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"The story of the Heh! I'm not but <l sundowner but, 
no worries, I remember it well Give us a shout and hear 
the whole Dinkie die." 

"Most folks 

gutser. clue! 

il was have Food short, and lot" of strange 
much; too much and not lime. 

"Had to get back of 10 What with no food, I headed 
outback where at least there's bush tucker. 

'Course. for the it their dreamtime come true. 

you the raw prawn, the 
claim the Rainbow 

talk 

is what the Abos 

return. Even back then, 
even the 
how men to animals, and into men. Seemed like rum 

at the time. 

animals 
human, well, flat out, raised 'em their own way. 
dream time stories. And how 10, call it, 'walk softly on the land.' 

soon the drone of the was heard clear 
and and rumbucks, and all. Good on that 

walkabout And whack 

"After that, there was no 
Aussieland. That's when I first 

an old swagman like me in 
south 10 Tassie/and, what we 

used to call Tasmania back when. We was short on humans, but all of 
us raised and other animals like our own. 

"Well, mate, that's the dinkum oiL that now them Jakarta 
crook all over The young 

up to I'm too 
So all the luck to you. And thaI's 

told humans. 

.. .. 

any Mil/alii After 
the Bomb characters. Start with the usual 
(See TMNT or Heroes Unlimited RPG). The next step 
because the rangc of animals in Australia are different: 

used for any adventure in Australia. 
It for AfTER THE BOMBI 

Firs/, roll to determine animal category: 

01 10 Urban 
11 
3 Outback 

66-85 Desert 
86-99 Wild Birds 
100 Zoo 
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01-20 
21-25 Bat 
26-30 TMNT Pel Birds, page 
31-40 Cat 
41-45 Cockatoo; TMlvT Parrol, page 34 
46-55 Diamond Dove, see TMNT page 34 
56-65 Galah. Australia's most common Parrot. Sec TMNT Parrot, 
page 34 
66-70 A like TMNT Mouse, 
71-80 Mouse; 
81-85 Possum, Brush-Tailed 
86-95 Rat 

(l 
01-20 Cow 
21-40 
41-45 
46-48 Bat 
49-50 Bison Water Buffalo 
51-52 Cat 
53-54 
55-59 Chicken 
60-63 
64-65 Duck 
66-67 
6lS-73 . The difference 

is that who tries 10 eat it. In other 
Cane Toad (bite attack) 

death. 

74-76 Goat 
77-80 Horse 
81-83 
84-89 Mouse 
90-95 Rabbit 
96-00 Rat 

01-02 Bandicoot 
03-05 Bat 
06-08 
09-12 Crocodile 
13-15 Cuscus 
16-20 
21-25 Emu 

Frilled Lizard 

green 

36-40 Glider 
41-42 Possum 
43-50 

I-55 
56-57 77-78 Rat 
SlS-60 79-80 
6 Turtle Snake 
63-64 Anteater 
65-66 Tasmanian Devil 
67-69 Pandemelon Tree 
70-74 94-96 Wallaroo 
75-76 Possum 97-00 Wombat 



01-05 Australian Warblers. As Tl'vfNT Wild Birds, pg 32. Include, a 
wide range of Wrens. Thronbills, Robins and Chats. many in 

Goose. 
webbed feet and with 

but with 

white 
11-12 Kite, As small hawk or falcon, brown 

white head and 
with 

13-15 Brown Faicon, 32. 
16-18 MalleefowL As TMNT Wild Fowl. 
19-20 ScrubfowL As TMNT Wild Fowl, 
21-25 Painted Quail. As TMNT Wild Fowl, pg 33, with mark-

black and white at throat. red blue grey at top of 
head and back. 

26-28 Plains-Wandered. 33, similar to Quail. 
29-34 Diamond Dove. TMNT Pigeon, pg 
35-37 Cuckoo Dove. As 11'vfNT Pigeon. 34, rich brown and orange 

feathers. with a touch of green. 
38-40 As TMNT Pigeon, 34. multicolored with 

grey. and occasional green. 
41-45 As Ti'.INT Pel Birds, 
46-50 Cockatiel. As TMNT Parmi, pg 34. 
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51 Cockatoo. TMNT pg 

56-60 Galah. TMNT Parrol, pg 34. 
61-65 Rosella. As n.4NT ParmI, pg 34, with red 

with blue. 
As Tll4NT Pel Birds. 

1-75 IMNT PEi 
76-80 Kookahurra 

As TMNT Wild FOlVI. pg 33. but with 
ta iI feathers. 

Grass Owl. A owl that on the As 

7MNT 
Eastern TMNT Wild 

91-95 Cinnamon Quail Thrush. As TlHNT Wild Fowl. pg 

As TMNT Birds. pg 32. 

characters in the world of Mutants Down Under are the ones 
to defend land 

the have 
mutated. mosl arc like content live their 
own lives. 

either the New or the Old system, NOT BOIR. 

01-40 Hunter, >C.uumCLCI 

itional culture the 
Dreamtime. This 
land, food, weapons and tools from nature. Because 

culture has no need for commerce or the 
character out money and other than 

weapons and like the k~.·,~~.n 

staff or spear. One time bonus of 
scholastic bonus. 

NOTE: HUllters arc the characters who can be-
come Mabarn (standard BIO-E cost). 

SKILLS 
Old Hand 10 Hand: Basic, Alhle-

5%). and 
skills: Dreamtime Lore, Australian Nature Lore, Find and 
Bush Tucker (Food), and any (2) W.P. or ancient W.P. 
skills. the character select any four (4) additional skills 
from skills, Pilot 
Air Vehicles. or Pilot MUlant Insecb. No skill honuses. 

New Hand to Hand Basic. (+ 15%), Alhle-
Prowl ( 

Australian Nature Lore, Find and 
any (2) the character 



can select any four (4) additional skills from among aborigine skills, 
secondary skills, Pilot Lighter-Than-Air Vehicles, or Pilot Mutant 
Insects. No skill bonuses. 

41-45 Tassieland Airship Captain/Pilot. Like merchant seamen of 
old, the merchant airship captains of Tasmania keep their sCCUIS in 
the family and pass down the captaincy of their ships to family 
members. This character has been climbing the rigging of airships 
since before he took his first step. Along with the skills, the character 
has command of a Zeppelin. $22,000 is available for the character 
to put together the airship (do not use money for any other purpose). 

Character also has $1,200 of personal equipment and supplies, 
including weapons and ammunition (select from TMNT). Has $100 
to $600 (106 times $100) in Bickies. No skill bonuses. 

SKILLS 
Old System: Aerial Navigation (+ 10%), Pilot Lighter-Than­

Air Vehicles (+ 15%), and Basic Mechanics (+ 10%) . Take any 
four (4) Collegiate skills, any two (2) Espionage/Military skills and 
any six (6) Secondary skills. Character has a very low level version 
of Australian Nature Lore. with a Base Skill: 34% + 4% per level 
of experience. No skill bonuses except as listed. 

New System: Aerial Navigation. Pilot Lighter-Than-Air Vehi­
cles (+ 15%) , and Basic Mechanics (+ 10%). Take any two (2) 
skill programs. and any seven (7) Secondary skills. Character has 
a very low level version of Australian Nature Lore, with a Base 
Skill: 34% + 4% per level of experience. No skill bonuses except 
as listed. 

46-50 Aborigine Airship Captain/Pilot. Like the Tassieland Airship 
Pilot, above, this is a character who loves to fly. Not able to purchase 
or inherit an airship, the character has Slolell one from jakartans. It 
must be either a Six-Man Transport or a Twenty-Man Frigate 
(player's choice), alld $4,000 is available to the character to CIIS­

IOmize the airship. Otherwise , the character starts with no money 
and no possessions , like other aboriginal characters. One time bonus 
of + 10 S.O.c. and + 2 P.E. No skill bonuses 

SKILLS 

Old System: Australian Nature Lore, Find and Prepare Bush 
Tucker (Fnod), Songlines, Aerial Navigation. Pilot Lighter-than-Air 
Vehicles, any (2) aborigine or ancient W.P., and any three (3) 
aborigine or secondary skills. 

New System: Australian Nature Lore, Find and Prepare Bush 
Tucker (Food), Songlines, Aerial Navigation, Pilot Lighter-Than-Air 
Vehicles. any (2) aborigine or ancient W.P. , and any three (3) 

aborigine or secondary skills. 

51-55 Jackeroo. Or Jilleroo for females. These are the Mutants 
Down Under version of cowboys. The lackeroos herd giant insects 
for a living. They also ride giant grasshoppers and other mutant 
insects. Character can select anyone personal mount from the list 
of mutant riding insects. Also has two personal weapons: a Tassie 
.38 Revolver , and either a Tassie 7 .62mm rifle or a Tassie 12 Gauge 
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shotgun, along with 50 rounds of ammunition for each. From $100 
to $800 (108 times $1(0) worth of equipment is available (select 
from TMNT). Also, the character starts out with $20 in Bickies. 
Note that the Commullicale wilh Muw/ll IIlsecrs psionic ability is 
particularly valuable to lackeroos. 

SKILLS 

Old System: Pilot Mutant Insects (+ 20%), Australian Nature 
Lore, one modern W.P. that starts at 3rd level Expert (should match 
one of the two personal weapons selected) , three (3) High School 
skills , and any seven (7) secondary skills. No skill bnnuses except 
as li sted. 

New System: Pilnt Mutant Insects (+ 20%), Australian Nature 
Lore, om: modern W.P. at 3rd level (to match one of the two personal 
weapons selected), anyone (I) Skill Program, and any six (6) sec­
ondary skills. No skill bonuses except as listed. 

56-60 Aboriginal Insect Herder. Certain Aboriginal groups have 
mixed herding mutant insects with their traditional beliefs and cus­
toms. The result is a kind of odd mixture of lackeroo and Abnrigine, 
something like one of the Plains Indians from the old western U. S. 
They ride giant grasshnppers and other mutant insects and the charac­
ter can select any two personal mounts from the list of mutant riding 
insects. No equipment other than Aboriginal tools and weapons , 
plus riding gear made from natural vines and gut. The Communicate 
with Mutant Insects psionic ability is aUlO/Ilwically available (for 
the standard cost in BID-E) regardless of the character's M.E. One 
time bonus of + 10 S.O.c. and + 2 P.E. 

SKILLS 

Old System: Pilot Mutant Insects (+ 20%) , Hand to Hand 
Basic, Oreamtime Lore, Australian Nature Lore, Find and Prepare 
Bush Tucker (Fond), any (2) aborigine or ancient W.P., and any 
two (2) aborigine or secondary skills. No skill bnnuses except as 
listed . 

New System: Pilot Mutant Insects (+ 20%), Hand to Hand 
Basic, Oreamtime Lore, Australian Nature Lore, Find and Prepare 
Bush Tucker (Food), any (2) aborigine or ancient W.P .. and any 
two (2) aborigine or secondary skills. No skill bonuses except as 
listed. 

61-65 Swagman. These wandering vagabonds (some would say 'bums) 
have adopted rootless and somewhat shifty ways. They tend to be 
tougher than other mutant animals with a S.O.c. bonus of + 20, a 
P.E. bonus nf +4, a P.S. bonus of + 1 and a P.P. bonus of + I. 
They've got little formal education, but have picked up a bit of 
everything, working as jacks-nf-all-trades whenever wnrk is availa­
ble. Character has scrounged IIp $300 of equipment and supplies 
(select from TMNT). Also, either a Tassie .38 Revolver or a Tassie 
7.62mm Rille, with 40 rounds of ammunition. Has $10 to $60 (ID6 
times $10) in Bickies. 

SKILLS 

Old System: Take any twelve (12) Secondary skills, and any 
two (2) Military skills. Character has a very low level version of 
Find and Prepare Bush Tucker (Food), with a Base Skill: 24% + 4% 
per level of experience, and with a steady 2% chance of selecting 
poisoned Bush Tucker. Also, take one of either Pilot Mutant Insects 
or Pilot Lighter-Than-Air Vehicles, or Songlines. NOTE: If Pilot 
Mutant Insects is selected, the character is allowed a personal mount 
(choose either grasshopper or ant). 

New System: Take any twelve (12) Secondary skills , and any 
two (2) Espionage/Military skills. Character has a very lnw level 
version of Find and Prepare Bush Tucker (Fond), with a Base Skill: 
24% + 4% per level of experience, and with a steady 2% chance of 
selecting pnisoned Bush Tucker. Also , take one of either Pilot Mutant 

, 

J 



Insects, Pilot Vehicles. or NOTE: If 

mount (choose either 

66·70 Tassieland Technician. Raised, and educated, in Tas-

well trained in 
artifacts. As a urban dweller, the character will tend 10 

view most other mutant animals 
hicks. Starts out with $400 to $2400 (roll 4D6 times $100) in 
ment and selected from TMNT. Also has $100 to $600 
(lD6 times $100) in cash (Bickies). + 15% Scholastic Bonus. 

SKILLS 

5 School skills. 10 College skills and 

Any three (3) Skill and any ten ( 

71·75 Tassieland Militia. Trained and Tassieland, now 

U"""6"v~ to 
was raised in 
Continuous low-level warfare with the 
character 

weapon (select assault rifle, 
and a or submachine gun, 100 rounds of 

ammunition for each weapon. to $1800 (roll 3D6 times $100) 
be used to any standard or from TMNT. 

SKILLS 

Old School skills (+5%), Secon­
ModernW.P. 

New Skill (+ 
skills (+5%), 

sec:on(JUI~ skills. Plus anyone Modem W.P. 
four (4) 

76-80 Feral Mutant Animal. One of the many mutant animals who 
grow up and alone in the wilderness. Survivors this character 
have hard time fit in with more "socialized" mutant 
animals, and will uncomfortable around humans. Feral Mutants 
lend to be but not well as the mutant 
animal. is a S.D.C. bonus +30, a P.E. bonus of +4. 
P.S, bonus of + 2 and P.P. bonus of + L 
worth $10 $60 (lD6 times $10, select from TMNT), 

SKILLS 
Old Sv~;tel1n= 

a 

has Basic SUf­
Art!;,t (+ IO(Yc). Prowl 

any two (2) 
No skill bonuses except as 

New Character has very low level versions of Find and 
Bush Tucker (Food) and Australian Nature Lore, both with 

a Base Skill: I and with 
Bush Tucker. Other automatic 

skjlls include Prowl (+ lOCk), Survival Skills ( 10%), 
(+ 

81-85 Car Nut/Mechanic, Character, who go to the trouble of as-
vehicle from the few parts are few 
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and far between. Given the extreme of metal, the 
old machines takes a and lot of skill. The 
character can put 512,000 car (vehicle expense) and has 
$300 to $1,800 (3D6 times $100) to 
(select from TMNT). 
in Bickies. For vehicle expenses, construction and combat rules, 
well additional vehicle skills, see Road or Revised Heroes 
Unlimited or Ninjas Usc TMNT to per-
sonal Most mechanics are and self-confid-
ant, know their skills are 

SKILLS 

Basic Mechanics and Automobile Mechanics (both 
+ 5 High School 2 skills 
skills. Note: Add + to mechanical, electrical ortechnical skills. 

New The Mechanical Skill (all skills 20%), 

SKILLS 

Old 

New 

(2) Skill (all skills and 6 secon-

The character was 
includes $250 of weapons. and (select 
and other in TMNT). In addition, the 

a traditional weapon 
to match the character's main weapon skill. 

School skills, three (3) 

(6) skills and Hand 

weapon 

skills. 10 ~"~,V"U"1 
Character learns three (3) 

skills (with a skill bonus of + 
10 Hand: In addition, the character has a choice of three 

weapon 

96-00 Ji'ree Slaves. Born into in Jakarta, or in some other 
These young mutant animals "'''<IU'''''1.1V 

of their Ii ves have a 
Character has $40 to $240 

selected from TMNT. $10 in Bickies, cash. Also 
includes a S.D,C, bonus of 25 and a P.S. bonus of 5. 

SKILLS 
Old <':""to""· skills, Basic 

6 sce'ondiary skills. 

for the Mabarn all these character 
features are the same as in TMNT and Other Stlrarlg~!ness. See pages 
10-/2 . 

5: 

Characters select their initial f'1l1I1ir,m.'nt 

l'vlwam 
in this book describes items and that are available after your 



Medicine'" 
Australian Nature Lore 

Bu:-;h Tucker (Food) 

Pilot 
PHot Mutant Insects 

W,P, 

W,P, Woornera 
W,P, Axe 
W,P, 

Vehicles 

Insect Herder. 
Hunter, 

set broken bones, extract bullets, sew up wounds, and 
illnesses, 

Part of the character's skill comes from the to 
and mud) for 

Pilots and 

for the leaves for 

root or leaf, 
skill roll every half-hour. 

character who has been VUJ'~VII"'U 
a skill roll 

but 

or because a mistake 
that the charncter roll 

Base Skill: 50% + 

Australian Nature Lore: Character learns all about the Australian 
this the to: 

1, 
can tell the 

2. Evaluate the temperature and the 
and the condition of the In addition, the 

the weather up to 48 in 
per level of 
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per level. 

4. Find north, south, east and west and estimate the 
distance between distant Base Skill: 65% -'- per level. 

Dreamtime Lore: 1u}'ClrI<C1_'"P'l>J of the Austra-

lian a 
aspect:, of modem In other words, dreamtime another 
version Here are some the features of dreamtime: 

to the far future, is 
dreamtime have 

voices in dreamtime, 
but as a collective, In other words, 

to Emu; Hot any Emu. but 
that represents all Emus, 

3. One must dream of lives to come (unborn children) or 
will not come, And one must dream of lives that have left. All the 
land, the insects and animals, must be dreamed, or will 
not come to exist. 

Characters with this skill will know hundreds of stories, 
about the different features of the of the 
wildlife. and how 
10 creatures, and will know how to 

Find and Bush Tucker (Food), 
off the land 

Base Skill: 60% 6% 
Supermltural. this 

& faeries, 

can make 

where Westerner would see 
barrell desert with a few dried up weeds, Bush Tucker 
looks easy, the for 

While for food, the character can make an attempt 
find Bush Tucker once per hour. If successful, that means a source 
of food has been found, If the fails, it means thai no food 

try for anot her hour. 

grass seeds 
crushed, mixed and baked, Base Skill: 
ence, 

SPECIAL NOTE: 
skill, even for characters 

Mountain Pines can 
every third year. 

sorted. 

in the wild without this 
in Wilderness Survival, is 

very Ignorant characters have a base chance of 50%. for 
every hour of of what seems to be edible 
food, However, there is a 10% chance that whatever it is will be 

The traditional musical instrument of the 
feet 

It' s 



""""'''''''". A is, 
But every note of 

describe;, a across the land, 
character with the skill can make an exacf map of the area 

if he has never visited the area, A computer expert 
method 

advanced computer programs. Characters with this skill are 
who can memorize songs and feature of the 

terrain that describe, 

I. ~nnollin,.~ describe every feature as well as 
the exact distances (in foot strides) between landmarks, 

2. Hidden sources of water, which may 
described in the 

This makes it much easier to find 
is useful for the stone 

construct in various areas (reduces the 
items to half), 

4. Real song would have named each water hole the character 
from, each tree cut a spear from, each cave he in. 

the whole long distance of the way, Stories told to strangers 
include little or none of these details, 

S. A character has the of Land 

Revised TMNT or Heroes Unlimited). as as 

for a ,,~ .. h .... ~ skilled 
This allows the character to 

different 
Australia, 

NOTE FOR USE WITH 

Australia, 

the weapon, the character will also 
them, Given the of the 

13111, 

any of the weapons be 

of the bow, hn"m,pc,,,, "" 

for their extreme range 

UR""'A'- is I 0 and 

ways. Thrower 
it. Bonuses to 

1 at 3rd, 5th, 7th, 

Return Path. Thrown that it will come back to the thrower. 
that it', be or in vehicle, and 

to throw it so that it will come to where the character is 

9 

Maximum range is an 600ft 
100ft (30.5m) away or more, and 

then 4 to 

Back Shot. The idea 
goes over or around the victim, and then comes back to hit from 
the Maximum (76.201), Because of the 

arc the victim or 

4. Bounce Shot. The thrown so that it curves 
down. then arcs or bounces back up, 

result 
A successful attack 
victim down to the 
is 350ft (I06,7m). 

W.P. Woomera: stick, bUI unlike the 
not to travel as far, to return, 1 to Strike 

at 151, 3rd, 4th, 61h, 7th, 9th, 10th, 12th and 13th levels, is 
limited to 100ft used in hand to hand combat with 

108 with normal 
damage bonuses added in, 

W.P. Axe: After 

to 
16th levels, NOlused for 

Bonuses 
14th and 

( - 5 to strike, with a max, range 
106, - 108, Two-Handed of 25ft17,6m), Small 

-206, 

W.P. are the 
valued weapons and one of the few that carry with them 

106 for both hand-to-hand and thrown 
strikes. 

In hand to hand combat, there is a bonus to strike of I at 1st, 
4th. 71h. 10th and 13th levels. As a weapon, there's a 
bonus I- I to Strike at 4th, 6th. 10th, 12th and 14th 
levels, Maximum range is 150ft. 

a 
extend the 
Adds 
range, 

Note that this 

Thrower, a handle used to hold the spear and 
means added range and power to the throw. 

and another 100ft (30.5m) the maximum 

and attach ropes and 

Pilot Mutant Insects: Most mutant 
than horses, 

(where can you hit 'em where notice it?) and 
Characters with this also know how to feed and 

for mutant insects. to insect and how to raise 
and breed better mounts, NOTE: This skill is useful for 
kind of mutant 
the skill 

to ride a different kind 
+ per level of 



The natural laborer among the mutant insects. arc pretty 
dumb. but controlled and understand to 

lip Their makes them useful 
on variolls construction 

and a hard carapace. 
,'",n;nlpy pallem of and 

2D6, 306 

A.R.: 14 (Natural AnnOf S.D.C.: [flO 
Hit Points: 

(1010 

Attacks per Melee: 2 
No bonuses to Bonus 

16 

to sacrifice its own life whenever necessary. Adds 
of 

Looks like a ant, with and a 
hard. reddish exoskeleton. 
Attributes: 106, M.E.: 
15 3D6. P.P.: 306. P.E.· 406. 306 

M.A.: 106. P.S .. 

Size Level: 14 

Abilities: None 
Attacks per Melee: 
Bonuses on P,P .. 

Mandibles (206 and (I 

Add another [06 

the dumlles/ of all mutant insects. 
restrained (staked out and hobbled with 

for 
must be controlled 
the character has the Communicate with Mutant Insects 
in which case it's to direct the creature's 

Attributes: P.S.: 406, P.P.: 306, P.E.: 406, 206 
Size Level: 12 

260 
6ft 



A.R.: S.D.C.: 60 

tremely of 
anywhere. Ever hear an 

the noise level 
the Drone 

and 

Pads. These allow the insect to land on vertical surfaces or 
even and to stick to even smooth surfaces. 
Attacks per Melee: None 
8reeliin'i! Modifications: None 

control) and will start, slop, turn and attaek as directed. 

Attributes: P.5. 10+ 106, P.P.: 2D6. P.E.: 10+ lD6. 4D6 
Size Level: 15 

460 

A.R.: 8 
Hit Points: 

Armor) S.D.C.: 100 

Natural 
Abilities: 

'Attacks per Melee: 2 
Bonuses on p, P .. 

air. Can 
maximum 

,<hnr.,c.pr must save 

(lD6 

every Failure means the insect and rolled. 
top of the rider. On the other hand. take-off is automatic. 
the usual maximum Glide reduces 
to the S.D.C. down to 90. and the p, E. and P.S. down 

tenlperea and difficult to control, 
U"'UUUH'S war mounts. are 

and the attack In fact, their readiness for combat makes 
them very difficult 10 master ~ on skill), When 

(which is any time other than the hour after their 
try creatures of Size 

Levels 8 successful roll 
under the character's Pilot Mutant Insect skill. Unless the victim is in 

range. the rider has two or more 
control the attack, Just about every command, stop, go. 
turn, skill foils, of course, for the attack command, 

else runs the rj,;k 
bored, 

Communicate with Mutant 
"friends" with mutant Wolf 

The 
but should be careful nevcr to or sneak up on 

mistaken could be fatal, "'HP~"'n,p 

attacked whenever the insect 

11 

Covered in black fUf, 

the other hand. it's a rare mutant insect that 
will attack anyone 
Attributes: P.S.: 
5+3D6 
Size Level: 16 

550 

Hit Points: 

mutant Wolf 
3D6, P.P.: 5 3D6, P,E,' 

Natural Mouth (ID8 and Claws ( 106 dam-

Abilities: 
Paralytic Poison Venom. The can 

into an opponent. Victims must Save vs Poison to avoid 
for 3D6 melee rounds. the a successful Bite 
Attack. No hit is done the venom, 
but the bite that delivers the does normal 

Attack. Can pounce from 16ft (4.8m) away. Adds an additional 
+ 2 strike to any Attack. 
Attacks per Melee: 4 Claw 
Bonuses on P.P., 
.... ""."".0 Modifications 

Web Generation. Can be used for line, to lower down 
or to climb back up, Also useful for opponents, 

and/or herd insects, Can be made either or smoolh, and 
attached to any surface. Wolf are of up to 
1000n (300m) of web a and can "reel" in whatever isn'l used up, 

means the S,D.C. down 10 90, and 
the P.S, and P.E, 6 each. 

to balance. 

a whirlwind, the kind of that's called 
or tornado in other parts of the world. This 

allows the character to create man-sized whirlwind. 
down creatures. and vehicles. 

On the first melee round of its creation the 

at a 
small 

50 or 
target or in a sweep. Even then 
and move them around, It can also be 

them to Save (roll under 10 on t",,~nt"_c 

On the second melee round, the creator has the choice 
the it grow, If it grows. it doubles in 

I 00 It can also be 

up 
and whirled around. 

on the third melee round, the creator chooses to either 
This time il will double in 

200 Now il can affect 
an area up to 20 feet (6, 1m) in diameter, everyone to Save to 



avoid the knockdown, Anyone inside must 
whirled up and Ihe 

In the fourth melee round, the creator 
to 400 

which can 
Psionic Attack ( 

or be 

its 
Oil 

diameter (12,2m), 

40 feet (I 
around will up another 

the character will have to 
Save vs Psionics to 

On the 6th melee round, the creator will/ose control of the 

only ,'17,'<'I!1',' 

land, not in the air or 
else. Cost: 15 BID-E, 

continue to run away, 

leal 

ders. 

to 
Cost: 

This allows the ch;,lfacler Mabarn 

if the conditions 
roll is 1-60, the 

damage, 

even then, 
will not work 

10 

If/seC! /-Ier-

out of his 

12 

Hit Point. While the 
, so the 

lakes one melee round for each 
hit back into the is automatic, 

reabsorb 

All Mabarn crystals are small, about 
about the thickness of 
similar 

the crealor can then 
can be <A"enrh,,,1 

but 

Ihis rule, If another Mabarn, or 
the 

If this 
recover the lost 

into their own bodies, 
an evil act, that would never be 

but it allows a Mabam to 
own purposes, 

For 

Exorcism 
creatures 

while 
This means the 

the dreamtime and may have a conversation with 
Costs I Hit Point to create, 

and the animated dead) will be 
of lip 10 (I g,3) away from 

be forced away from the area, The effect lasts 
and 206 per level of the caster. 

is broken, the Sorcerer can heal the lost hit 
or bruise, Costs 4 Hit Points 10 

shatter, 
Save vs Pain, The sorcerer can then heallhe hit 
Costs 2 Hit Points to creatc. 

Unlike other Mabarn 
arc used, 

or 108 S,O,c' arc healed, The 

are 



mllst the 
heals others and does 1101 work on 

since the will 
costs I Hit Point to create. Once the 

sorcerer will heal as normal. 

The Maham lIses the to "draw out" 
any from an afllicted character. Each time the 

the Save vs Poison (with P.E. 

is successful. then If the 
Save fails, the victim is still cured, but the 
the Sorcerer must heal back lost hit 

Hit Points to create. 

this allows a character to 
creatures within 120ft (36.6m). 

like the 

sorcerer, but 

must have the Dreamtime Doctrine skill, and their range will be 
limited to 40ft (!2.2m). Costs 6 Hit Points to create. If brokenlde-

the hit 

trat a character 

the sorceror 
must heal 

Lens any 
Using Ihis as a lens, the Marbun can look inside of any 
creature (6fll 1.Rm maximum range). and the effects 
of-disease will be apparent. Works 
creates il. It can 110/ be used 10 see 
substances. Costs 4 Hit Points to create. 
must heal back the hit 

Note: 
one 
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MACROPODS is a term that to all creatures that stand on 
their hind while on their tails. So include all 
Kangaroos, Wallahies, and many of their smaller cousins. Most Mac-

breed once a year and carry their young in that 

there are 
group all the various 

to smallest. 

Size Level 7 1\>1~'''''''''i1,if 

Wallaroo: The 
cousins. A Forest 

Size Level 5 

Tree 

Size Level 4 M~ICrj[)nfU1 

Rock W,.II",hv, The 

to 

Size Level 3 MllICrj)D~ld 

Pandemelon: Small 

separate 
""rnn,v't into the 

down, and very similar to their 

less than tall. Lives 
rabbit in and burrows. 

from 

and mice, identical in function and appearance to 
Rats of the American Southwest. 

ORIGINAL ANIMAL CHARACTERISTICS 

from underbmsh, Three-toed, 
red wallles, and a 

on the top of the head). 
casque (works like a 
beak and ear holes. 

Size Level: 8 

10 I 
Build: Short 

MUTANT CHANGES & COSTS 
Total B10-E: 
Attribute Bonuses: 

2 
4 

HUMAN FEATURES 
Hands: 5 BIO-E Partial 

Looks: 

10 BIO-E for Full 
Full Automatic 
5 BIO-E for Partial 
10 BIO-E for Full 

red 

horn 

down from or a 
blue neck and a hom-like cap on top. Other head features 

include a dark beak two nose holes, 
eyes and ear holes. The is thick and hunchbacked. 

and muscular, in three-toed, feel. 



BlO-E for Partial. red 
beal\.. 

muscular and feel. 
10 BIO-E for Full. Character's face is 

with the rest of the 

and blue neck, 
hunchbacked, with 

flushed! 

features. thick. muscular and oversized feel. 
Natural BIO-E for I D8 Talons 
Powers: 

BIO-E for A.R.:IO, 
the character will be covered with dense black feathers. 

5 BIO-E for Horn that does I D6 in "head 

of 

attacks. Also act" as natural helmet that protects the head, with 
A.R .. 14 and S.D.C . 15. 

ORIGINAL ANIMAL CHARACTERISTICS 

less, live in small groups, across Australia. 
Their double feathers are more like hairs than real feathers. 

Size Level: 8 
to 6 feet tali 
to 120 

Build: Medium 

\1UTANT CHANGES & COSTS 
Total 810-E: 
Attribute Bonuses: 

P.E.: +2 
: +4 

HUMAN FEATURES 
Hands: 5 BIO-E 

10 BIO-E 
Partial 
Full 

full Automalil: 
5 BIO-E for Partial 

10 BlO-E for Full 
Looks: 

Thick 

allows the mutanl Emu 10 run up 
and in bursts 

+ 

ORIGINAL ANIMAL CHARACTERISTICS 

almost 
a calL 

Size Level: 
to 18 inches 
under one 

Build: Short 

MUTANT CHANGES & COSTS 
Total BIO-E: 70 
Attribute Bonuses: 

M.A.· 1 
P.P,: + 3 

: +1 

nose, and 
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HUMAN FEATURES 
Hands: BlO-E for Partial 

JO BIO-E for Full 
BIO-E for Extra Limbs with human hands 

Full Automatic 
BlO-E for Partial 

10 BIO·E for Full 

white and blue. 

ro-nm;ed. with round a rounded head 
and of fine feachers (in of hair) covers 

while, but with bluish growth on the 
arms 

Natural U!'.G.U'm,~' 

Powers: 
5 BIO-E for Advanced Vision 

10 BIO-E for CHide 
20 BIO·E for 

Beak 

ORIGINAL ANIMAL CHARACTERISTICS 
The Rabbit-Eared Bandicoot, sometimes called a 

are 
creatures that live on insects and small animals. 

well as come in 
with a total of at least 17 different 

Size Level: 
to 22 inches 
to 5 

Build: Medium 

MUT ANT CHANGES & COSTS 
Total 81O-E: 75 
Attribute Bonuses: None 

HUMAN FEATURES 
Hands: B10-E for Partial 

10 BIO-E for Full 
Partial Automatic 
5 B10-E for Full 

5 B10-E for Partial 
10 B10-E for Full 

Looks: None. 

lOp of head. Fur covered 

and short nosed varieties, 
burrow like rabbits. 

10 I31O-E for Full. A nose and 
will be well muscled, with a slim upper 

Natural 
Powers: 

B10-E for lD6 Claws 

10 B10-E for 
B10-E for Advanced Smell 

5 BIO-E for Advanced 

ORIGINAL ANIMAL CHARACTERISTICS 
The 

to 24 inches, tail to 20 inches 
1016 



Build: Long 

MUT ANT CHANGES & COSTS 
Total BIO-E: 55 
Attribute Bonuses: 

P.P.: +3 
P.E.: +4 

HUMAN FEATURES 
Hands: Partial Automatic 

5 BIO-E for Full 
Biped: Partial Automatic 

5 BIO-E for Full 
Speech: 5 BIO-E for Partial 

10 BIO-E for Full 
Looks: None. Fur in colors from pure white to cream, to tan, to 

red-brown. Females have no markings, but males always come with 
red or brown splotches. Long, naked tail that easily coils up like a 
spring. The face is dominated by large round eyes (with cat-like 
vertical slit), and a wrinkled, tleshy nose . No visible ears. Body is 
sleek and smooth. 

5 BIO-E for Partial. Round head with protruding nose and large, 
luminous eyes. Long, muscular body with short arms and legs. 
Short, naked tail. 
JO BIO-E for Full. Large round eyes, and a face with a strangely 
wrinkled nose. Males will have heavy freckles all over. Short, thick 
hair. Powerful build. 

Natural Weapons: 5 BIO-E for 106 Claws (Climbing) 
Powers: 

5 BIO-E for Nightvision 
5 BIO-E for Advanced Smell 

10 BIO-E for Prehensile Feet. Use as Partial Hands 
5 BIO-E for Prehensile Tail. Use as additional Partial Hand. 

IS 

DINGO 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: Native dog that hunts in packs. Aboriginal lore has it 

that Dingoes are capable of detecting evil spirits or strangers with 
evil intentions. In modem times, many attempts have been made to 
exterminate the dingo (hunting and poisoning), none with any real 
success. Dingo puppies are easily domesticated. 

Size Level: 6 
Length: to 6 feet (with tail) 
Weight: to 65 pounds 
Build: Medium 

MUTANT CHANGES & COSTS 
Total BIO-E: 50 
Attribute Bonuses: 

I.Q.: +2 
M.E.: + 3 
M.A.: +3 
P.P.: +2 
P.S.: + I 
P.E.: + I 

HUMAN FEATURES 
Hands: 5 BIO-E for Partial 

10 BIO-E for Full 
Biped: 5 BIO-E for Partial 

10 BIO-E for Full 
Speech: 5 BIO-E for Partial 

10 BIO-E for Full 



head, clawed hands and 
fect. and 
cream or white fur. 
5 BIO-E for Partial. Prominem snout, ears, fur, and pow-

feature~, thick 

Natural 
B10-E for lD4 Claws 

Powers: 
5 BIO-E for Advanced Smell 

ORIGINAL ANIMAL CHARACTERISTICS 
tl threat, the Frilled Lizard opens 

its mouth wide. and pops up an umbrella-like frill 
skin fWIIl around its ne<:k. This the creature the appearance 

that much greater size, not mention than it 

Size Level: 3 
To inches. with tail of to 17 inches 
to 10 

Build: Long 

MUTANT CHANGES & COSTS 
Total BlO-E: 7() 
Attribute Bonuses: 

M.A.: + 
. +2 

HUMAN FEATURES 
Hands: 5 BIO-E for Partial 

10 BlO-E for Full 

Looks: None. 
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loose skin around the shoulders that can be extended. like an um-
brella, into a collar. 
5 BIO-E for Partial. Loose wrinkled skin. covered with 

arms and Short tail, 

Slender build. with and 
Natural 5 BIO-E for I D4 Claws 

Armor; A.R.:8 and S.D.C.· f 20 
This is an increase III 

for extended 
bursts of 

ORIGINAL ANIMAL CHARACTERISTICS 

and patterns that 

pounds 

:\'IUTANT CHANGES & COSTS 
Total BI()·E: 
Attribute Bonuses: 

P.S.· 
P.P. 
P.E.: 2 

HU:\IAN FEATURES 
Hands: 5 B10-E for Partial 

10 B10-E for Full 
5 BIO-E for Partial 

to BIO-E for Full 
Partial 
Full 

Looks: None. Round, tubular with 
Ihe back. head with 
Covered in scales. 

2 to Strike, 

5 BIO-E for Partial. Round short arms and 
scales in of hair. 
JO BIO-E for Full. Bald. with 

ear holes). 

10 BIO-E for 2D6 Tail. Use as an extra 
Hand 10 Hand attack melee round. The top 
of the lail is covered with a rm'''r.-~h~rn "",'c,"'"n 
like the blade a steak knife. 

Powers: 
15 BIO-E for Natural Armor; R.: 9 and S.D.C. 

Armor;A.R.: 1landS.D.C.. 30 BIO-E for Medium Natural 

ORIGINAL ANIMAL CHARACTERISTICS 

to I K inches, Tail to inches 



under [ 
Medium 

into small nose. widely 
dark eyes and rounded ears, Brown or grey fur with while 

fllr undemeath, Muscular with a band loose skin each 
ankle, 

head. ear" lOp, and ending 
in a small muzzle, is lean and muscular. with 
from to ankle on each side, 
10 B10-E for Full. Small and mouth, with round ears 

Lean but loose skin the 
the sides. 
5 BIO-E I D4 Claws 

10 BIO-E for Glide 
10 BlO-E for Prehensile Tail. Partial Hand, 

inches. Tail In 4 inches 
I pound 

Bonuses: None 

FEATlJRES 
5 BIO-E for 

to BIO-E for Full 
5 BIO-E Partial 

10 BIO·E for Full 

Looks: dominate 
narrow snout conlains the 

compact. 
BIO-E for Partial. 

children in 

B[O-E ID4 

5 BIO-E for (60ft) 
5 BlO-E for Advanced Smell 

thaI it exclu­
the 

round and 

and round, with strong 

for Partial Hand, Note that it will be 
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about one third 
5 BIO-E Use as Partial Hand, 

ORIGINAL ANIMAL CHARACTERISTICS 

water where 
them. The most common Kangaroos are the taller Red 
and All have 

to 6 feel tall 
to 150 

Build: Medium 

MUTANT CHANGES & COSTS 
Total BIO-I<:: 30 
Attribute Bonuses: 

LQ.: I 
M,A.: 
P,S.: 

HUMAN FEA Tt:RI<:S 
Hands: 

Full Automatic 
5 BIO-E for Partial 

BIO-E Fu!I 

of time. 



Looks: None. Head with Muzzle. topped with donkey-like ears . The 
Upper body is slim with narrow arms and shoulders. Legs are very 
large, with huge feet almost as long as the legs. Thick, muscular 
tai l, even longer than the legs. 

5 BIO-E for Partial. Snouted head, with ears o n top . Narrow 
shoulders, wide hips, and huge feet. Thick tail that reaches all the 
way to the floor. 
10 BIO-E for Full. Large nose , large ears and widely spaced eyes . 
Legs tend to be long , with outrageously large feet. 

Natural Weapons: 5 BIO-E for 106 Hand Claws 

Powers: 

5 BIO-E for IDlO Foot Claws. In this case, the 
middle toe will have a large protruding claw that 
can be used in kick attacks. 

5 BIO- E for Advanced Smell 
5 BIO-E for Advanced Hearing 

15 BIO-E for Advanced Hopping Ability . A " rubber band" muscle in 
the Kangaroo' s legs allows for incredible leaping abilities and effic ient 
long-distance travel at high speeds. The mutant Kangaroo can hop alo ng 
at 35 mph for hours without getting tired. Speeding up to a maximum 
of 60 mph is possible, but the time is limited by the character's P .E . 
Triple normal distance for leaps and jumps. + 4 to Dodge while Hop­
ping , + 6 to Damage from Leap and Jump Attacks only. 

KOALA 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: Three varieties: Queensland (thin fur, lighter color), 

New South Wales (dark grey coat), and Victoria (thick and shaggy, 
darker fur , and larger). The Koala is the only animal able to eat 
Eucalyptus leaves (which are mostl y poisonous) ; it has a specialized 
section of its intestine filled with symbiotic bact.eria . A Koala in a 
bad mood will start making a loud 'ticking' sound . 

Size Level: 5 
Length: to 3 feet 
Weight: to 30 pounds 
Build: Short 
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MUT ANT CHANGES & COSTS 
Total BIO-E: 50 
Attribute Bonuses: 

P.S .: +2 
P.P. : + I 
P.E .: + 2 

HUMAN FEATURES 
Hands: Partial Automatic, with two thumbs and three fingers on each 

hand. 
5 BIO- E for Full: two thumbs and three fingers on each hand . 

Biped: Partial Automatic 
5 BIO-E for Full 

Speech: 5 BIO-E for Partial 
10 BIO-E for Full 

Looks: None. Round head with large, soft nose, and huge rounded 
ears on top . Body is round and somewhat. flabby , with a thick arms 
and legs. Completely covered with thick, insulating fur. 

5 BIO-E for Partial. Round head with large nose and ears. Thick 
fur. Heavy body and large arms and legs. 
10 BIO-E for Full. Chinless face with large nose and ears. Body is 
we ll muscled and stocky . 

Natural Weapons: 5 BIO-E for I D6 Claws (Climbing) 
Powers: 
10 BIO-E for Advanced Toxin Rcsistance . A mutant Koala can digest 
foods with a virtual immunity to any poisons. In other words , the 
character can eat or drink just about anything without ill effects . A side 
effect to this power is t.he charac ter prefers to eat only eucalyptus leaves. 

5 BIO-E for Advanced Hearing 
5 BIO-E for Advanced Smell 
5 BIO-E for Prehensile Feet. Use as Partial Hands 

KOMODO DRAGON 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: Includes both Komodo Dragons, found on several 

Pac ific islands , and Gould 's Monitors , found in Australia. These 
are predatory reptiles, similar to extinct dinosaurs, but with snake­
like forked tongues. They are the world's larges t surviving land 
reptiles . 

,. 



Size Level: 13 
to ! 0 feet long 
to 350 

Build: Medium 

MUTANT CHANGES & COSTS 
8IO·E: 20 

Bonuses: 
P,S,: +2 
P,P,' +2 
P,E .. +2 

+2 

FEATURES 
5 BIO-E for Partial 

10 BIO-E for Full 
5 BIO-E for Partial 

JO BIO-E for Full 
5 I:HO-E for Partial 

JO BIO-E for Full 
None. Wide-snouted head with massive Wide, scaled 
with arms and legs. and a thick tail. 

5 BIO-E for Partial. Definite snout, no external ears, scales, and 
a wide, powerful body, 
10 BIO-E for Full. Dark skinned and bald, with and wide 
features, Heavy, muscled body and limbs, 

Natural 5 BIO-E for 108 Claws 
:; BIO-E for IOlO Teeth 

Powers: 
10 BlO-E for Light Natural Armor; A,R,: 6 and S,D,C.: + 20 
20 BIO-E for Medium Natural Armor; A,R .. 8 and S,D,C,: + 30 
30BIO-Efor Natural Body Armor; A,R,: WandS,D,C .. +40 

pletely lost its eyes, 
no tunnels), continuously Mole's 
entire body, from its smooth, metallic coat and shovel-like hands 
to its ram-prow nose, is for travel. 

2 
to 6 inches 
to 2 

75 
8onuses: 

P,S,: +6 

HUMAN FEATURES 
Moles, have no eyes, So, unless 
will be completely blind, Here are the 

choices: 
None. The character is blind, but has Advaned and Advanced 
Smell , This allows the character to function close to 

, even in hand-to-hand combat within a limited range (25ft), 
blind. the character can not read or actually sec 

Penalties: - 20'/0 on all skills, 2 to strike, 
====~-"-'-- 2 on initiative, Reduce by half. 

for Full Human Provides for normal human 
vision, including being able to 

5 BIO-E for Partial 
10 BIO-E for rull 
5 BIO-E for Partial 

10 for Full 
5 BIO-E for Partial 

10 BIO-E for Full 

colors and in 
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Looks: None. The body tapers all Ihe way down to a neckeless head 
and continues to ils hard, round nose, The anns arc short 
and and, like the are held close to the body, Covered 
in shiny fur except for the nose. fingers and toenails, and a stubby, 
naked tail. 
5 BIO-E for Partial. Thick. body, with short arms and 

Head is bullet shaped, with a hard nose and features, 
10 BIO-E for Full. Rounded head, thick neck, and features, 

is round, with short arms and 
Natural 5 BIO-E for ID8 Claws 
Powers: 
10 BIO-E for 
5 B10-E for Advanced Smell 

20 BIO-E for Increased Metabolic Rate, This power adds + 4 to Slrike, 
+ 4 to + 3 to and adds one Attack Per Melee, 

this doubles the character's normal 
rate of travel while digging through the earth, NOTE: This 
metabolic rate must be with 
The character will have to consume more than his/her own 
concentrated (meat!) every day The character will also be 
extremely hyper, in constant motion, 

ORIGINAL ANIMAL CHARACTERISTICS 
equipped to handle desert conditions, the mar­

its entire life without a drink, 
Size Level: 2 

Body to R,5 inches. tail to :; inches, 
to 2 pounds 

Build: Short 

MUTANT CHANGES & COSTS 
Total BIO·E: /:iO 
Attribute Bonuses: 

P,E,: + I 
HliMAN FEATliRES 
Hands: 5 B10-E for Partial 

10 BIO-E for Full 
5 BIO-E for Partial 

10 BIO-E for Full 
5 BlO-E for Partial 

10 BIO-E for Full 
Looks: None. Muzzled head with pointed nose, spaced eyes, 

round cars on top of head, long tail, and thick body, 
5 BIO-E for Partial. mUZl.led head, round ears on top of 

head, thick neck and short tail. 
10 BIO-E for nose and protruding ears, hair and 
rounded 

Natural w,~, .. " .. " 5 BIO-E for I Claws 
Powers: 
10 BIO-E for 
10 BIO-E for Gives the character the ability to live 

without water or other liquids, Can survive by 
normally, Cm survive without food or water for up to two weeks, It 
has that retain almost all the water in the creature's 
system, It never drinks, all its fluids from its 

or 
ORIGINAL ANIMAL CHARACTERISTICS 

Talk about a name l The Native Cat isn't a 
cat at all, it's a marsupial related to possums and the Tasmanian 
Devil. It docsn't even look like a cat, more like a fat weasel. Its 
other name. the Cat, is as deceptive, since it doesn't have 
stripes. it has random white spots_ A common predator, it 

by noises out of its nose, 



Size Level: 3 
to 30 inches 
107 

Medium 

Looks: Its head is more weasel-like than cat-like. Brown fur 
of differem 

hind legs. 
5 BIO-E for Partial. Pointed muzzle with a 

covered with brown fur and white spots of 
tail. 

BIO-E for Full. 

Powers: 
5 (40ft) 

Seems to slant 
shorter than 

and ears. 

to on in-
raccoon, with 

To 16 inches; body to 10.75 inches. tail to 6.75 inches 

CHANGES & COSTS 

Attribute Bonuses: None 

Ht:MAN 'FEATURES 
5 BIO-E for Partial 

10 BIO-E Full 
5 BIO-E 

10 BIO-E 
Parlial 
Full 

5 BIO-E for Partial 
to BIO-E for Full 

colored head with a mask like a 

with reddish fur, with white 
tail. Has a tlaltened rump like 

the 

BIO-E for Partial. lean 

Powers: 
.5 BIO-E for Prehensile 

10 BIO-E for 
Use as Partial Hand 

20 

or 
ORIGINAL ANIMAL CHARACTERISTICS 

Build: Medium 

MUTANT CHANGES & COSTS 
Total 810·E: 70 
Attribute Bonuses: 

M.A .. I 
P.P.: 

:I 

HUMAN FEATt:RES 
Hands: Partial Automatic 

810-E 
Full Automatic 
5 BIO-E for Full 

15IO-E for Partial 
10 BIO-E for Full 

Looks: None. Fat 
head. and with 

5 BIO-E for Partial. Snouted head with ears on top. 
with tail. 
10 B10-E for Full. Face will have a naturally 
with with thick 

Natural "",".g"".,,"£ 
Powers: 

5 BIO-E for Advanced 
5 BIO-E for Advanced Smell 
5 BIO-E for (40ft) 

"rubber band" muscle in the 

or 
ORIGINAL ANIMAL CHARACTERISTICS 

creature in the entire animal 
webbed feet, a beaver-like tail and 
it eggs amI secretes 
into the water where it feeds on 
and worms. 

Size Level: 2 
to 25 inches (with tail) 
to 5 

Build: Medium 

:\1UTANT CHANGES & COSTS 
Total BlO-E: 
Attribute Bonuses: None 

Ht:MAN FEATURES 
Hands: 5 BIO-E for Partial 

JO BIO-E for Full 
5 BIO-E 

10 BIO-E 

in~ects, 



Speech: 5 BIO-E for Partial 
10 BIO-E for Full 

Looks: None. Head is covered with glossy fur and features a large, 
flexible duck's bill. Thick, rounded body. with tiny arms and legs 
on the sides, and each limb tipped with webbed hands or feet. 
Beaver-like tail, but covered with long hair. 

5 BIO-E for Partial. Snout is large and leathery, tiny eyes, and 
almost no neck. Fat, rounded body , covered with fur. Paddle-like 
tail. 
10 BIO-E for Full. Nose and mouth are dark and leathery. Arms 
and legs are short, with long fingers and toes. Thick body hair, with 
dark shades on the back and light shades on the chin, chest and belly. 

Natural Weapons: 5 BIO-E for I D6 Claws 
Powers: 
10 BIO-E for Digging 
20 BIO-E for Tunnelling 

5 BIO-E for Hold Breath 
20 BIO-E for Poison Spurs. A special poison spike on each ankle is 
capable of injecting an intensely painful al/d damaging substance into 
an opponent. Victims must Save vs Pain (on P.E.) to avoid being 
paralyzed (lasts for 2D6 melee rounds). Small victims (Size Level 3 
or less) must Save vs Poison to avoid fatal convulsions from this poison. 
If the poison is injected. (during any successful kick strike) it does 
I DIO damage directly to the victim's hit points; this poison damage is 
inflicted even if the character saves against paralysis. Injecting the 
poison requires a successful Kick Auack only. The damage from the 
spur's poison is in addition to any normal damage inflicted by the kick. 
Note: Injecting an opponent more than once in a single day, by the 
same mutant animal. does I/V additional damage. A poison attack by a 
"different" platypus will have full affect; roll vs pain and paralyze. 
10 BIO-E for Electrical Field Sensitivity. The character must have 
Human Looks None and will have the typkal Platypus bill. Although 
very short-range, less than 2 feet, this sense allows the character to 
accurately "see" the shapes of objects. It ' s also useful for measuring 
the strength and direction of electric current. 
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POSSUM or PHALANGER 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: There are dozens of varieties of possum in Australia, 

ranging from the tiny (5 inch) Dormouse Phalanger to larger types , 
like the Oft long) Brush-Tail Possum. There's even a Striped 
Phalanger that's marked like a skunk, and even gives off a repulsive 
stink. 

Size Level: 3 
Length: Body to 14 inches, tail to 9 inches 
Weight: to 8 pounds 
Build: Medium 

MUTANT CHANGES & COSTS 
Total BIO-E: 70 
Attribute Bonuses: None 

HUMAN FEATURES 
Hands: Partial Automatic 

5 BIO-E for Full 
Biped: 5 BIO-E for Partial 

[0 BIO-E for Full 
Speech: 5 BIO-E for Partial 

10 BIO-E for Full 
Looks: None. Long, triangular head, and mouth filled with tiny sharp 

teeth. Large, upright ears on top of head. Thick fur covering a wide 
body. Short limbs and a long tail. 

5 BIO-E for Partial. Thick. fur-covered body with tail. Snout with 
prominent nose. Upright ears at top of head. 
10 BIO-E for Full. Large ears. buck teeth with an overbite, and a 
heavy growth of hair. Well built, with delicate, agile hands and feet. 

Natural Weapons: 5 BIO-E for [D4 Claws (Climbing) 
Powers: 

5 BIO-E for Nightvision (30ft) 
5 BIO-E for Prehensile Tail. Use as Partial Hand. 

10 BIO-E for Prehensile Feet. Use as Partial Hands. 
5 BIO-E for Advanced Smell 

RAT KANGAROOS and BETTONGS (Potoroo) 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: The Long-Nosed Rat Kangaroo (or Potoroo) is one of 

many species of tiny macropods. Bettongs, with slight[y different 
markings, have the same attributes. Unlike other macropods, the 
Rat Kangaroos do not hop; instead, they run on all four legs when 
in a hurry. Common in Tasmania. 

Size Level: 2 
Length: Body to 16 inches, tail to [0 inches. 
Weight: to 4 pounds 
Build: Medium 

MUTANT CHANGES & COSTS 
Total BlO-E: 70 
Attribute Bonuses: None 

HUMAN FEATURES 
Hands: Partial Automatic 

5 BIO-E for Full 
Biped: Partial Automatic 

5 BIO-E for Full 
Speech: 5 BIO-E for Partial 

10 BIO-E for Full 
Looks: None. Rat-[ike face. but with exceptionally long nose and 

snout. Thick. rounded body, with short legs and am1S. Long, hairy 
tail. 

5 BIO-E for Partial. Long muzzled head with protruding nose. 
Th ick neck and body. short legs and arms. Short tai I. 
10 BIO-E for Full. Very long protruding nose. thick grey hair and 
beard. and slightly rounded black eye~. 



Natural Weapons: None 
Powers: 

5 BIO-E for Prehensile Tail. Use as Partial Hand 
5 BIO-E for Advanced Smell 
5 BIO-E for Advanced Hearing 
5 BIO-E for Nightvision (50ft) 

ROCK· WALLABY 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: Like mountain goats, Rock-Wallabies are capable of 

maintaining their footing on tiny rock ledges and almost vertical 
cliff faces, Incredibly agile, they easily jump across gaps and can 
"walk" straight up tree trunks, 

Size Level: 4 
Length: Body to 32 inches , tail to 28 inches, 
Weight: to 20 pounds 
Build: Medium 

MUTANT CHANGES & COSTS 
Total BIO·E: 50 
Attribute Bonuses: 

P,p,: +5 

Spd,: + I 
HUMAN FEATURES 
Hands: Partial Automatic 

5 BIO-E for Full 
Biped: 
Speech: 

Full Automatic 
5 BIO-E for Partial 

\0 BIO-E for Full 
Looks: None. The head is tlat and stocky, with long. pointed ears 

and a large nose , Covered with pre tty, richly colored fur, Muscular 
body with thick and hard-muscled legs, Long tail marked by rings 
of contrasting fur. 
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5 BIO-E for Partial. Wide head with large-nosed snout and long 
ears, Thick , muscular body, with short, powerful limbs, Short tail. 
IO BIO-E for Full. Tends to have a large head. including a prominent 
nose, Body will be very stocky , looking fat. but actually very well 
muscled, Very large feel. 

Natural Weapons: None 
Powers: 
5 BIO-E for Advanced Hearing 

\0 BIO-E for Non-Skid Palms, The pads of the hands and feet are 
covered with a granular skin that can be used to grip smooth surfaces, 
Character is stable even on smooth surfaces made of glass, stone or 
metal. Add + 15% to climbing skill and + 20% to maintain balance , 
10 BIO-E Advanced Hopping Ability . A "rubber band" muscle in the 
Wallaroo's legs allows for incredible leaping abilities and efficient 
long-distance travel at high speeds, The mutant Wallaby can hop along 
at full speed (see Spd,) for hours without getting tired, Double normal 
distance for leaps and jumps, + 3 to Dodge while Hopping, + 3 to 
Damage from Leap and Jump Attacks only, 

SNAKE 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: Snakes have evolved into an entirely limbless creature, 

With no arms or legs, they have developed long, sinewy bodies that 
can slither along the ground, or climb up trees with great skill. 
Poison venom is a common (though not universal) feature of snakes, 
Among the many Australian varieties of poisonous snakes are the 
White-Bellied Mangrove Snake (a dark aquatic snake). De Vis's 
Banded Snake (a cobra with dark yellow and brown stripes), and 
the Eastern Brown Snake (with bright purple and yellow markings) , 

Size Le\'el: 4 
Length: to 4 feet long 
Weight: to 20 pounds 
Build: Long 

MUTANT CHANGES & COSTS 
Total BIO-E: 65 
Attribute Bonuses: 

ME: +3 
P,S,: +3 
P,P ,: +2 

HUMAN FEATURES 
Hands: None, In this case, the character has no arms or hands what­

soever. Any objects will have to be manipulated by mouth 
(treat as Partial Hand), 

5 BIO-E for Partial. The snake develops a pair of stubby 
(Partial) hands and short arms just below the head, 
10 BIO-E for Full. Give, the creature a full pair of hands, 
arms. and narrow shoulders, 

Biped: None, Character has no legs, and moves along the gro·md by 
slithering, This is not necessarily slow; indeed. the character 
can maintain a fairly rapid pace . equal to half the character's 
Spd, Attribute, The character can rear up the upper part of 
the body while continuing to slither (or climb) with the lower 
section, 
\0 BIO-E for Full, Character has mutated a full set of legs 
and feel. 

Speech: 5 BIO-E for Partial 
10 BIO-E for Full 

Looks: None. Long body, entirely covered with brightly colored. 
smooth scales , Head is tlat and triangular, with a double-hinged 
jaw, and eyes sunk under bony ridges, Tongue is long and forked, 

5 BIO-E for Partial. The body is long and sleek, Head is smooth, 
covered with tiny scales in place of hair. 
10 BIO-E for Full. Entirely bald , with shiny, smooth skin, Body 
is long , with smooth muscles that clearly ripple just below the skin, 

I 
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with fur. Both the 
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ORIGINAL ANIMAL CHARACTERISTICS 
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verines, vicious 
larger than themselves, 
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Total BIO-E: 55 
Attribute Bonuses: 

HUMAN FEATURES 
Hands: 

BIO-E for Partial 
10 BIO-E lor Full 

B10-E for Partial 
10 BIO-E for Full 

II inches 

or 

wol-

teeth and 
with 

wider the shoulders and tapers 
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5 BIO-E for Partial. head with muzzle filled 



10 BIO-E for Full. A weight lifter's build, with oversize shoulders 

tapering down to narrow hips. Large head with large teeth, covered 

with black hair and marked by white sideburns. 

Natural Weapons: 5 BIO-E for 108 Teeth 
10 BIO-E for 206 Teeth 

Powers: 
5 BIO-E for Advanced Smell 

20 BIO-E for Increased Metabolic Rate. This power adds + 2 to Strike, 

+ 4 to Parry/Dodge , + 2 to Damage, and adds two Attacks/Melee. The 
character can also Jump or Leap twice as far as usual. NOTE: This 

high metabolic rate must be supported with frequent naps and constant 
eating. The character will have to consume more than his/her own 

weight in concentrated protein (meat') every day. The character will 

also be extremely hyper, in constant motion. 

THORNY DEVIL or MOLOCH 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: Desert reptile that lives on ants. Covered with spines 

(or thorns, or spikes, or however you want to describe them), the 

Moloch is usually colored with patterns of contrasting shades of 
brown. The creature's bony surface is covered with tiny capillary 

grooves that funnel the moisture from dew into its mouth. 

Size Level: I 
Length: 8.5 inches 

Weight: to one pound 
Build: Medium 

MUTANT CHANGES & COSTS 
Total BIO-E: 85 
Attribute Bonuses: None 

HUMAN FEATURES 
Hands: 5 BIO-E for Partial 

10 BIO-E for Full 

Biped: 5 BIO-E for Partial 

10 BIO-E for Full 

Speech: 5 BIO-E for Partial 

10 BIO-E for Full 
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Looks: None. Round, chunky body, with a covering of hard, bony 

plates. Sharp geometric pattern of two colors, light brown and dark 
brown. Eyes are on the side of the head. Short stubby legs and 

arms, with a tail that tapers to a sharp point. 
5 BIO-E for Partial. Thick, round body, short arms and legs, with 

bony plates covering the body. Colored in a bright pattern of tan 

and dark brown. 
10 BIO-E for Full. Bald, with hard and glossy skin covering the 

whole body. Facial features are outlined in dark brown, the rest of 
the body is colored a pale tan color. 

Natural Weapons: 5 BIO-E for Horn Projections on head; butting 

Powers: 

does 106 damage. 

5 BIO-E for Hand Spikes that do 106 damage. 

10 BIO-E for 106 Spiked Tail; also provides an 
additional attack per melee round, a swipe with 
the tail's spikes. 

10 BIO-E for Light Natural Body Armor. A.R.: 8 and S.D.C.: + 15 

(NOTE: Can not be taken with Spine Defense.) 
20 BIO-E for Spine Defense. This is a kind of Natural Body Amour. 

A.R.: 14 and S.D.C.: +35. A physical attack directed against the 

thorny lizard that rolls 14 or less will result in contact with the spines, 

and they in turn do 206 damage (3 points per spine) damage to the 

attacker. The Moloch can also use the spines to attack using a Body 
Block that will inflict 306 damage. Note that unlike quills, the Moloch's 

spines can not be easily removed. 
10 BIO-E for Capillary Skin. This unique skin structure allows the 

character to survive indefinitely in desert conditions. It works by collect­
ing the morning dew and channelling it to the lips, providing enough 
water for survival. 

10 BIO-E for Digging 

20 BlO-E for Tunneling 

TREE KANGAROO 
ORIGINAL ANIMAL CHARACTERISTICS 
Description: This kangaroo has evolved into a purely tree-dwelling 

leaf eater. It actually looks more like a bear than a kangaroo. Unlike 
other kangaroos, the Tree Kangaroo has rear legs that are shorter 
than the forearms. They can also leap great distances (up to 30 feet), 

and jump down from heights as high as 60 feet. 
Size Level: 5 
Length: Body is up to 30 inches long, tail up to 31 inches long. 
Weight: to 35 pounds 
Build: Short 

MUT ANT CHANGES & COSTS 
Total BIO-E: 45 

Attribute Bonuses: 
P.S.: +2 
P.P.: +3 

HUMAN FEATURES 
Hands: 

Biped: 
Speech: 

Partial Automatic 

5 BIO-E for Full 

Full Automatic 
5 BIO-E for Partial 

10 BIO-E for Full 

Looks: None. Triangular head with snub snout, widely spaced eyes, 
and rounded ears on the top of the head. Thick body, with long 

powerful arms and short legs. Long, dangling tail with rings. 
5 BIO-E for Partial. Slightly snouted head with protruding ears. 

Long, powerful arms and short legs. Soft brown fur, with lighter 
markings on the face and belly. Stubby furred tail. 

10 BIO-E for Full. Good looks, with thick brown hair (streaked 

with blond), large features. Powerfully built body with muscular 

arms that dangle down to the knees. Big feet and somewhat bowleg-
ged. 
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and on their dark fur 
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HUMAN FEATURES 
Hands: Partial Automatic 

5 B10-E for Full 

Looks: , muzzled 

and feet. Thick tail that reaches all the 
10 BIO-E tor 

Natural '/V.,,.nnn·,,· 

Powers: 
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Build: 
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26 

and 
insecure'l 
and too];.;, and and cars' You have a soul 

If you whole man, you would not feel empty, you would not 
fed that more than Earth < We don't want to be 
like you, because to be like you is to be like death,' 

"Then, when the metal went back into the Earth, 
man but dreamtime man live," 

Q: 

ancient Rome 
tians, four, maybe five thousand 

land, hunted and 

were taken away 

held sway over an entire continenL Now, based on a culture more 
than 40,000 years old, dreamtime has a way of life, 

"But that not Why is because dreamtime is strong in the 
heart, " 

Q: dreamtimeT ' 

man wa, 
for the Earth to heal <" 

Q: "'You mean, this is the dreamtime'!" 
"No< All time dreamtimc< When I and go to dreamtime, 

it is all time at once, Others all come to dreamtirne at same time < 
linle and me as father. and me as 

see my 
cists, quantum mechanics< They ask abollt dream, 

excited, Seem to think that dreamtime in 

life comes to this land from Dreamtime< !Vl1l1l'Wltll-lIal""'''H'''l:iKt'''~ 
comes and looks at our land, He sees 

This not desert! This is 

when 
land< That way new life is 
Fire is very to dreamtime way, 
Earth, 

in 
in llower,nectaL But 

l!1 

will not destroy the 
not killed old life, 

"'So a tool" Are you saying thai dreamtime makes you 
another tool-user Ilke other humans') Doesn't that mean that all you 
humans are the s<tme"" 



"Let's do you now 

"When Jakarta were like 
who first my 

there many strong animal we won. The 
Jakarta left our land. 

Earth. We found plants 
before, in dreamtime, we can find 

and insects and animals. Now, with this stuff 
called no 

was very hurtful to Earth. Seemed to kill other life, 
to make rich Earth like desert all the lime, even in the wet. 
Much among dreamlime 

"Then we find oul that it is a 
Jakarta. We burn it oul. Then 

the Earth. Then cannot 
Jakarta. Jakarta breaks YuIllbirdi, most sacred of all dreamtime law. 
We muSI stop Jakarta from this evil 

"Tassieland is nol evil. There no dreamtime there, not for 
years. nOI since man killed all the Tassie then. Rut 

Tassie no evil. not dreamtime. have 
We many, many animal '1'0-

now? Will the mutant animals 
become the new rulers of the world') Will dreamtime become the new 

oflife? Or will the old 
"Don't know. 

10 go away 
many. 

Don'l know. You ask too many 
dreams," 

27 

130,000 humans. Jakarta has the 

the mutant animal 
the mutant 

Government: President Suhamo-Sukarto. human 
eastern oriental), dressed in a 
rather cruel, tlanked 

unifonn, He is thin and 
Mutant Water Ruffalo 

Junior, Harvesh. 
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government. but. due to their incredible 
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way. While his human and outlawed mulant animal has been 

on his 
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animals are needed to the active 
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JAKARTAN HUMAN SOLDIER 

Aberrant, Miscreant Anarchist. 
of Attributes: All soldiers have a minimum LQ. of 5, a minimum P.P. 

lillIe of 9, and a minimum P.E. of 10. 
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Size Level: 7. 8 or 9 

Hit Points: 

with thick, blaek hair, and clean-shaven. 
and uniforms, usually in white with 

Powers: have Mutant Powers 
~one 

of I, 

250 soldiers, includ-

a 
Breverel Officer: in command of a double 

(40 soldiers) and commander over three other 
soldiers 
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Elite Soldier: 

Skills: LJ"',,"'o'" ( + 10%) 
Read (+ 10%) 

Demolitions ( 10%) 



Weapon Proficiencies: 
W.P. Automatic (Assault) Rifle 
W.P. Crossbow (including ballis tic crossbow) 
W.P. Grenade Throwing 
W.P . Mac hete 
W.P. Sub-Machinegun 

Combat Skills: 
Hand to Hand Assassin 

Attacks per Melee: 3 
Bonuses: + 2 to Strike, + 2 to Roll with Punch/Fall. 

JAKARTAN PLASTIC ARMOR 
Designed for human use ollly, it' s made to fit human shapes in the 

Size Level 7 to 9 range . He lmet is fitted with microe lectronic communi­
cations and sensory equipment. Allows for all the members of a unit 
to speak to each other, with a maximum range of 4 miles (6 .4km). 
Special : Against laser, blaster and energy weapons , the amlOr has an 
A.R. of 19. Against projectiles and hand-he ld weapons, the armor has 
an A.R. of 16. 
A.R.: 16 S.D.C.: l!O 

JAKARTAN BUFFALO BRIGADE 
The shoc k troops of the Jakartan military , they have developed brutal 

and aggress ive tactics designed to break through enemy defenses. 

Unlike the mutant dogs of New Kennel (see Aj ia the Bomb), the 
Mutant Buffalo are far from the innocent stooges of the human leadership 
o f Jakarta . Although they have willing ly assisted in the elimination of 
all other mutant animals, they also have their own hidden plans . A 
secret political party , known as the Visgot Aganay, intends to eventually 
se ize contro l of the Jakartan government and reduce humans to second­
class status. 

Indeed , if it weren't for the unexpected resistance in Australia, the 
Yisgots would have already made their move . As it stands, the con­
spirators are watching and waiting for some sign of weakness on the 
part of Suharno-Sukarto . 

TYPICAL JAKARTAN BUFFALO SOLDIER 

The brigades, as they are known , are the shock troops of Jakarta . 
The only mutant animals given equal status with humans , the water 
buffaloes have become a skilled fighting force, armed with the most 
modern weapons available. 

Typical Alignment: Aberrant, Anarchist or Unprinc ipled (some Mis­
creant). 
Attributes: All soldiers have a minimum I.Q. of 7, a minimum P.S . 
of 14, and a minimum P. E. of 15. 
Size Level: Minimum of 12 rang ing up to 15 
Weight: Yaries according to Size Level 
Height: Usually 7ft tall 
Hit Points : Equ al to P.E . S.D.C.: Average of 85 
Disposition: Loud , obnox ious and self-confident. 
Appearance: Large , humanoid water buffalo, usually blac k. 
Powers: About 15 % have Advanced Hearing 
Natural Weapons: Most (90%) have Horns that do I DB damage. 
Human Features: Hands - Full 

Biped - Full 
Speech - Partial (about 5% have Full Speech) 
Looks - None 

Psionics: Sixth Sense is common among the Water Buffalo , usua lly 
at least one soldier in every unit o ften or more will have this ability. 

Level of Experience: Depends on team and rank : 
Commandant: 6th level or higher; in command of 1,500 sold iers , 

including a personal staff of 12 , and reports to a human officer, 
Capitano: 5th level or higher; in command of a triple squad (24 

soldiers) and commander over three Breveret Officers (144 sol­
diers and 9 sergentoes). 
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Breveret Officer: 4th level; in personal command of a triple squad 
(24 soldiers) and commander over three other squads (B soldiers 
and a Sergento in each) . 

Sergento: 3rd level ; in charge of a squad of B soldiers. 
Elite Soldier: 1st level. 

Skills: 
Climbing 

Weapon Proficiencies: 
W.P. Crossbow 
W. P. Machete 

Read Sensory Equipment (+ 5%) 

W.P. Projector (Acid or AMY) 
Combat Skills: 

Hand to Hand: Expert 
Attacks per Melee: 3 

Bonuses: According to attributes and skill leve l. but usuall y with 
+ 4 to damage . 

JAKARTAN BUFFALO LEATHER ARMOR 
Designed for mutant Water Buffalo use only, it's made to fit their 

larg ish , humanoid shapes from Size Levels 12 to 15. Consisting of a 
wood frame and layers o f leather, it ' s usuall y onl y worn during combat 
or during ceremonial parades. A .R.: 12 S .D.C.: 64 

JAKARTAN 
MILITARY WEAPONS 

All Jakartan weapons are produced in state-sponsored work camps. 
These serve to imprison mutant animals , as well as to churn out the 
war supplies of the country. 

MANUAL CROSSBOW 
Comes in two sizes , one for the human soldiers, and a larger style 

(minimum operator P.S . of 17) designed for mutant buffalo. 
Damage: ID8 - human version, 1010 - bu ffalo version 
Range: 700ft (213 .5m) - human version, 900ft (274.5m) - bu ffalo 



Rate of Fire: I shot per melee round; operators with skill of 3rd level 
or better can reload fast enough to fire twice per melee round. 

BALLISTIC CROSSBOW 
A microelectronic (nonmetallic) circuit is built into the crossbow. 

This device sets off a humming noise whenever the crossbow is aimed 
directly at a "hot" target; in other words, whenever the target is warmer 
than the surrounding area. Maximum range for this heat sensor is 60ft 
(l8.3m). 
Damage: 108 damage with conventional bolts. 
Range: 600ft (183m) 
Rate of Fire: I shot per melee round; operators with skill of 3rd level 

or better can reload fast enough to fire twice per melee round. 
Special Features: + 3 to Strike at "hoC' targets. 

BALLISTIC CROSSBOW BOLT 
This bolt is loaded with sensors, chemical propellant and an explosive 

head. Unfortunately , production quality is very low, about 20% are 
defective "duds" that act like regular crossbow bolts. 
Damage: 506 to target, 108 to surrounding 20 foot area (6.1 m). If 

the bolt is a dud , damage is just 106. 
Range: Adds 500ft ( 150m) to crossbow range. 

ACID PROJECTOR 
Although it looks like a crossbow, and uses the same W.P., this 

weapon is designed to eject a hollow container of acid. Used mostly 
as an area-effect weapon against enemy personnel. 
Damage: 206 per melee for 106 melees . Victims must Save vs Blind­

ness (Roll 10 or higher on twenty-sided , P.E. bonus applies). If 
blinded, a character cannot see until the eyes are washed out with 
water for at least a full meleell5 seconds; also takes an additional 
104 damage direct to hit points. 

Range: 300ft (9Im): splatters on impact to affect aI' area 16ft (4.9m) 
across. 

Rate of Fire: I shot per melee round, regardless of level. 

AMV-ACID PROJECTOR 
Like the Acid Projector, (above) this crossbow weapon throws a 

hollow container. In this case, it is filled with a mild acid solution and 
fresh AMV (or Anti-Metal Virus). The acid is intended to break through 
any protective coating covering the metal of the target. 
Damage: None to characters. Metal artifacts (including guns and en­

gines) must Save vs. AMV (10 or better on twenty-sided, no bonuses) 
or will immediately stop working. All metal affected by AMV will 
eventually rust into a useless blob. 

Range: 300ft (91 m); splatters on impact to affect an area 30ft (9m) 
across. 

Rate of Fire: I shot per melee round , regardless of level. 

5.57mm Assault Rifles 
A relatively recent innovation, and the first Jakartan attempt to pro­

duce a complex mechanical device. While the weapon is well-designed, 
sabotage and crude manufacturing require that the gun's operator make 
a Saving Throw (roll 8 or higher on twenty-sided) every time the weapon 
is fired . A failed roll means that the weapon is jammed badly enough 
to require a full disassembly and clean (takes a good soldier 2 minutes/R 
melees). 
Cartridge: 7.62mm, feed: 20 round magazine, weight: II pounds 

loaded, effective range: 1150 feet, Cost: 600 Bickies, Damage: 
406 per round. 
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JAKARTAN MILITARY AIRSHIPS 
All Jakartan airships are fitted to use either hydrogen or hot air for 

lift. They will use hydrogen for all conventional trips, including transport 
to danger zones. However, when they expect combat, they will gradually 
leak off the hydrogen and replace it with hot air, a process that takes 
about an hour. 

JAKARTAN SIX-MAN TRANSPORT 
Usually operated by humans, or very lightweight water buffalo (Size 

Level 12). Carries six oarsmen and two officers. 
Armored Balloon, with A.R.: 10 and S.O .c.: 160 
Armored Gondola, with A.R .: 8 and S.O.c.: 700 
Final Payload: 2 ,400 pounds 
Weapons: Fitted with four crank operated Arbalests. Each can fire 
once every other melee round. Does 3D8 damage and has a range of 
I ,200ft (365.7 m) 

Four AMV-Acid Bombs. Like the Acid Projector, these bombs are 
filled with a mild acid solution and fresh AMV (or' Anti-Metal 
Virus) . Damage: None to characters. Metal artifacts (including guns 
and engines) must Save vs. AMV (10 or better on twenty-sided, no 
bonuses) or will immediately stop working. All metal affected by 
AMV will eventually rust into a useless blob. When dropped, affects 
an area 200 feet across (6Im). 

Winch and Cable: Woven fiber cable about 3,000ft (915m) long and 
with a hook on one end. The amount of weight that can be pulled 
up depends on the P.S. of the characters doing the cranking. Virtually 
any weight can be lowered by slowly locking and unlocking the 
winch. Remember to count any new weight into the airship's 
payload. 

JAKARTAN TWENTY-MAN FRIGATE 
Carries 20 rowers and four officers, either all water buffalo or slave 

mutant animal rowers, and human officers . 
Armored Balloon, with A.R.: 12 and S.O .c.: 460 
Armored Gondola, with A.R.: 8 and S.O.c.: 900 
Final Payload: 11,000 pounds 
Weapons: Fitted with six crank operated Arbalests. Each can fire once 
every other melee round . Ooes 308 damage and has a range of I ,200ft 
(365.7m). 
Twelve AMV-Acid Bombs. Like the Acid Projector, these bombs are 

filled with a mild acid solution and fresh AMV (or Anti-Metal 
Virus). Damage: None to characters. Metal artifacts (including guns 
and engines) must Save vs. AMV (10 or better on twenty-sided, no 
bonuses) or will immediately stop working. All metal affected by 
AMV will eventually rust into a useless blob. When dropped, affects 
an an:a 200 feet across (61 m). 

Twelve Conventional Bombs. Explosive devices, they are simply drop­
ped on ground targets. Do 2D4 x 10 damage 10 target. 606 damage 
to surrounding 30ft (9. I m) area. 

Battery: This electrical battery will power lights and radios for up to 
six hours of use. 

Two Searchlights: High-powered spotlights . Can be controlled 
by the pilot or another crew member. 

Two-Way Radio: Long-distance radio. Range beyond line of 
sight is spotty, with only a 20% chance of making contact per attempt. 

Two sets of Winch and Cable: Woven fiber cable about 3,OOOft 
long and with a hook on one end. The amount of weight that can 
be pulled up depends on the P.S. of the characters doing the cranking. 
Virtually any weight can be lowered by slowly locking and unlocking 
the winch. Remember to count any new weight into the airship's 
payload. 

JAKARTAN FIFTY -MAN SLAVE BARGE 
Slave barges come in a variety of styles and sizes. Most are not used 

in combat, except for dropping off cargo and military reinforcements. 



President Suharno-Sukarto 
Real Name: Benji Ahmani 
Alignment: Miscreant 

Attributes: I.Q .: 8. M.E.: 19. M.A .: 12. P.S.: 7. P.P.: 3. P.E.: 6, 
P.B.: 5, Spd.: II 
Age: 63 Sex: Male 
Size Level : 7 Weight: 97 pounds 
Height : Sft lin Hit Points: 28 S.D.C.: 10 
Disposition: Sharp-tempered. erratic and cruel. 
Psionics: 8th level Natural Psionic. Unlike mutant animal psionics, 

human psionics is based on a pool of I.S.P . (Inner Strength Points). 
They can also do multiple psionics simultaneously. with up to four 
(4) psionic attacks per melee round. I.S.P. are recovered by sleeping 
(2 per hour), or by meditating (4 per hour). See Psionics in Heroes 
Unlimited. 
Suharno-Sukarto's Total I.S.P.: 118 

Bio-ManipuJation: Pain: 12 I.S.P. to inflict, just 6 I.S.P. to 
extend for another 4D6 minutes . Works just like the mutant animal 
version. 

Bio-Manipulation: Stun: 12 I.S.P. to innict, just 6 I.S.P. to 
extend for another 4D6 minutes. Works just like the mutant animal 
version. 

Bio-Regeneration : 6 I.S.P. Takes one minute to perform, and 
heals either 2D6 Hit Points, or 3D6 S.D.C. Can be performed every 
other minute. 

Detect Psionics: 2 I.S.P., lasts 2 minutes. Works just like the 
mutant animal version. 

Hypnotic Suggestion: 2 I.S.P. per suggestion. Works just like 
the mutant animal version. 

Mind Block: 4 I.S.P. , lasts ten minutes. Works just like the 
mutant animal version. 

See Aura: 4 I.S.P., lasts 4 melee rounds (I minute) . Works just 
like the mutant animal version. 

Sixth Sense: 2 I.S.P., lasts 2 melee rounds. Works just like the 
mutant animal version. 
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Summon Inner Strength: Gives him 10 S.D.C. for every 6 
I.S.P. spent, lasts 20 minutes. There is no limit to the amount of 
S.D.C. added as long as he pays for the I.S.P. required. Can be 
used as often as once every other melee. 

Level of Education: 9th Grade 
Scholastic Bonus: None 
Occupation: President-For-Life of Jakarta 
Scholastic Skills: None 
Weapons Proficiencies: 

W.P. Machete, 8th level 
W.P. Automatic Pistol , 8th level 
W.P. Revolver , 8th level 

Physical Skills/Training: 
Running 
Swimming 

Espionage Skills/Special Training: 
Surveillance Systems (89%) 

Combat Skills: 
Attacks Per Melee: 2 
Bonuses: None to Strike/Parry/Dodge/Damage 
Personal Profile: A human Malay (southeastern oriental), dressed in 

a foppish general's uniform. He is thin and rather cruel. always 
flanked by one or more Mutant Water Buffalo guards. 

T ASSIELAND (TASMANIA) 
Population: 3.200 humans (about 7% with mutant powers) , 128,000 
mutant sheep. and approximately 200,000 assorted mutant animals. 

Government: Tassieland, sometimes called Tazzie, and known in 
historical times as Tasmania, is now a Constitutional Monarchy, mod­
elled after the Pre-Prang British government. 

King Bruce is considered to be the last surviving member of the 
British royal family . so his title also includes such archaic flourishes 
as "Defender of the Faith," "Ruler of the British Commonwealth ," 
"Emperor of India ," and "Governor-General of Canada. " He is also 
recognized by several of the dreamtime Aboriginal tribes and is consi­
dered by them to be some kind of "Grand Chief' (although they do 
not recognize or respect Tassieland) . 

Militia: The "Royal Militia" consists of 4,000 recruits , mostly mutant 
animals. This is still a rather informal group, without much in the way 
of official structure . 

Communications: Tassieland operates a national radio station which 
can be heard as far away as Jakarta . It regularly broadcasts weather 
reports and hews. There are also two privately owned newspapers. 

Education: Education through 6th grade is mandatory in Tassieland. 
and literacy is around 80% for adult mutant animals, and close to 90% 
for adult humans . 

Economy: The technological level is roughly equal to the 1930's 
with regard to most things. However, plastics have developed to the 
point where they can be used to replace most metals (except electrical 
conductors like power cable and wire) . 

Aside from plants, the major food crop comes from a variety of 
mutant insects. Several kinds are being domesticated and there is as 
yet no standard crop. 

Currency: In Tassieland, and among the various outposts in the 
dreamtime lands , the standard currency is the Bickie (or paper dollar) . 
There are two other denominations: Greenaways and Brass Razoos. 
1 Greenaway (paper) = 10 Bickies = 300 Razoos 
1 Bickie = 30 Razoos 
1 Razoo (Plastic Coins); often called "The Brass Razoo" 



are some of the common for a 

room in an Inn 
:Month's rent for a smull house 

bread 

Restaurant 

Hide 
Chain Mail (A,R: I 

I Rawo 
25 Rawos 

Bickies 
I Bickie 

Suits: $200 (Bickies) for characters of Size 
lower. $250 for up to Size Level II, and $300 for Size 
and 13. Add an additional 100 for each additional Size Level 

13, 

9mm Automatic Pistol 
of 9mm Ammunition ( 

Stick 
Gallon of Gasoline (Petrol) 
Quart of Oil 

Bickies 
120 Bickies 
600 Bickies 

100 Bickies 
40 Bickies 
20 

2.000 Bickies 
500 Bickies 

2,600 Bickies 
Bickies 

worth about It'll limes what it 
in TMNT for 

$6.800 in TMNT. 
would be 68 thousand Bickies in Tassieland, 

formed out of m~m-un,UUi:'1 
the anti-metal virus (AMY), but also increases the about four 
times, So, for the 600 Bickie .38 Revolver listed 
would cost 2400 Bickies if it were made out of 
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feed: either 
effective 

In the last few months, since the formal alliance between the Dream-
time and Tank, there', been a new effort to war A 

in New now 



is an area, mostly in the wet swamp, of southeast, Ihal is 
nuprrlllfl,'n with Even before Ihe Prang, these worm, were 

mouth intake. 

and three quarters an im:h 
for miles. 

1m) across. Puny mutant animals, even 
swallowed up with 

worms 
are moved before 

careful 
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,ave for occasional bloodstains. 

to the mainland became too hazardous. 

kind 

rumored 
have been 
hundred 
sea, but 



In Mlltants Down Under, the only reliable method of 
transportation is the airship. Call them balloons, blimps, dirigibles, or 

all operate on the same a filled with 
gas keeps a gondola floating in the air. 

are exactly three ways to inflate a balloon so that it'll rise. 
is to fill it with hot air. Since air cools down , that 

means there must be some kind of flame or heat source 
and continuously up the air inside the balloon. 

is helium. Helium is safe and effective. Unfortu­
in the world of 

However, there are still occasional natural gas 
So we can expect 

Which is the very 
best gas and it will lift more. relative to its volume, than 
else. is also easy to come by Put an electrical 
plain old water and you can separate out 
be generated by mutant plan!';. There's 

expose it to a flame and it ~vnl,~"',.d 

Combat between either serve as huge 
weapon of distance weapons, or they can 

for a boarding party to clamber onto the 
enemy 

in four easy steps. 
hut 
character. 

Pedal-Powered Scout 

Twin 
Twin Engine Bomber 

$ 14,O()() 

SIS,OOO 

S 10.000 
$10,000 
$10.000 
$10,000 

$2,000 
12,()()O 

,000 
$20,000 
S7,OOO 

30/ ISO 300lbs 
7S!300 2,OOOlbs 

SO/600 nOOIbs 
100/600 2,OOOlbs 
240/600 IO,OOOlbs 
3S0/600 32,OOOlbs 

64/200 1.400lbs 
140/250 3,600lbs 
210/350 S,OOO 
15()/3S0 4,OOOlb, 
450!400 62,OOOlbs 

This is just the general category. Free Drifiill[!, Balloons either 
noat with the wind or arc anchorcd to the with a cable. 
Manually operate by pedal power. 
eharactcr's muscles to turn the propellers. Motorized have 
one or more built in for 

Price: Price as listed only the ba,ic gondola 
framework, rigging, controls, propellers and. if powered. 
Spced Class, armor, weapons, and arc all extra. For scaveng-

aircraft for an Ajier the Bomh scenario, the Base Price is divided 
by 10. 

S.D.C.: The first number represents the S.O.C. of the 
or balloon. half of these S.O.c. will mean that 
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not enough gas remains to the airship aloft. Wiping out all of 
the S.O.c. means the bag is ripped into little of 
scrap and the is down like a rock. 

second number is the gondola's S.O.c. Eliminating all of 
this means the gondola is It may take ,'(In,,,w'r;' 

less to eliminate the ability to fly. 

This is the total amollnt of that the vehicle can carry. 
Pilot, crew and passengers, with their seat" and harnesses, 
bombs and cargo, arc all part of the vehicle' s An airship 

won't get otT the if it's overloaded. Built-in vehicle 
weapons and armor are not counted in payload, because the gasbag 

is expanded to account for them. 

The for in the table is for filled with hot 
air. II' helium is substituted, then the 
the same airship is tilled with then the payload is multip-
lied by three. Thercfore. a Six-Man has a maximum 

of 2,000 when filled with hot air. Substitute helium 
is increased to 4,000 pounds. A hydrogen-filled 

Six-Man Transpon would have three times the original or 
6,000 

Free aren't built to move faster than the 
wind that blows 'em. That means will have an effective 
speed of zero (0). 

Motorized Zeppelins arc different; they're designed to move, but 
that can handle the load. Until the Speed 

it can't go any faster than its minimum 

Classes are more than The entire must 
be modified. streamlined and reinforced to handle the greater stress. 
In addition, the gas bag must he to handle any additional 

Class Maximum Cruise 

I 22 /Smph 10rnph 
2 44 30mph 20mph 
3 66 
4 HH 45mph $20,OOO/Engine 
5 110 55mph $75,OOO/Engine 
() 132 

If the vehicle were a person this would be its equivalent Speed 
Attribute. A character with a It's the 
same for except. of course. are 

Maximum: The vehicle's absolute maximum 
fuel consumption is at maximum. All fuel will be burned up within 

3 hours. 

Cruise: The vehicle's Fuel consumption is 
maximized. so the airship can travel for 24 hours without refueling. 

m.'r, ... ~u .. ,n' Cost: Note that all must be 

up to speed class 2 would 

Increasing the Class of existing is possible, but only 
by from one class at a time. 20%. of the of the 
new speed class will be needed for parts. on who does 
the work, the cost of labor could be from I to 6 (roll 106) times the 

cost of parts. 





THE LIMITS OF MUSCLE-DRIVEN AIRSHIPS 
Pedal driven airships. where character muscle drives the propellers. 

are limited to the Spd. of the characters. The maximum speed is the 
SpLl. attribute of the slowest character. The following table shows how 

fast an airship can move accorLling to thc Spd. of the rowers. 

ZEPPELIN SPEED CLASS TABLE 
Spd. Max/Mph Cruise/Mph Spd Max/Mph Cruise/Mph 

3 2.0 1.3 16 11.3 7.4 

4 2.7 IX 17 12.0 H.O 

5 :14 2.2 IS 12. 7 S.5 

6 4 .3 2 .7 19 134 S.H 

7 5 .0 3.2 20 14J 94 

8 5 .7 3.6 21 14.H 9.9 

9 b4 4.3 22 15.5 10.2 

10 7. 1 4.fl 23 16.2 10.S 

II 7.H 5.2 24 Ifl.9 11.3 
12 8.5 5.7 25 17.6 11.6 

D 9.2 6.1 26 IS.3 12.2 

14 9.9 b.6 27 J9.0 12.7 

15 10.6 7.1 2H 19.7 13.0 

Muscle, as measured by P.S .. is also required to move airships. 

When it comes to manually powereLl airships , the payloaLl determines 
just how much muscle is needed. A minimum P.S. of H is needed for 

any airship. no matter how light. After that . every 100 pounds of 
payload requires another point of P.S . So. for example. an airship with 

a payload of 2000 would need 20 points of P.S. plus the basic P.S. of 
8, or a total of 2H points of P .S. 

For example , le t's say there are four characters pedaling at full speed 
on a Cargo Oirigible that 's manually Llriven . What are the P.S., P.E. 

and Spd. limits of a pedal-powered airship crewed by the following 

four characters? 

Bemie - P.S: 20. P.E.: 12. Spd.: 12 
AII' - PS.: 9. P.E.: II, Spd.: II 

Bruce - P.S.: 7. P.E.: II. Spd.: 23 
Nancy - P,S.: 7. P.E.: D. Spd.: 13 

P.S , Limits. The airship has a total payload of 2.200 pounLls (i nclud­

ing weapons and crew). so it takes a P.S . of 30 (22 plus the basic S) 
to keep the dirigible moving. Therefore, all four characters (wi th a total 

P.S. of 45) can easily keep it going. Or. Bernie and any two of the 
others. But if Bernie stops , the other three characters can only muster 

a P .S . of 25, so they won ' t be able to keep the dirigible moving. 

P.E. Limits. Going at the top speed for the whole group, 7.Smph 

(Spd.: II) , the group can only keep it up for II minutes. That's when 
Air's anLl Bruce's P.E.s will give out. Going slower, at cruising speed. 
5.2mph (two-thirds maximum), means the group ean move along with­

out buming themselves out. 

Spd. Limits. If everyone is pedaling, then the maximum speeLl will 
always be II. because that's as fast as Alf can pedal. If Airdrops out 

for awhile. then the whole group can speed up to 12 , Bernie's Spd. If 

Bruce could pedal all by himself. he could boost the speed up to 23. 
Unfortunately, with a P. S. of 7. Bruce doesn't have the strength to 

move the airship all by himself. 

IGNORE T.M.F. 
Note on T.M.F. The abbreviation T.M.F. stands for Transient Man­

euvering Factor. This is the vehicle's basic responsiveness to the pilot's 

controls. While T.M.F. is not important in Mutants Down Under, it 
does come into play in Road Hogs, Revised Heroes Unlimited and 
Ninjas & Superspies. All Balloons have a T.M.F. of zero (0). All 
Oirig ibles have a T.M.F. of one (I). As usual. Flying and Gliding 

characters have a T.M.F. equal to their P.P. 
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STEP 3: Adding Arms and Armor 
SWIVEL MOUNT 

Weapon is mounted on a swivel that can be rotated 360 degrees. It 
can also be elevated or depressed up to 60 degrees. A gunner must 
operate the weapon from an open platform or turret. 

Weapons Damage Range Price 

Crossbow IDS 700ft $90 

Heavy Crossbow 20S 1.000ft $250 

Arbalest 30S 1,2ooft $700 

5.56mm Light Machinegun 506 I ,500ft $12 ,000 

7 .62mm Medium Machinegun 606 3,000ft $18 ,000 

.50Calibre Heavy Machinegun 706 3,000ft $3S,000 

Ordnance 
These weapons are either mounted on the exterior of the craft. All 

ordnance weights must be subtracted from the vehicle's payload . 

Weapons Damage Range Price 
2.75" Rocket Launching Tube 806 6,000ft $4,OOOea 

Rockets are disposable weapons, once used the entire thing must be 

replaced. Speed Class is 19. Explosion does 806 on everything within 

a 20 square foot area. Each loaded tube weighs 35 pounds ( 16kg) . 

Readily ignites hydrogen . 

Anti-Aircraft Missiles 1206 12,OOOft S28.000ea 

Anti-aircraft missiles have built-in infrared sensors for tracking the 

enemy target. Speed Class is 29, T.M.F. is 3. Explosion does 1206 

on everything within a 40 square foot area (12.201). Each missile weighs 
250 pounds (112kg). Range: 12 ,OOOft (3657m). 

Airship Armor 
Armoring a tlying vehicle helps protect it from enemy fire. However, 

all that armor is heavy and the airship's cost is greatly increased for 

every section of armor installed. 

CREW COMPARTMENT ARMOR 
Armor can be installed for each crew station on a vehicle. Each c rew 

station arillor must be bought separately. 

Light Armor with Plexiglass Windows 

A .R.: 12 - S.O.c. : 250 - $6,000 

Medium Armor with PJexigIass Windows 
A.R.: 14 - S.O.c.: 350 - $9,500 

Heavy Armor with PJexigJass Windows 

A.R.: 16 - S.O.c.: 450 - $17.500 

DRIVE ENGINE ARMOR 
Protects the drive mechanism from enemy fire. One set of engine 

armor is allowed for each engine. 

Light Armor 
A.R.: 12 - S.O.c.: 200 - $2,SOO 

Medium Armor 
A,R,: 13 - S.D.C.: 300 - $14,000 

FUEL COMPARTMENT ARMOR 
This armor protects serves two functions. To protect the fuel area 

from enemy fire. And to protect the vehicle crew from the explosion 

when and if the fuel get hit. Only one set of fuel armor per vehicle 
allowed. 

Light Armor 
A.R.: 10 - S.O.c.: 100 - $1.000 

Medium Armor 
A.R.: 12 - S.O.c.: ISO - $4,000 

Heavy Armor 

A.R.: 15 - S.O.c.: 200 - $9,000 



that can be lifted, 

Armor 
A,R,' II S,D,C: 120 

lVlf;(illJm Armor 
A,R,: 11 ,D,C: 160 

Armor 
A,R,: I S,D,C,: 240 

$2,500 500 

$14,000 900 

S32,OOO 1,300 

This armor protects the entire p"",,,,,o, 
before the in this chamber are hit. 
armor per vehicle is allowed, 

Armor 
'7 S,l),C 300 500 

~Iedium Armor 
A,R,; S,D,(, .. son 

Armor 
A,R,' 9 S,l),C: 900 

one 

mountains, and 
Range is 15,nOO feel. Must have a generator or battery to 
function, Cost: SH,OOO, 

controls and 

or, if 
ered, to the main shaft, it will generate 
and devices, Cost: $3,000, 

Instrument Panel: Dials that indicate the slatus of the 

Must havl: a 
for them to function, Cost: $500, 

mounted outside the 
500' 

afl:<l with beds (from 
to 6), small kitchen with sink and stove, bathroom with shower, 

darkness and 
drivl:r. 

table, Cost: $15,000, 
tools for 

into the 

37 

is too slow 
the vehicle's own exterior can 

that can be used for 

PressuriLed Cabin: Crew compartment and comes with 
onboard air Good gas, smoke, altitude, 
and the vacuum of ouler space, Not effective underwater. Cost: 
$200,000, 

Can he controlled 

radio, Must hilve a generator 
or to operate, Cost: $1,500, 

Winch and Cable: Woven fiber 

hook 

Mechanics rates vary to labor and pari costs, 

to and from 
$240 (roll 4l)6) per S,D,('. 

l'~nJ.:Hlle", """' .... 6"'~' fuel lines, and the will ,500 
for labor and from $~,OOO to S18,000 (roll 3D6) for parts, 

lost Classes from 
$2,00010 $12,000 (roll 2(6) per level. 

an costs 
of the vehicle's Class, 

SOTE: Mechanics who "borrow" a 
are to pay for the time, around $150 an hour 

Modifications: Characters may pay for and mod-
ifications to their aircraft. Modification on parts and 
lahor determined the 

~, Fuel OiL 

As with every other kind of combat in the TMNT system, the main 

ami 

two 
For more detailed air 
and Heroes l:nlimited. 

of one to sneak 
generally out in of one another, and 

each other from several miles away, 
on the individual and U"'",,,,n_fI 

Of course, who to sneak up on an 
while the craft is cloud-bound or in total darkness, will 

get the initiative. 



because the 

are at 

'V""'-""'''''' fire, weapons can fire at each 
In range. Neither side has bonuses 

This is an attempt 

In order to engage an 

overtake his opponent 
has faster, or both 

each other. 

L 
able 

2. Inl'r<'9"iim> Altitude. This is done 

gen or helium tanks into the 
loose all ballas, or 

that 

the 

for 

to be able to 

be 

to 

ruin the 
loses all 

And, without ballast, 

game, 

for the pursuers to send 

on lines. The 
that jf the defender goes all the way down to the 
m<ly choose not to follow. 

Once engaged in combat, it's 
be the enemy. 

To determine who 

to roll under their Pilot 

means that 

to 

or if both fail the level with 
each the Howevcr, 

other succeeds. then the loser's will be considered below the 
winner. 

fire down 

return 

Once engaged. and after IV~M .. YH'" for is finished, charac-
lers from either can start _ .... , ",._.;,- any of the board-
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This involves hooks (or 
5i nee there's 

Individual characters from either can attempt to attach the two 

All it takes a normal roll to Strike (a better on 

automatic and 

cross over from one to the other. Of course, it's 

characters from either side attempt the LV"H'~U,11 

2. Hired 
across the distance between two character 

an individual must Roll to Strike (4 or better on twenty-
A miss means that the character 

is above another, down onto the 

uW","'''U''L"'''] successful, while characters from below can', 

is 

it may escape the combat. 

NOTES: 

l. "Vehicle refers to whatever the vehicle to be 

at the time of the 

2, So 

However, if 

Collision with a 
House. the Earth) results 

their to determine 

crashes into the back of another vehicle in the same direction 

3. 
whatsoever. 

the impact 

4. 

a little slower), then the difference between the 

of 

from crashes. 

... , 



for each 100 feet of with maximum 
If the was over when the 

should also be added 10 the crash 

mcmber 
armored, thcn the Strike roll mw,t greater than the A,R, of the 

armor order to hurt character. Otherwise, the armor takes the 

the roll. the will 
the fuel tank armor or will penetrate the tank, If the tank 

np,,.'h.q',vl roll on the table: 

96-00 

H·IS 
then the 
01-40 
41-55 

leak 
Serious normal time, 

hole; fuel will run out in 2D6 Melee Rounds, 
Fuel fire; will in 2D6 Melee Rounds, 

I I' the Strike roll exceeds the 
will take 

Minor Damage, Reduce 
Stalls Out. Pilot must roll under Pilot Skill 

Air-to-Air bonus) in order to restart it. Can roll once per 

the tire is not 
2D6, If 

rounds. will 
to the fuel lines, 

1-00 Becomes D6, 

From 1O'k, to 60cj,; (roll ID6) of the cargo is ruined, 

When the 
into nvtlmcr,'n 

ehance with standard bullets, 
with ammunition, 

Random Roll on Air Vehicle >Jau",I'>'"' 

roll 

with the wind. 
13·15 Hole in Over the next 6 

will get hotter and hotter. After that, there' s a chance every 
melee that 
under the hood, 

16·20 
21·25 

stop, Steam pours out from 

broken, 
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61·65 

76-85 

86·90 
of 

Electronics Di~abled, clectronic the 
Includes radar and radio antenna, 

, but the vehicle 

in uncontrolled acceler­
Pilot must roll undcr Skill every 

Parachutes must be uscd before the vehicle is too to the 
as vehicle at 200 feet the character will survive 

unharmed, 

Dumb Luck the character has other choice, 
Even the worst crash can be survived if the character can roll a 20 or 
less and take 
4D6 

characters wodd or 
although nonc are neces~ary, Otherwise, works best with either a group 

if are in 

PLA YER BACKGROUND: 

characters should have the oppor-
It be 

the 

direction you sec one, two, 

three, four , No. Five Jakal1an to 
the 



Anyone the enemy bin()cular~ or with Ad-
Vision should notice the 

are on thcir way to bomb New 
few NPC's, III 

then catch up with a second one, and defeat it also, 

The master should assume that there other Tassie 

3. 
have "VfJW.'UIIIH:"'~ 
will 

to engagc lakartans. 

seem to be 
that the lakartan craft are 

if it hasn't 
into the 

on the 1 akartans 
Bear in mind that the lakartans 

are in range, but that the oarsmen will 

move into engagement, the 
will have the chance to target. If there's 

some confusion, that all the Jakal1ans 1(0)k alike, are 
fast. and (lut, so that either the left or center one can be 
attacked, as a 

5. If the 

6. Once 
fire or engagement. 

may tum 
from the 

of the 1 akartan 
elsewhere. One of the 

stop the enemy soon (within fOUf melees), he'll 
to bomb the That prelly much should 

use the 
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7. 
and if 
of the 

8. if all the lakartans the will be 
saved and the characters will be heroes, 
lakartan the will be 
of militia months. 

BOARDING PROCEDlJRE 

A. it's up to the 
has a skill of 

Meanwhile, all the other characters can continue 

for 
(4th level). 

with distance 
weapons. 

B. 
leave 

Jakartans wiil 

C. At this 
to 

the lakartan This can be done with weapons, Ilame, or 
out controls or After those Water 

Buffalo are 

a good 
:;till headed toward the 

target area, 

There of these carries all 
mutant Water Buffalo Hit Points), Buffalo 

Breveret (4th level, S,D.C.: 35 Hit Points), and two human 
14th level, S,D,C.: 15,20 Hit Points). Each 

character has two crossbows. and a machete. 

The has the same attributes the standard Jakartan 
Man, except that are filled with helium. There are Conventional 
Bombs and 8 AMV -Acid Bombs board each 

NOTE: of moderate 

are to meet with Bill Gctborikee. an old man 
Here's what he has say: 

not. You mob want to 
come with me? 

Go 

room, who are 
should follow him, He'll either hitch a ride for himself and any followers, 

characters have an he'll ride with them. 

much more about the for 

Hill. 

father. he call out to 'Mamu Peedamulla, introduce me: 



'Manm, this is my 
if 'Mamu wHl remember me," 

'''"'n",,",,,'' out the area. 

this is 'Mamu' Wonder 

Be\'Ol/d 

The truth 

make character~ 
device generates three-dimen­

difficult to see. !t's not 

ta the charaders to reveal the true and protect old 
murdered, 

From the moment arrive the edge of 'Noala land, miles 
a "walk-from the hill. Bill will insist nn and 

the way, 

of If all 

"Haven't you heard'? There a 'Mamu Peedamulla 

Hill! It killed old Ben 

the eharaeters, ""'''lll,!,''ll!! 

a machete. 

Whether or Bill 

he lasl of the human 

here and I'd recommend thai 

this time, the 

The Hill itself riddled with 
wilh their new devices 

how well the 

characters manage to defeat the Jakartans, Bill 
to call on the 'Mamu of the hilL He'lI only 

if the lives of the 

characters are this as of a ceremony. 
He will continue with the until he summons the' Mamu 

In terms, it will take a roll to summon 

the 'Mamn. Bill can try once melee round. Each who 

in with Bill', to his roiL 
to the 
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If the 'Mamu 

Which will 
up and returning. 

A super-powered mUlan! human with oversize, 

the secret mission to clear this section of 
lakartan invasion. 

Aberrant 

He is 
new 

Attributes: I.Q: I M.E.: :\1,A .. 13. PS. 13. P,E: 20, P,P. 
17 

Powers: 

this 
the mutant water 

all 

+ 3 to Strike 

prop-

Hit Points . and 
tired. Resistant to fire, cold, and 

Level of (5th level) 

Demolitions Ul""'~'" 
Demolitions 

UL",~.~~ Proficiencies (all 5th level): 

W.P, Automatic (Assault) Rifle 
W.P. 

W.P. 
W.P, 
W.P, 

Ballistic Crossbow) 

the \:"m." .. ~ device. 
Hand to Hand: 5th level 

Attacks per Melee: 4 
Bonuses: 6 Strike, to Parry, 8 to 

., 2 Roll with Punch/FaiL 

the lakartan 

to 

Combat Skills: while super powers of and Fire. 
Attacks per Melee while in 
Bonuses: 7 to Strike,! 4 to 7D6 4 to 

to Roll with Punch/FaiL 

Uses a machete. I D8 damage; also 

Attributes: 
Aberrant, Anarchist or 
IQ.: I ME: I M.A.: 

14. 14 
Size Level: 13 

Hit Points: 27 S.D.C.: 55 
6ft 2in 

P.E.· 17, P.P,: 

to Jarwal about ev-

Human Features: Hands Partial 

Looks 

I'sionics: 
Level of I'vin",-''''''''' 

Full 
Partial 

None 

3rd level 



Skills: 
Hand to Hand; Expert , 3rd level 

Weapon Proficiencies (all at 3rd level): 
W.P. Crossbow 

W. P . Machete 
W.P, Projector (Acid or AMY) 

Combat Skills (with Cloaking device) 
Hand to Hand: Expert, 3rd level 

Attacks per Melee: 4 

Bonuses: + 2 to Strike, + 6 to Parry, + 8 [0 Dodge, + 4 to Damage, 
+ 2 to Rull with Punch/Fall 

Mutant Water Buffalo with Cloaking Device 

All are the tYrical lakartan types, except they have the following 

combat abilities when using the new device, There should be one typical 

buffalo for e very player character. 

Combat Skills with cloaking device 
Hand to Hand : Expert, 3rd level 

Attacks per Melee: 4 

Bonuses: + 2 to Strike. + 6 to Parry, + 8 to Dodge, + 4 to Damage , 
+ 2 to Roll with Punch/Fall. 

Molection Agitator (The Cloaking Device) 

The wearer and anything contacting the wearer, up to 18 inches 
away, is cloaked by a hologram. Thi s visual image is simply a repro­

duction of whatever is on the other side of the character. In bright 

daylight , the device is only effective as long as the character remains 

still. This is because the image te nds to flicker as it refreshes itself with 

new backgrounds. 

It's during the night when the device becomes tndy effective, Then 

the character becomes complete ly invisible, Note that the character still 
makes noise and smells, and [eaves footprints. 

The device comes in a medium-sized back-pack , weighing about 20 
pounds (9, [kg), 

Duration: Built-In Batteries will only last for about 20 minutes, 

Solar Cell Recharger: In direc t sunlight the unit will charge up in 
just 2 hours, even while still in use. 
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Bonuses: + 2 to Strike, + 4 to Parry, + 8 [0 Dodge (a[ready added 
in for the NPCs.) 

Bill Gaborikee 
He is widely respected for his wisdom among the Aborigines. Al ­

though he is not exactly a sorcerer, his power and knowledge of dream­

time are substantial. 
Alignment: Principled 
Attributes: I.Q,; [7, ME; 13, M,A,; [4. P.S,; 3, P.P.; 8 , P.E,; 8, 
P.B,; 9, Spd,; 10 

Age: 74 Sex: Male Size Level: 7 
Weight: [10 Height: Sf! 2in 

Hit Points: 33 S.D.C.: 12 

Disposition: Distracted. very vague and unfocused. given to smiling 

quietly over unknown things. He is also very kind and warm. espe­
cially to lonely or troubled characters, 

Powers: None. although he knows the rite for calling forth the' Mamu 
from Peedamulla Hill, 

Psionics: None 

Level of Experience: 13th level Sorcerer 
Weapons Proficiencies: 

W. P. Boomerang 

Skills/Training: 
All Aborigine Skills at 98% 

Attacks Per Melee: 1 

No Bonuses to Strike/Parry/ Dodge/Darnage, except with Boomerang , 

'Mamu The Dingo Creature 
This supernatural creature is similar to a werebeast (Beyond the 

Supernatural) but is more of a guardian creature , According to its ancient 
vows, it will obey and protect the ancestral keeper of the hill. In other 

words, it will respond to Gaborikee's summoning and requests. 
Alignment: Miscreant 

Size Level: 11 
Weight: 230 pounds Height: 6ft 8in 

Hit Points: 38 S.D.C.: 64 





towards it sees as 

ID6 Claws, 

4 

toxins, drugs, 

attacks can 
will stun il for I D6 melee 

Teeth 

to +610 

Mutants nown Under 
the ...... nPrn'U .. "'RI 

should all be considered to be 
arts, will be 

will he 

ArcanisL 

of any dreamtimc incantation or 

to or Lines 

for number 

militia officer, 

in northern Bananaland 
ImpeneltralJle for Ihe last few 

that we 

44 

"Which 
whoever was has gone 

Just twenty minutes after the crash, the was discovered, 

of bodies. but all of the Jakarlan rowers, It 
would seem that the crew had 

"Your lot's will be to go down into the up 
the trail of those Jakartans, and one back for inter-

"Prescott will answer any 

erial that the group may reques!, 

Jakarlan '5, the loss 

and an Avi 

look at his handiwork. 

This means that the 

on their way to the 

as 10 where their 

their forces over a wide 

forces. 

Once the characters find Avi, all 

of By then, the Jakartans will have to 
appeal', 

the character's will have to use their 

the one that was 

desired, 

L Jakartan Search Team. 
nine-buffalo team, arc 

Assume standard Jakarlan 

2. Catch-'Em-Grass 



3. Psych-Eater 
Description: This plant , which looks exactly like Tangle Grass , has 
a spec ially bred psionic ability. It works just like a Mind Trap, 
engaging the victim 's mind in a pleasant fantasy of laying under a 
tree and enjoyi ng the breeze . This is an area-effect kind of thing. 
reaching out to any characters within 100 feet. All victims must 
Save vs Psionics. 
Size Level: 10 

4. Killer Plant 
Description: A bio-engineered trap-plant. This mutant plant grows 
spring -loaded jaws for ensnaring and eliminating animal characte rs. 
Size Levei: 16 

Natural WeapollS: Eight (8)spring-Ioaded jaws, each have + 2 to Strike 
and do 2D6 points of damage . All o f them will automatically attack 
any nearby target. It takes six full hours for the jaws to reset them­
selves, which effectively means the thing really only has 8 attacks. 
Once trapped in a jaw, it takes a combined P.S. of 22 to pry the 
jaws open. 

5. Assassin Plant 
Description: The latest in l akartan nastiness , this plant grows into 
something that looks absolute ly harmless. Worse, no two are alike, 
so it's very difficult to tell whi ch is which . About the only sure 
defense is having Sixth Sense. 
Size Level: R 

Natural Weapons: Coiled inside the trunk of the plant a re tightly bound, 
stiff branches. Each is tipped with a razor sharp point. When the 
plant is mbbed against, the branches spring straight out, impaling 
any nearby victims. Plant attacks with a + 5 to Strike. Victims must 
Dodge to avoid all the spines. A successful att ack means that 2D6 
spines ac tually struck , each doing 1 D6 damage. 

6. Poison Spray Plants 
Description: The plants generate beautiful and succulent looking 
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K/LJ...5]2. PlANT 

fruit. Their mutated strawberries look, taste and feel better than the 
real thing. The problem comes from the smell, since the plant 
generates a poison gas. All characters affected (those who get within 
50ft/22m) must Save vs. Poison. Otherwise , the character is 
paralyzed for I to 6 (I D6) hours . No other side effects. 
Size Level: 8 

NPC CHARACTERS: 

A vi Bashinatonanga 
The lakartan human genius behind the bio-technology. He's worked 

on a lot of nasty stuff. Unfortunately, he never expected to find himself 
dow n and actually in contact with his little brain children. 
Real Name: A vi Bashinatopanga 
Alignment: Anarchist 
Attributes: l.Q .: 24, M.E.: 6 , M.A.: 10, P.S .: 7, P.P.: 9 , P.E.: 5, 
P.B.: 6, Spd.: 6 
Age: 109 Sex: Male Size Level: 9 
Weight: 160 pounds Height: Sf! 9in 
Hit Points: 145 S.D.C.: 18 
Disposition: Long-winded, boring, and given to making speeches at 

the drop of a hat, whether or not anyone is listening. 
Level 01' Education: Avi is a natural genius with plant genetics. 
Scholastic 80nus: + 30% 
Occupation: Botanical Geneticist 

Scholastic Skills: Has the full range of science skills, including re-
search, chemistry, physics and engineering , all at 98%. 

Weapons Proficiencies: None 
Physical Skills/Training: None 
Combat Skills: None 
Attacks Per Melee: I 

No Bonuses to Strike/Parry/Dodge/Damage 



Personal Profile: 
gen Generators, used for 
GeneralOrs, used 
advanced food crops. 
normal for their type. 

vulnerable to fire. Given 

buffalo (standard 

and 
up to five limes the 

conditions, il can 

crew are four Jakanan mutant water 
U~'HfU~.' and machetes. 

and will attempt to when with 
will turn their weapons on Avi and kill him. Avi 

is not aware of these secret instllJctions him (lut of 
Dreamtime and Tassie hands. 

every hour of travel. 
what 

01·05 

every two hours 
of roll for 

hours of rest, the G\1 should roll to 

of 

into 
with only the occasional Human Hands - Full. and Human 

Partial. 
01-40 
41-60 
61-70 

seen 

Wallaroos 
Rock Wallabies 

71 Tree 
H6-95 Pandemelon 

Rat "~"I'.'~"'U 

inhabited by the "un-

HII,"h'''''U1''~''''L From 3 to 18 (Roll :lD6) Bandits. [1' 

31·40 
boys" 
(roll 

61·70 

It gets hotter 
Rain 

passes overhead. 

out 

1-80 Dust Storm 
81-90 

91-00 

Encounter, One or mon: Jakarlan 

71·75 
earthworm 

Earthworm. Earth an 

Size Level I Insects will 

AnI'i 61-RO 

11-25 Green Ants Bees R 1-00 Australian Ants 
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86·00 

91 

Beetle; treat as 
Locusts; 

of 

but Ii ves at the 

but with 

will appear in 

Now. for new words, the first you can do is add an "ie" or an 
"er" on the end about so "Tasmanian" "Tassie" 
and beeomes "Mutie. Australians like to n{'{'n'mrl~ 

up." 

"Alice "The Alice." Fi-

want 
"go up in 

the words below that start with (') are 

Island. Another llame for Tassieland or Tasmania. 
'Arkaroo. word for Snake. 

that is far 

from the part of Australia called Queensland. 
for Queensland. 

Tin container for water to make tea. attached to 
cord. The cord is swung. over the head to mix 

or as an 

look around, 
Brisbane. 

inhabited 





when 

making fun of Now used to describe any mutant animal 

that has Full Human Looks, 

to describe mutant chickens, 

A born losee 
A cattle thief or ru,tleL Now 

steals mutant h:?rd animals, 

Means "a reasonable chance," 

that balloon," 

a bad mistake, 

foolish, 

to describe anyone who 

in "We have a fair go of 

small mutant 

puts 

"that mob, 

term of respect an elder. 

person. 
used to describe attributed to the 

Now lbed to descnbe the and its effects. 
Phrase used to describe the desert of the far Outback. 

10 describe somewhere very remote and far 
Nick. Means "to ,teaL" as in nicked my wallet." 

No 'Worries! used a when 
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or someone 

Outback, even farther away than 

somewhere uninhabited 

their civili-

means to try to decei ve someone. 
reason it used to be called a 

"Too 

but often used 10 describe any nl"rrrm{1,rl 

Wallaroo:". Rat and even Wallabies. 

"The tucker's gone rum" the food went bad, 
and "he's a rum talker" 

'Tumbi. 
Aussie word for 

Looks None, 

a gumtrce, Phrase that 

ritual 

on a walkabout 

Waltz Matilda. Means 

and go 

the word 

a shout," or 

with Human 

in "\\'e're 

from an 

Westralia. Name for We~tem Australia, Westralian is someone who 
comes from Westralia. 

Whack. To get a whack of is to get a fair share. 
Natural whirlwind or dust twister. 

temporary shelter. sometimes made of wood 
and branches. 

Yabber. Talk. 

rules and ritual 

who live in caves, 
Contains all the 




