
  
What is Mutants & Machine guns 
v1.3? 
Think of Thundarr the Barbarian, Gamma World, 
mad max, Fallout & post apocalypse in 
general. 

All you need to play 
this pocketmod, friends, paper, pencil, a few 
six-sided dice and imagination. 

CREATE YOUR CHARACTER 
Your character is represented by these four 
stats, they are: 

Might – to do with strength, combat, survival 
and overall health,  

Reflex – to do with physical challenges, 
stealth, speed and initiative. 

Wits – to do with problem solving, logic, 
perception, science and psionic. 

Influence – to with negotiation, interaction, 
and bargain. 

To create your character, Distribute 4 points 
between your stats. The minimum point you can 
put in a stat is zero, the maximum is 3 but 
only during character creation.  

Character type 
Pure Human gets 1d6+12 hp and level up every 
2 adventures instead of 3. As a trade-off, 
you cannot have any mutation.  

Human Mutant gets 1d6+10 hp and 2 mutations 
of your choice.  

Evolved animal. pick an animal (i.e cat dog, 
ape, bird, etc). You get 1d6+8 hp, a natural 
weapon mutation and 2 mutations of your 
choice. 

Defence 
Defence (DEF) is a Target Number when dealing 
with attack. All starting character starts 
with a defence score of 7. 

LEVEL-UP! (Optional) 
when you finish 3 adventures, your character 
LEVEL-UP (you see your character make a 
little dance). You pick one of the Level-Up 
rewards below: 

A) Upgrade one of your stat by 1 
B) + 2 to your max hp 
C) + 1 to your DEF score (max. 13) 

Doing stuffs 
You may be asked to roll the dice to see if 
your character succeeds in doing something. 
This is 2d6 roll plus appropriate stat trying 
to get the Target Number (TN) or more to 
succeed. Refer to difficulty table below: 
 

Difficulty TN 
Easy 5 
Normal 7 
Hard 9 

super hard 11 
CRAZY HARD 13 

 

 

CRITICAL SUCCESS & FUMBLE 
You get a fumble on a natural roll of 2 and 
a critical on a natural roll of 12. A fumble 
is bad and a critical is good. In combat you 
automatically miss on a fumble and 
automatically hit on a critical dealing a 
double damage (roll damage times 2). 

Mutation 
You can only pick mutation during character 
creation and may pick up one or more mutation 
during your adventure through radiation, 
implant, mutagen, etc. Mutation with asterisk is 
a psionic power. You must expend 1 hp to use 
psionic power and you must make a wits roll 
vs. psionic TN. 

Brain lock* (TN 7) target cannot move for 1d3 
turn. 

Control machine* (TN 9) you control 1 machine 
for 1d6 turn. 

Danger sense detect danger beforehand. 

Developed Resistance +2 to might vs. disease 
& poison 

Detect machine* (TN 5) you detect machine 
nearby. 

Detonating pods grows 1d3 per day. Pods deal 
H damage. 

Dual brain you may do a second wits roll and 
pick the best one. 

Empathy* (TN 5) you can read target emotion 
and feeling.  

Extra arms you can wield an extra weapon 
and an extra shield or a second 2-handed 
weapon. 

Gigantism +2 damage to any melee attack 
cannot use any armour. 

Kinetic blast* (TN 9) deal H damage to target.  

Life leech* (TN 7) deal L damage as healing. 

Metal skin +2 def, resist bullets based 
attack. 

Mind over matter* (TN 5) move small object 
at a limited distance 

Mind block resist any mind attack 

Natural weapon claw, bite, horns or other 
natural melee attack. Deals M damage if hit 
successfully. 

Psi-charm* (TN 7) make 1 target to be an ally 
for 1 turn.  

Psionic blast* (TN 9) target is unconscious 
for 1d3 turn.  

Quickness +2 to initiative & reflex roll. 

SENSE Life* (TN 5) you sense life nearby.  

Scaly armour +3 DEF 

Telekinesis* (TN 7) move object, attack 
creature, or hurl target. Ranged attack. Deal 
M damage.  

Thermal vision you can see clearly at night. 

Thick hide +1 DEF, resist cold wind. 

Wings you have wings and are able to fly in a 
short distance. 

Initiative 

Each combatant rolls 2d6. The highest goes 
first. Any combatant with the same value, 
then the combatant with the highest might 
goes first. If it is still a tie, then they act 
simultaneously. 

COMBAT 

Combat is conducted in turns. Every turn, 
each combatant picks one action below:  

Attack: Roll 2d6 + might vs. target def. If 
successful, roll for weapon damage and 
reduce target’s hp by that amount. 

Psionic: reduce 1 hp and roll 2d6 + wits vs. 
psionic TN. If successful, psionic manifest. 

Move: Run from ranged to melee and melee to 
ranged. 

Defend: +2 DEF score until end of turn. 

Breather: recovers 1 hp. 

Concentrate: gives combatant a +2 to any 
roll next turn. 

Use an item: use an item or equip a weapon. 

Reload: Reloading your weapon. 

FLEE: on the next turn, opponent has 1 free 
attack. IF somehow you survived, you flee the 
battle scene. 

RELOAD 
during combat whenever you rolled a double 
you are out of ammo (except for double 6). 
You need to reload on the next turn 
providing that you have a ‘reload’ and you 
know it is hard to find any reload in the 
wasteland. 

HEALING 
full rest (Resting a full evening) recovers 
full HP. Short rest (Resting for a few 
minutes) recovers 1d6+2 HP. 

WEAPON DAMAGE roll 
Weapons is classified as Light, Medium, and 
Heavy. These are abbreviated into L, M, and H 
for L, Roll 2d6. Pick the lowest die; for M, 
Roll 1d6; for H, Roll 2d6. Pick the highest die. 

WEAPON & ARMOUR TABLE 
you start with 1 melee weapon, 1 ranged 
weapon and 1 armour. 

Melee weapon damage 
Knife, dagger      
Axe, sword, spear, hammer, mace 
Plasma sword, 2-handed sword 

L 
M 
H 

Ranged weapon damage 
Sling, bow, pistol 
SMGs, shotgun, BLASTER   
machine gun, rifle 
minigun        

L 
M 
H 
M+3 

 

Explosive Damage 
Grenade H+1 
Rocket propeller gun M+4 
Missile 2d6 
 

Armour Note 
Leather, shield 
flak jacket, chain mail 
Scale mail, carapace 
power armour 

+1 def 
+2 def 

+3 def, -1 initiative 
+4 def, -2 initiative 

 

Critters 
There are a lot of strange critters lurking 
in the wasteland. Here are some examples: 

Giant fire ant 

Might: 1 
DEF: 7 
HP: 6 
Damage: bite (L damage) 

[Fire blast!] each turn roll 1d6, on a 6 This 
giant fire ant blast fire to one target (pick 
randomly), dealing M fire damage. 

Raccoon-kin 

Might: 2 
DEF: 8 
HP: 8 
Damage: weapon used 

[Call ally] whenever raccoon-kin’s HP reaches 
3 or below, each turn it will try to call an 
ally. Roll 1d6, 1-2 one raccoon-kin comes, 3-6 
the raccoon look at the sky and wondered 
why nobody came. 
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