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INTRODUCTION

This supplement provides information for character mutations under the Basic Fantasy Role-Playing Game rule system.
These were written with a Post-Apocalyptic Fantasy setting in mind, as seen in the movie Wizards, the television show
Thundarr the Barbarian, the Anomalous Subsurface Environment RPG setting or the Genesis of Shannara novels. If
you do not already have a copy of the Basic Fantasy RPG rules, please visit the website and download a copy.

MUTATIONS

Mutations are rare genetic changes a PC may undergo
when exposed to (and surviving) radiation poisoning, or
perhaps they are simply born with these anomalies from a
lineage of mutants.

A character exposed to radiation must make a successful
save vs. Poison or be subject to ongoing 1d6 damage and
-1 STR per day until healed. If the PC survives this
sickness, he or she has a 2-in-6 chance of suffering from a
mutation. Roll 1d100 to determine the mutation and it’s
effect on the player character:

Note: Mutations that adjust base ability scores cap at the
standard 3 and 18, respectively. Mutations that adjust
ability modifiers may go past the traditional -3/+3 ranges.

[01-02] Aberrant Form: Roll 1d4 to determine what
body part is oversized.

) Head [+1 INT modifier]
) Arms [+1 STR modifier]
)

(1.
(2.
(3.) Legs [Double movement rate]
(4.

) Torso [+1 CON modifier]
[03-04] Chameleon Epidermis: Use at will. Grants
a 90% chance to Hide. Anyone watching you disappear

will still know your general position, but have a -4 penalty
on all attacks.

[05-06] Wing Development: Ability to fly a
maximum height of 30’ for a duration of 1 Turn per level
at regular movement rates. Any encumbrance will hinder
the movement as usual. Roll 1d4 to determine style:

Insect

[07] Useless Organs: +1 CON modifier. +4 to saves
vs. Poison.

[08-09] Dermal Poison: Upon touch, the enemy
must save vs. Poison or suffer 1d8 damage.

[10-11] Two-Headed: 1-in-6 chance to be Surprised.
+1 INT modifier.

[12-13] Dwarfism: Roll 1d4 as measurable feet to
determine the PC’s height.

[14-16] Echolocation: Ability to ‘see’ in darkness up
to 90’. +1 AC against Melee attacks.

[17-18] Emergy Ray: Every 6 rounds, this mutation
grants the ability to emit a blast of energy from the hands
for 1d8 damage. Save vs. Spells for half-damage. Roll
1d6 to determine type:

(1-2.) Heat

(3-4.) Cold

(5-6.) Electricity
[19] Energy Retaining Cell Structure: Once a
day, the PC body’s stored energy can emit an electrical

blast in a 20’ radius for 1d12 damage. Save vs. Spells for
half-damage.

[20-21] Epidermal Photosynthesis: Heal 1d4 HP
per level every 8 hours in natural sunlight.

[22-23] Foul Smell: Your body emits a powerful
odor, destroying any ability to Sneak or Hide around any
creature with olfactory senses.

[24-25] Gigantism: Roll 1d4 to determine height and
melee damage modifier. PC’s have a -4 to attack a
creature 4’ or smaller and his or her base movement rate
is that of a heavily-encumbered human.
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9’ [+1 Damage]

12’ [+2 Damage]

18’ [+3 Damage]

24’ [+4 Damage]

[26-27] Increased Balance: +1 DEX modifier and a
90% Climb Walls ability.

[28-29] Increased Physical Attribute: Roll 1d6
to determine:

(1-2.) STR: +2 STR Modifier.

(3-4.) DEX: +2 DEX modifier.

(5-6.) CON: +2 CON modifier.

[30-31] Increased Sense: One or more senses is
very acute, allowing the PC to sense things others may
not. Roll 1d4 to determine:

(1)
(2.)
(3.)
(4.)

(1.) Vision: Allows the PC to see objects as far as
a mile away. +2 Ranged Attack bonus.

(2) Hearing: May distinguish even the quietest
sounds at a range of 180’. This also allows the
PC to pick out sounds from a jumble of noises.
Grants a 1-in-6 Surprise chance.

(3) Smell: A PC with this mutation can pick up
scents at 180’ and tell the difference between
various smells even if some seem overwhelming
to others. Creatures upwind can never
successfully surprise the player.

(4) Touch: This increased sense grants the Pick
Pockets, Open Locks and Remove Traps skills
equivalent to a Thief of 5 levels higher.

[32-33] Metamorph: Choose another creature from
the ‘Monsters’ section that the PC can transform into.
They don’t gain the mutations of the creature, just the
physical appearance and natural abilities (such as claws or
sharp teeth). This change (in either direction) takes 2 full
rounds before it is complete.

[34] Natural Armor: The PC is covered in a thick
hide, scale, shell or other form of natural protection.
Unarmored AC of 14.

[35-36] Night Vision: Ability to see 120’ in pitch
black.

[37-38] Optic Emissions: Roll 1d6 to determine
which form this takes:
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(1-3.) Project a flash of very bright light from the
eyes, blinding an opponent within 30" for 1d4
rounds. Save vs. Spells. This blindness causes
the enemy a penalty of -4 to attack. Recharges
every 6 rounds.

(4-6.) Once a day, you can discharge a burst of
Radiation from the eyes up to 30’ for 1d12
damage. Save vs. Dragon Breath for half
damage.

[39] Pockets: You have a marsupian pouch on your
body. Gives a +20% capacity load before encumbrance
takes effect.

[40-41] Prehensile Tail: The PC has a monkey-like
tail. Receive a +1 DEX modifier and the ability to hold

items (torches, flashlights, etc.) or hang from places free-
handed.

[42-43] Quickness:
normal movement rate.

+3 Initiative rolls and double

[44-45] Reflective Epidermis: The PC’s skin has
grown full damage resistance to certain effects. Roll 1d6
to determine:

(1-2.) Heat/fire

(3-4.) Cold/ice

(5.) Radiation

(6.) Electricity
[46] Regenerative Capability: Heal 1d4 per level
every 8 hours.

[47-48] Banshee Shriek: A natural, instant
paralyzing attack, usable once a day. Enemies must make
a successful save vs. Paralysis or be stunned and
incapacitated for 1d4 rounds.

[49-50] Spiny Growths: Unarmored AC of 13 and a
natural 1d6 melee attack.

[51-52] Thermal Vision: Ability to see heat sources
(warm blooded creatures, boiling water, etc.) up to 60’
away in darkness. 1-in-6 chance to be Surprised.

[53-54] Genetic Hybrid: The PC is half...something.
Roll 1d6 to determine:

(1.) Plant: heal 1d4 per level a day in sunlight. -2
to saves against fire-based attacks.
(2.) Mammal: Natural 1d6 claw and bite attacks.

(3.) Bird: Wingless. +1 Ranged Attack bonus.
Unarmed 1d4 talon attack.
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(4.) Insect: 1d10 venom attack, once a day.
Enemy may save vs. Poison for half-damage.

(5.) Reptile: Heal 1d4 per level a day in sunlight.
Unarmored AC of 12.

(6.) Fish: Ability to breathe underwater. -1 HP
per day out of water.

[55-56] Adrenal Control: Once a day, instantly
channel a berserker like rush for a +1d4 bonus to melee
damage rolls. Lasts 4 rounds. As it wears off, receive a -1
melee damage penalty until the PC has taken a long rest.

[357] Unique Sense: May detect certain kinds of
phenomenon that are not detectable by the usual senses.
These might include the ability to “feel” radiation to a
distance of 60’ or “smell” gold within a quarter-mile.
Devise a concept allowed by the GM.

[58-59] Albinism: -2 to attack while in sunlight.

[60-61] Epidermal Susceptibility: Your flesh is
translucent and paper thin. All elemental effects such as
heat or cold do +1d6 more damage, whether immediate
or ongoing.

[62-63] Frailty: If unarmored or donning padded or
leather armor, any attack against the PC rolls an
additional +1d4 damage.

[64-65] Hemophilia: If injured at all, the PC
excessively bleeds. They lose -1 HP per hour unless
properly healed by a spell, potion or physician.

[66-67] Increased Caloric Need: The PCs
appetite is ceaseless and requires more food than most to
remain sated and healthy. Requires double the amount of
rations needed to stave off starvation. Any starvation
effects are doubled.

[68-69] Morbid Obesity: Their body is naturally fat;
grotesquely so. -3 initiative and the base movement rate
of a heavily encumbered person.

[70-71] Pain Imnsensitivity: The PC cannot feel nor
comprehend the severity of damage that ails them and

are ignorant to their HP status (GM keeps an ongoing
tab.)

[72-73] Pain Sensitivity: If injured in combat, the
PC suffers Paralyzation (save to avoid) the following
round as their body violently reacts to the damage.

[74-75] Pituitary Deformation: The PC resembles
someone nearly 2 times his or her age and, on average,
will only live 30 or 40 years. -1 to a random ability per in-
game month.
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[76-77] Susceptibility: Poison and disease affect the
PC unnaturally fast. All failed saves vs. Poison result in
immediate death, regardless of the original effect.

[78] Prey Scent: A pheromone they naturally emit
attracts predators. Double the rate of random encounters.

[79-80] Skill Boost: Once per day the PC is capable
of concentrating their mental energy to such a degree that
one of their skills is doubled for 1d10 consecutive rounds,
or they gain +1 to attack rolls for 1d10 rounds. The
player may choose either of these options each time the
mutation is used.

[81-82] Intellectual Affinity: Thanks to advanced
thinking capabilities, the PC gains one of the following
abilities (roll 1d6):

(1-2.) Martial Affinity: Additional +1 attack bonus
and +1d4 melee damage.

(3-4.) Tinkering Affinity: Grants Open Locks and
Remove Traps skills as a Thief of 5 levels higher.

(5-6.) Social Affinity: +3 CHA modifier to all
Reaction and Retainer rolls.

[83] Killing Sphere: Once a day, this powerful
mutation allows an uninterrupted character to generate a
30’ radius sphere of deadly mental energy centered on
themselves. Within this sphere of energy, all creatures
except the character (friend or foe) have their HP reduced
to 1 point, and must save versus Paralyzation, or be
knocked unconscious for 1d10 rounds. This power takes
effect the following round. After using this mutation, the
PC is exhausted from the force of the mental exertion and
falls unconscious for 1d6 hours.

[84-85] Irrational Phobia: The character has a fear
of some creature or object. Whenever they come face to
face with the object of their fear, they flee immediately,
throwing anything in hand at it in an effort to distract or
harm. They will flee in the opposite direction at full
movement for 1d4 rounds. Roll 1d4 to determine, and
flesh out details:

(1.) Working Old-World tech (robots, computers,
lasers, etc.)

(2.) Particular Old-World wvehicles (school bus,
garbage truck, etc.)

(3.) Insectoids (natural or monstrous)

(4.) Magic
[86-87] Neural Telekinesis: With this mutation, the
character can lift or move INT x 10 lbs. using only the

power of their mind. This ability does not extend to lifting
themselves. Using this power requires uninterrupted
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concentration, thus takes effect the following round. This
ability has a range of 50" and can only be used to hold
things for roughly 30 seconds (5 rounds) before the PC
becomes tired and must set the object down. The PC
must rest for 6 rounds before using the power again. Any
use of this mutation on another creature, or objects
carried by another creature can be avoided with a saving
throw against Paralysis.

[88-89] Teleport: This ability allows the PC to
disappear from one location and appear in a location up
to 1 mile per level distant without physically crossing the
intervening space. If the PC has never been to the
location they are teleporting to, or are only vaguely
familiar with it, they have a 25% chance of suffering 10d6
damage upon arrival as they teleport into a space
occupied by another object, or misjudge some aspect of
the location. If they are intimately familiar with the
destination, or have spent 2d4 hours conjuring an image
of the location in their mind, they can teleport safely.
Likewise, a character teleporting with another living
creature has a 50% chance of crossing cell structure in the
process and becoming conjoined.

[90-91] Vampiric Field: This mutation grants the
ability to absorb the life essence (HP) from all creatures,
friend or foe, within a radius equal to 30’+INT. This
power instantly absorbs 1d4 HP per uninterrupted round
from all creatures in the radius, and these absorbed points
go into a separate ‘reserve’. All damage is taken from
these reserved points until they are gone; after this point
their regular HP begins to be affected. Stored HP will
disappear after a day.
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[92-93] Vision Impairment: This mutation covers
all visual impairments that fall short of total blindness,
including macular degeneration, myopia, severe light
sensitivity, cataracts, etc. This condition makes it
extremely difficult for the character to discern objects
more than 50’ away. Characters with this mutation have a
-4 to hit in combat.

[94-95] Disintegration: Upon touch with this
powerful mutation, the PC can completely destroy matter
on a molecular level. Doing so requires so much energy
expenditure, however, that the character is instantly
rendered unconscious, with 1 HP left. The total weight
that may be disintegrated is INT x 10 lbs.

[96-97] Mental Phantasm: With this power, the PC
is capable of creating a realistic, illusory environment in
the mind of another conscious creature, much like a vivid
dream. These visions are realistic to all senses but touch:
Once the target tries to make physical contact with any
element of the phantasm it dissolves into reality. Save vs.
Spells to avoid.

[98-99] Psionic Flight: The PC may fly through the
air with a height of up to INT x 10’ at regular movement
rates. Any encumbrance will hinder the movement as
usual.

[100] Re-Roll for two mutations.
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Open Game License

INTRODUCTION

Post-Apocalyptic Mutations: A Basic Fantasy Supplement (hereinafter “the
Supplement”) is based on the System Reference Document v3.5 ("SRD"), which is
Open Game Content.  The text of the Open Game License itself is not Open Game
Content. Instructions on using the License are provided within the License itself.

Designation of Open Game Content: The entire text of the Supplement (except the
Open Game License, as noted above) is Open Game Content, released under the
Open Game License, Version 1.0a (reproduced below) as described in Section 1(d) of
the License. Artwork incorporated in this document is not Open Game Content, and
remains the property of the copyright holder.

Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A)
product and product line names, including Basic Fantasy Role-Playing Game, Basic
Fantasy RPG, and BFRPG, as well as the phrase “make mine Basic”; (B) all artwork,
logos, symbols, graphic designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual representations, including the
“eye” logo, which is the personal mark of Chris Gonnerman for his various products,
and which is Copyright © 2002 Chris Gonnerman, and the “Scribbled Dragon,” which
is Copyright © 2005 Erik Wilson; (C) logos and trademarks, including any trademark
or registered trademark clearly identified as product identity by the owner of the
product identity, and which specifically excludes the open game content.

More information on the Open Game License can be found at:
http://www.wizards.com/d20
OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who
have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) "Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)'Open
Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,

language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments,

personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open Game Content that you Use.
No terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David
Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James
Wyatt, based on original material by E. Gary Gygax and Dave Arneson.

Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris Gonnerman.

Post-Apocalyptic Mutations: A Basic Fantasy Supplement Copyright © 2017 Brent
Ault.

Mutant Future Copyright 2008-2010, Daniel Proctor and Ryan Denison. Authors
Daniel Proctor and Ryan Denison.
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