glimpse them.

Game Effects The mutant receives +1 Parry for each additional foe attacking them in 
melee – effectively eliminating the bonus for ganging up.

stereognosis
The mutant is exceptionally good at processing tactile sensory data and forming a highly 
accurate mental map of an object through touch alone. They are capable of tasks such as 
completing a jigsaw puzzle or disarming a bomb while blindfolded.

Game Effects The mutant gains +2 on Lock-picking rolls and on tasks they can perform by 
touch alone in pitch darkness.

timing 
The mutant has an instinctual understanding of the flow of time, giving them a knack for 
always knowing the time of day within 10 seconds. They are especially good at recognizing 
and maintaining rhythms, making them talented musicians, among other things.

Game Effects If the mutant goes on hold to wait for an action they automatically succeed 
on the opposed Agility roll to interrupt the action and go first.

Game Effects The mutant does not suffer the usual -2 penalty when attempting unskilled skill 
rolls that require precision motor control such as Lock-picking or Shooting. If they have dice in 
the skill, this ability has the same effect as and does not stack with, the Steady Hands Edge. 
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Digestive aDaPtability
2 points

Common Co-mutations Drive (eat unappetizing substances), Jaw: Razor, Saliva: Acid

Description The mutant’s stomach, digestive tract, and even intestinal bacteria alter to 
enable them to eat… unusual things. Rotten carrion, garbage, and even bone become as 
nourishing as a balanced meal. In extreme cases the character is capable of digesting 
even wood and plastic. Whether or not the character finds these substances appetizing is 
seemingly random; some acquire a taste for exotic substances while others retain a more-
or-less human palate. 

 
 

electromagnetic FielD
5 points

Prerequisites: Resistance: Electricity

Common Co-mutations Alternate Nutrition Source (electricity), Bioluminescence, 
Bioluminescence: Uncontrolled, Hallucinations, Mineralization, Sense: Magnetic

Description The mutant is able to surround their body with an electromagnetic field. The 
field extends about 6-8 inches (15-20 cm) from their body and delivers a shock to anyone 
touching or touched by the mutant. The mutant’s presence is enough to disrupt unshielded 
computers and electronics, although the hardware is usually fine after a reboot. The 
mutant’s field can erase any electronic media (such as a hard drive or magnetic tape) that 
the mutant holds for one full round.

 
 

electromagnetic Pulse
6 points

Prerequisites: Resistance: Electricity

Common Co-mutations Alternate Nutrition Source (electricity), 
Hallucinations, Mineralization, Sense: Magnetic

Description Like an electric eel, the mutant is capable of 
generating an electromagnetic pulse, capable of stunning their foes.

The ability to eat almost 
anything might seem to be 
equal parts disgusting and 
ludicrous but, let me tell you. 
It’s the most useful power 
for a mutant to have. Do you 
know how most fugitives are 
caught? Because sooner or 
later they have to leave their 
hiding place to get food. 
Sometimes, just to relieve 
boredom but mostly it’s food 
related.

sponng • May 4, 2016 • 
3 replies

Yeah... but just because 
you *can* live on toilet paper 
and dirty sheets doesn’t 
necessarily mean they taste 
any better. Seems like a 
steady diet of “bland” would 
drive you out for something 
better tasting faster than 
holing up with a case of 
beans and a can opener. 

Mindcraft • May 4, 2016 • 
2 replies

Perhaps, but I suspect that a 
common co-mutation affects 
the palette. Sort of like 
how dogs will eat all sorts 
of unappetizing garbage, 
even though they’ve got 
superhuman smell.

Headbangreer • 
May 4, 2016 • 1 reply

Humans have six times as 
many taste buds as dogs. 
Everything tastes bland to 
them (compared to how it 
tastes to us). That’s how they 
can eat the same kibble 
day in and day out. I’d say 
sponng’s hypothesis is quite 
reasonable.

Dr. Crabby • May 5, 2016 • 
0 replies

savage Worlds rules

Game Effects Since the mutant can live on garbage, 
roadkill, and/or tree leaves, they no longer need to 
make Survival rolls to find food. They never suffer from 
food poisoning and have a +4 bonus to resist ingested 
poisons or toxins of any kind. 

Game Effects The field causes the mutant’s unarmed attacks (or melee attacks made with 
metal weapons) to inflict +4 damage with 2 points of armor piercing. Metal armor provides 
no protection against this attack. any adjacent character who makes a successful attack 
against the mutant or anyone the mutant touches, attacks in unarmed combat, or grapples. 
The field inflicts 2d6 damage with 2 points of armor piercing.

Activating this ability requires the mutant to roll their arcane skill (Vigor) -1.

Game Effects This ability inflicts 3d6 AP2 damage to all creatures 
and electronic devices within 3” of the mutant (who is unaffected 
by the power). Assume electronics are destroyed unless they serve 
some critical function to the story. Cybernetic devices have 4 or 
more points of “armor” against this effect as well as items that are 
hardened or tempest shielded. Extremely flammable items (such as 
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electromagnetic touch
6 points

Prerequisites: Resistance: Electricity

Common Co-mutations Alternate Nutrition Source (electricity), Hallucinations, 
Mineralization, Sense: Magnetic

Description The mutant is capable of generating and storing an electric charge strong 
enough to electrocute a target. 

eyes: aDDitional
1 point

Common Co-mutations Vision: 270 degree, 
Vision: Acute, Vision: Monocular, Vision: 
Telescopic

Description The mutant has one or more 
additional eyes, which can be located 
anywhere on the mutant’s body or extend 
from eyestalks. The eyes do not extend the 
mutant’s field of vision unless they also have 
270 degree vision. 

Game Effects The primary advantage of this 
mutation is that it allows the mutant to have 
mutually incompatible ocular mutations (such 
as 270 degree vision and telescopic vision) 
by applying each to a separate set of eyes.

gills
3 points

Common Co-mutations Adaption: Pelagic, Feature: Inhuman (fins, scaly skin), Limbs: 
Additional, Limbs: Dedicated or Specialized (swimming), Webbing

Description The character grows gill slits and can breathe underwater. Gills typically 
appear on both sides of the neck, but in some cases manifest on the ribcage and lead 
directly to the lungs. The mutant’s ability to breathe air remains unaffected.

The text should mention that 
you need to call for backup 
(or make any other calls you 
need to make) *before* you 
initiate contact with a mutant 
known to have electrical 
powers. Why, you ask? 
Because odds are that if the 
attack doesn’t kill you outright 
it will kill your phone, your 
comm system, and any other 
electronics you have on you. 
Nothing sucks like heavy 
cardiac fibrillation and being 
unable to even text for help. 

Headbangreer • Mar 9, 2016 • 
5 replies

Make sure you upload any 
surveillance footage or audio 
before contact too.

Baldric9000 • Mar 8, 2016 • 
4 replies

Seems like you should be 
able to tempest shield your 
electronics.

eBarker • Mar 8, 2016 • 
3 replies

Yeah, but that sort of work’s 
ridiculously expensive and 
adds a lot of bulk to your 
gear. You aught to be able 
to protect yourself with a 
relatively low-tech solution. 
Thread wires through your 
clothes so the shock grounds 
out through the wires, not 
your nervous system. You 
might get some minor burns 
but that’s better than being 
shocked into a coma.

Dangerous Dan • 
Mar 8, 2016 • 2 replies

Good idea. Go ahead and 
field test that idea. I’ll wait 
here for you.

Pipewrench Sally • 
Mar 9, 2016 • 1 reply

Don’t wear polyester. It’ll melt 
right to your skin,

Baldric9000 • Mar 9, 2016 • 
0 replies

savage Worlds rules

open containers of gasoline) can be ignited by the burst on 
a roll of 5 or 6 on a d6.

Activating this ability requires the mutant to roll their arcane 
skill (Vigor) -2.

Game Effects The mutant may make an unarmed melee attack that deals their Strength 
+3d6 electrical damage and 2 points of armor piercing. Alternately, they can make a touch 
attack (+2 to Fighting) that does 3d6 electrical damage with 2 points of armor piercing. If 
the attack does not hit, the charge grounds into the next creature or object the mutant 
touches, inflicting damage to them.

Activation only requires a standard arcane skill (Vigor) roll.

Game Effects The mutant gains the ability to breathe underwater.
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hibernation
1 point

Common Co-mutations Adaption, Arctic; Lethargy, Lifespan: Extended, Motivation: 
Diminished, Reflexes: Diminished

Description The mutant is able to enter a state similar to sleep wherein their metabolic 
activity is drastically reduced, their body temperature lowers by several degrees, their 
breathing becomes slow and shallow and their heart rate plummets. In this state they 
consume one tenth of their usual oxygen and can go twenty times as long without food or 
water. The mutant can exit hibernation at will or in response to external stimuli.

Game Effects Hibernation really only comes into play if the mutant is trapped somewhere 
with limited food, water, or oxygen – or if they need a crude form of one-way time travel.

horns: butting
2 points

Common Co-mutations Quadruped: Partial, Resistance: Cold, Skeleton: Reinforced

The mutant grows a set of horns similar to a ram or billy goat, enabling them to make 
devastating head butts.

JaW: locking
2 points

Prerequisite Jaw: Razor or natural bite attack

Incompatible Mutations: Jaw: Unhinging

Common Co-mutations Blood Drain, Drive: 
Any (drink blood), Saliva: Anticoagulant

Description The mutant’s jaw locks into 
place after biting, making it extremely difficult 
to dislodge.

horns: goring
4 points

Common Co-mutations Cognition: Impaired, Quadruped: Full, Quadruped: Partial, 
Skeleton: Reinforced, Skin: Leathery

Description The mutant grows a large rack of bull-like horns or sharpened antlers, along 
with a correspondingly thick and powerful neck. These traits enable them to make goring 
attacks that are especially effective as part of a charge.

This hibernation thing is 
actually more common 
than folks think. I have 
a reliable account from 
1962 of a western scientist 
“discovering” the Sleeping 
Immortal school of chi kung 
(which they ignorantly and 
consistently referred to as 
a mere martial art). The 
most practiced monks and 
yogis could enter a state of 
deep meditation, seemingly 
suspending all signs of life. 
Supposedly they had an 
average age of 85 and the 

“ancient master” claimed to 
be over 300. It’s unknown 
if this was the result of a 
mutation endemic to the 
region or if it validates the 
Trait Contagion theory (the 
monks did claim they could 
teach anyone who had the 
10 years it takes to learn).

I never studied that school 
personally, but have met a 
married couple who claim to 
be at least 90 and don’t look 
or act a day over 50 so they 
obviously have either the 
ability to hibernate or some 
longevity-related traits. 

sponng • October 28, 2016 • 
2 replies

yes. i think I know those 
guys -- haven’t seem them 
in a decade or so tho. they 
showed up in columbus back 
in 07 or 08 i think. they said 
would catch up in 2020s. you 
should come visit for the next 
gathering. 

Gudde2Shoes • November 
14, 2016 • 1 reply

That monk guy in Vancouver, 
who defected and hid 
himself buried in a shipping 
container, he never called 
it that, but I bet he’s got the 
Hibernation gene(s). 

headbangreer • November 
315, 2016 • 0 replies

savage Worlds rules

Game Effects The mutant 
can make a head-butt attack 
that does their Strength + d4 
damage.

Game Effects The mutant can make 
a head-butt attack with their horns 
that does their Strength + d6 damage. 
Additionally, if they can charge at least 
6” before attacking, they add +2 to their 
damage total.
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JaW: razor
2 points

Common Co-mutations Claws: Cutting, Digestive Adaptability, Resistance: Toxin, Saliva: 
Acid, Saliva: Anticoagulant

Description Whether due to sharp, shark-like teeth or unusually long canines, the mutant 
develops a lethal bite attack. Apart from jagged teeth, nothing is externally inhuman about 
the mutant although lisps and other speech impediments are common, since the dentation 
isn’t necessarily optimized for human speech.

JaW: unhinging
1 point

Prerequisite Jaw: Razor

Incompatible Mutations: Jaw: Locking

Common Co-mutations Digestive Adaption, Features: Distinctive Minor (thick neck; wide 
mouth), Resistance: Toxin, Saliva: Acid, Skeleton: Flexible

Description The mutant can unhinge their jaw and distend their throat, allowing them to 
devour anything smaller than their head. Larger items have to be divided into “bite sized” 
chunks before being swallowed. The mutant can also carry items in their stomach to be 
regurgitated later, making this mutation a great way to temporarily conceal evidence or 
transport contraband.

Game Effects Unless the mutant is truly enormous they won’t be able to swallow any 
targets whole. However, they might be able to bite off hands and perpetrate other feats that, 
while terrifying descriptors of heavy damage, don’t need any specific system mechanic.

liFesPan: increaseD
1+ points

Common Co-mutations Cultural Disassociation, Hibernation

Description The mutant has a significantly greater life expectancy (or at least they do 
if you filter out death due to violence). Increased lifespan typically only expresses after 
the mutant reached adulthood, but there have been mutants who have had a prolonged 
biological adolescence and/or childhood. Regardless of when the trait emerges, for one 
mutation point the mutant only physically ages 1 year for every 2 calendar years that pass. 
Each additional mutation point increases the aging ratio by +3 years, so for 2 points, a 

While most people 
immediately think of sharks 
when they hear “razor jaw”, 
the trait’s been observed all 
manner of species. I once 
encountered a sloth of bears 
that had long needle-like 
teeth that just perforated 
flesh so it tore right off. They 
had trouble chewing but a 
single bite to a limb almost 
guaranteed that it would 
fall off. They probably had 
other traits that affected 
behavior; they seemed more 
cooperatively social than 
your typical ursine.

Dr. Crabby • May 4, 2016 • 
5 replies

Huh? Are you talking about 
sloths or bears?

headbangreer •  
May 4, 2016 • 4 replies

“Sloth” is the term for a 
group of bears. Kind of like 
a “gaggle” of geese or a 

“murder” of crows. This was in 
the Canadian Rockies so the 
parent species was probably 
grizzly.

Dr. Crabby • May 4, 2016 • 
3 replies

You talk in the past tense. 
What happened to the 
mutant bears?

Dangerous Dan •  
May 4, 2016 • 2 replies

We had to put them all down 
before the mutant genes 
could spread. They’d already 
devoured two campers and 
seemed to have acquired a 
taste for it.

Dr. Crabby • May 4, 2016 • 
1 reply

savage Worlds rules

Game Effects If the mutant hits with a raise 
when making a bite attack the mutant may 
choose to lock their jaw, which should be 
treated as a successful grapple (in addition to 
doing damage). If the victim frees themselves 
from the grapple by powering out (i.e. rolling 
Strength instead of Agility) they suffer the 
mutant’s standard bite damage as they drag 
their flesh across the mutant’s teeth.

Game Effects The mutant gains a bite attack that 
does Strength +d6 damage. Unless they also have 
an exceptionally long neck due to some other 
mutation, they must first grapple a foe to get close 
enough to bite.
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mutant ages 1 year for every 5 years that pass. For 3 points, they age a year for every 8 
calendar years.

Piscean Mutants: Piscean mutants pay a flat 2 points for an Increased Lifespan. They 
do not begin to manifest the trait until their late-30s but their rate of aging halves every 20 
years thereafter. So a Piscean mutant in their 70s will have the physique and stamina of 
someone in their late 40s/early 50s. By the time they reach the biological age of 60, they’ll 
be over 150 years old and aging less than 1 year for every 60 that passes.

limbs: aDDitional
4 points

Common Co-mutations Eyes: Additional, 
Feature: Inhuman (vestigial limbs), Limbs: 
Dedicated (any), Limbs: Specialized (any), 
Mouths: Additional

Description The mutant has an additional 
set of fully functional arms. (For additional 
legs, see Limbs: Dedicated below.) Although 
the limbs seldom, if ever, terminate in 
human-looking hands, the mutant is still 
able to manipulate objects with their pincers, 
tentacles, or feelers. Additional limbs are 
often specialized or dedicated to a specific 
purpose (see Limbs: Dedicated and Limbs: 
Specialized below).

This mutation may be taken multiple times.

 

limbs: DeDicateD ()
One or more sets of the mutant’s limbs are only useful for a singular task. Limbs dedicated 
to movement essentially become legs. 

brute strength
+1 point

Common Co-mutations Size: Increased, Strength: Increased

Don’t forget about Andov, 
the Tetrakheires merc with 
boar-like teeth. He could bite 
as hard as any warthog that 
actually worked (possible 
non-vestigial manifestation 
of their usual tusks). Usually 
works in Andean countries 
but claims to be Macedonian. 
I think. Between the weird 
accent and severe lisp 
it’s hard to understand his 
speech, to be honest.

sponng • May 4, 2016 • 
0 replies

Any information on the 
prevalence of mutants world-
wide? +Captain Empirical

sponng • May 4, 2016 • 
2 replies 

That data is not public at this 
time. It is only available to 
R.E.A.C.T. fellows because 
it currently doesn’t meet 
publication standards. 
The set of conclusively 
verifiable data is too small 
to extrapolate a meaningful 
number from and including 
only partially verified data is 
just a slippery slope. Maybe 
after some review and polish 
we might be able to release 
an estimate.

Captain Empirical •  
May 12th, 2016 • 1 reply

That’s bv115h17! We know 
it’s because you won’t 
confirm any details when it 
comes to mutant prevalence 
due to your whole “mutants 
are people too” stance. 
You’re just afraid that it’ll be 
used to profile likely mutants 

– and God forbid that .1% be 
inconvenienced so that the 
rest of us 99.9% can feel 
safe. If you’re not going to 
share, don’t lie.

Benjamin TrollBear •  
May 12, 2016 • 0 replies

savage Worlds rules

Game Effects Assuming that the mutant has only recently begun to express this 
mutation, there are no game mechanical effects. However, if creating a mutant who 
already has decades of experience but is still physically young, you can trade mutation 
points for skill points on a one-for-one basis. Unlike the bonus skill points normally 
gained from aging, these points can be spent on any skill, not just those linked to 
Smarts since the character is assumed to have stayed vital and active due  
to their longevity.

Game Effects Additional arms do not provide the character with any additional attacks per 
round and are considered the mutants off hand (unless they’re ambidextrous). They can be 
used for non-combat actions (such as climbing or reloading) during combat and allow the 
character to take actions while grappling (or being grappled) without penalty. If not applied 
to any other purpose (and they hold appropriate weapons or a shield) they grant +1 Parry. 
If the mutant fights defensively, increase the Parry bonus for defensive fighting to +4.

Additional sets of legs give no additional actions but provide their own bonuses (see Limbs: 
Dedicated (movement) below).
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