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In real life, large doses of radiation inflict severe trauma,
killing victims outright or causing terrible side effects and a
lingering death. Adding just a touch of realism to this hazard
should make players reconsider frolicking in the glowing
fields, hoping to get mutations. The mechanics can be very
deadly and should be used sparingly, or where players might
abuse the rules to gain excessive powers and abilities. As
they are optional rules, choose those best suited to the tone
of your game.

Outlined in the Radiation Poisoning Table, these new
mechanics are based around two ideas. First, no radiation
encounter is created equal: a class 10 field is much more
intense and damaging than a class 1 field. Second, the harm
caused stays with a character long after she leaves the
irradiated area.

The table’s first column is Accumulated Radiation
Classes. This tracks a character’s radiation exposure, like a
hit point tally in reverse. For every radiation attack suffered
or each round spent within an intense field of background
radiation, the character adds the radiation class to her total.
This number increases with further exposures and decreases
with time or treatment, as the radiation damage is purged or
healed.

As the character’s exposure builds, she gets sicker. The
table describes six increasingly severe Stages, ranging from
Mild to Death. Most involve some kind of Statistic Reduction,
damage to CON, DEX, and/or STR. These penalties stack

Radiation. For many in a post-apocalyptic world, the word conjures burning thoughts of flesh-corrupting terror; for
others, the tingling aura of mutation-granting nirvana. In the core Mutant Future rules this damage/mutation mechanic
 is cut and dried: you get crispy and a roll to save — fail enough times you get dead or sprout something. This first

installment of a two-part series makes things a little … messier, by covering radiation sickness. Just the thing for those
Mutant Lords who feel they’ve been coddling their mutants. For more atomic goodness, the second issue introduces new
types of radiation and alternate rules regarding its use (i.e., damage and havoc).

up as a character moves to more severe stages (e.g., a -1
CON from one stage and a -2 CON from the next become -3
CON). Unless a victim enters the Critical stage, early stat
losses are not permanent (see Recovery). However, if any
statistic drops below zero, the victim dies.

Every stage includes secondary Symptoms (ranging from
hair loss to death), detailed after the table. As with stat
reductions, all penalties from each symptom also stack, so
victims can be seriously disabled by intense, repeated, or
prolonged exposure.

The Time to Onset column indicates the interval until
symptoms and stat reductions appear. This does not affect
hit point damage, unchanged from the original MF radiation
rules: this takes effect immediately, and characters still get a
save versus radiation for half damage.
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There are two symptoms significant enough to merit their
own columns: Cancer and Mutation. When a character
moves into a more severe stage of radiation poisoning, she
must make two percentile checks; rolling under the number(s)
listed means the character was changed on a genetic level,
developing cancer and/or gaining a new, randomly
determined mutation.

Recovery
For those lucky wastelanders with access, radiation sickness
can be quickly reversed or prevented using medical
technology. Different items and treatment methods can be
found in the Mutant Future core rulebook or the issues of
Wisdom from the Wastelands covering medical devices (#13),
nanotechnology (#28, 30, 31), and drugs (#33).

Unfortunately, for most the only cures are time and the
body itself. Organs and systems respond differently to
radiation exposure, recovering at different rates. Healing hit
point damage remains unchanged: these return at the
character’s normal rate.

Without any treatment, a character’s body can also purge
a number of radiation classes equal to her normal healing
rate. For example, a character with a healing rate of 3
accumulates 23 radiation classes, putting her in the Minor
stage. Unless exposed to more radiation, she will be radiation
free in eight days. When she drops to 10 classes, her stage

moves from Minor to Mild.
As the character gradually drops to a less severe stage,

most symptoms associated with the more acute stage go away
immediately. However, the healing processes for the more
serious conditions — aplastic anemia, cancer, and mutation
— are described in the individual entries. And despite
changing stages while getting better, the recovering victim
does not make mutation or cancer checks.

Statistic reductions heal in a gateway process. First, a
radiation patient must drop to a less severe stage; then, any
stat losses associated with this stage can begin to recover at
the character’s normal healing rate. The stat reductions do
not automatically disappear when dropping a stage, nor do
they healing continually.

This has likely been a lot to digest in a short time. Here’s
an example to put everything together. While exploring a
ruined garage, a healthy character, Min, gets bathed in low-
level background radiation (class 2, with one radiation save
per day). Consulting the Radiation Poisoning Table, this
puts her in the Mild range; aside from the hit point loss (and
save for half damage), it is like getting a strong sunburn.
Without access to mutations or appropriate medical
technology, in 4d6 hours Min will feel Lightly fatigued and
small pustules might erupt on her skin. There is also a 5%
chance she develops cancer, and a 1% chance of her gaining
a mutation.

Later, Min crawls through liquid leaking from an atomic
car battery (class 7). She is up to 9 classes, but still in the
Mild range, so she does not make another set of cancer and
mutation checks, and there is no change in her condition.
Other than taking more damage.

Unfortunately, on her way home, Min gets blasted by a
radioactive rat-nasty (class 4). She has been exposed to 11
classes of radiation. Besides suffering more immediate hit
point damage, Min moves into the Minor stage. Within 2d6
hours the additional harm becomes evident: Min’s fatigue
and pustules manifest more rapidly; she loses 1 point of CON;
she might become nauseated and get a Slight case of
diarrhea; and, she has to make cancer and mutation checks,
but at 10% and 5%, respectively.

Min has a natural healing rate of 3, so after resting a
day her accumulated radiation classes is reduced to 8, moving

Radiation Poisoning Table
Accumulated Stage Time to Statistic Symptoms Cancer Mutation
Radiation Onset Reduction
Classes
01-10 Mild 4d6 hours None Fatigue, possible lesions

and/or scarring 5% 1%
11-25 Minor 2d6 hours -1 Con Add nausea, diarrhea 10% 5%
26-50 Major 1d6 hours -2 Con, -1 Dex Add aplastic anemia,

hair loss, pain, migraines 20% 10%
51-75 Advanced 4d6 minutes -3 Con, -2 Dex, -1 Str Scarring and lesions certain 50% 15%
76-100 Critical 1d4 minutes -3 Con, -3 Dex, -2 Str Add tissue damage, possible

permanent statistic loss 75% 25%
101+ Death 1d6 rounds N/A N/A N/A N/A
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her back down to the Mild stage. When this happens, Min’s
lost CON point returns and her nausea and diarrhea clear
up, but she still feels fatigued and suffers from pustules. Three
days later, with the radiation classes reduced to 0, Min is her
old self again, unless she were unlucky enough to develop
cancer or get a defect mutation during her earlier exposure.

SYMPTOMS
Aplastic Anemia: Significant radiation exposure (Major,
Advanced, and Critical stages) damages a character’s bone
marrow, interfering with blood cell production. This lowers
his white blood cell count, making the character more
susceptible to disease and infection. Whenever his condition
gets worse and he moves into one of these three stages, the
character must save versus poison.

If he saves, the character is unaffected, and remains so
unless more radiation exposure moves him into a more severe
stage, when he must make another poison check. Failure
means his immune system shuts down and he incurs a penalty
to every saving throw against disease and poison until all
accumulated radiation classes are completely purged from
his body. In addition, damage from disease and poison is
increased by a certain number of points per die, depending
on the stage.

For example, Turok progresses from Minor to Major
stage and fails his initial poison check. He now has a -2
penalty to any future disease or poison saves. When he suffers
a class 5 poison bite, this does 5d6+5 damage, not 5d6. If he
then gets enough radiation exposure to move him to
Advanced, or he failed his poison save at the Advanced stage,
the penalty becomes -3 and the damage from the same bite is
5d6+10.

Aplastic Anemia Table
Stage Save Modifier Additional Damage
Major -2 +1 per die
Advanced -3 +2 per die
Critical -4 +3 per die

Cancer: This horrible, often fatal disease emerges when
radiation damages a character’s genetic code and triggers
uncontrolled cellular growth (Save Modifier -5, Infection
Duration 1 week, Affected Stats STR –1d4, CON –1d6, DEX
–1d4, Damage Per Day 1d12). A cancer victim experiences
localized abnormal cell growth, which sorely taxes her body
and causes exhausting, unpleasant, and painful side effects.
Although there are exceptions, most cancers cannot be beaten
by the body’s immune system and will likely kill a character
who does not get medical help. Treatments include surgery,
nanotechnology, chemotherapy, or other types of drugs.

Unfortunately, in places without advanced procedures and
medicines, cures can be nearly as painful, and possibly as
deadly, as the disease itself. Untreated victims deteriorate
rapidly, losing the effects listed above every week. If an
affected creature’s hit points or any attribute reaches zero
during this time, the creature dies.

Symptoms: Weakness, weight loss, fatigue, pain (see
WftW #8 for more information on using these conditions).

Diarrhea: Radiation damage to a victim’s stomach and
intestinal tract often causes diarrhea. This is inconvenient at
best, life-threatening at worst. Due to the mental and physical
discomfort, a victim suffers a -2 to hit penalty, and a 2-point
AC penalty. Each round the victim engages in strenuous
activity such as combat, running, etc. he must also save versus
poison, with a modifier based on the Diarrhea Severity.
Failure means the victim has 1d2 rounds to relieve himself
before he has an accident, which inflicts a 3-point reaction
penalty and a -6 Charisma penalty until he can clean up.

Diarrhea is extremely dehydrating, so a victim must
drink a certain amount of extra fluid every hour depending
on the Severity or suffer the CON damage listed in the table.
If his CON ever drops below zero, he dies. Once the diarrhea
passes and the victim continues to drink at least one extra
quart of fluid per day, the character’s CON damage returns
at his normal daily healing rate.

Diarrhea Table
Stage Diarrhea Severity Saving Throw Modifier Additional Fluid Requirement CON Damage
Minor, Major Slight -1 1 quart/hour 1d2
Advanced Moderate -3 2 quarts/hour 1d3+1
Critical Severe -5 4 quarts/hour 2d3+1
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Fatigue: Radiation poisoning leaves a victim tired. This can
be mild or completely debilitating depending on the level of
exposure, and will persist until the radiation sickness comes
to an end (one way or another). Please note: this issue contains
the reprinted fatigue rules from WftW issue #8, which have
been slightly modified to reflect the new mechanics.

Hair Loss: Radiation damages fast growing cells like hair
follicles; with enough exposure a character might lose his
hair. Each time the victim enters a stage of radiation
poisoning with hair loss as a potential symptom (Major and
worse), the victim must save versus poison or his hair begins
to fall out. For most, this is mainly a cosmetic issue as they
lose 1d2 CHA points. However, it can be much more
debilitating to characters with hair-based mutations (a mutant
porcupine loses its quills), or embarrassing to furred mutants
(a mutant bear goes bare) because hair is lost over the entire
body. The ML should rule whether a character with a hair-
based mutation loses part or all benefits (or drawbacks) due
to the hair loss. Both this effect and the CHA loss could be
permanent if the ML decides, or just in effect until the hair
grows back. Humans regrow 1/2" of hair length per month;
mutant and mutant animal hair/fur might return more rapidly.

Lesions/Pustules: These pus-filled blisters cause social
discomfort and physical hardship, possibly forming when
the victim loses more than 25% of his total hit points in a
single radiation exposure. The victim must immediately save
versus death, or lose 1d4 CHA points as his skin swells in
red, bumpy patches.

Those with lesions or pustules face additional difficulties
during combat. Any violent contact inflicting physical
damage (e.g., from melee, ranged, or energy weapons) may
rupture blisters. This chance is equal to how much of the
victim’s body is covered by swelling, an amount based on
the stage of radiation poisoning (see the Lesions or Pustules
Table). For example, a victim with Mild radiation poisoning
has pustules over 10% of his body, and every hit in combat
has a 10% chance of striking a blister. If the ML rolls under
this percentage, the victim suffers an additional 1d3 points
of damage. Due to the discomfort, a victim wearing armor
suffers a 2-point AC penalty. Every hour he wears armor, the
victim must also save versus poison or take 2d3 damage from
the lesions being ripped open. However, he might get a a
saving throw modifier based on the lesion severity to avoid
this. (See the table below for the modifier.)

Note: If the ML is feeling especially evil, these open
wounds might make a PC more susceptible to disease.

Fatigue Table
Stage Fatigue Level Modifiers
Mild, Minor Light -1 to hit, -25% movement
Major, Advanced Moderate -2 to hit, -50% movement
Critical Heavy -3 to hit; -75% movement; save versus stun every round of combat

or strenuous activity, or fall unconscious

Migraine Table
Stage Migraine SeverityModifiers
Major Slight -1 to INT and WIL, -25% movement, -1 to hit, +1 to AC,

-10% to figure out/repair artifacts
Advanced Moderate -2 to INT and WIL, -50% movement, -2 to hit, +2 to AC,

-20% to figure out/repair artifacts
Critical Extreme -3 to INT and WIL, -75% movement, -3 to hit, +3 to AC,

-30% to figure out/repair artifacts

Pain Table
Stage Pain Level Effects
Major Slight -1 to hit, +1 to AC, -5% to figuring out and repairing artifacts
Advanced Moderate -2 to hit, +2 to AC, movement reduced by 25%,

-15% to figuring out and repairing artifacts
Critical Extreme -3 to hit, +3 to AC, movement reduced by 50%,

-25% to figuring out and repairing artifacts

Lesions/Pustules Table
Stage Percent of Body Covered Saving Throw Modifer
Mild 10% +3
Minor 25% +1
Major 50% +/-0
Advanced 75% -2
Critical 100% -4
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Migraines: Terrible headaches often characterized by nausea,
dizziness, and noise/light sensitivity, migraines can range
from Slight to Extreme. In Extreme cases, the victim must
save versus stun during every round of combat or every turn
of strenuous activity, or fall unconscious for 1d6 minutes.

Nausea: Needing to vomit makes a character less physically
and mentally adept. Her movement rate is reduced by 50%
and she suffers a 2-point penalty to any saving throws. The
character can still engage in physical combat, but is -4 to hit
and loses any DEX-based AC bonus. In addition, her DEX
score is reduced by 4. In mental combat, the mutant attacks
under a 4-point Willpower penalty, and she cannot maintain
any mental mutation requiring concentration until the nausea
passes.

Pain: Anything from chronic joint aches to a full-body burn
can reduce a character’s ability to function. Those suffering
Extreme pain must also save versus stun during every round
of combat or every turn of strenuous activity, or fall
unconscious for 1d6 minutes.

Scarring: Radiation exposure often causes serious tissue
damage and scarring. Whenever a character loses more than
50% of his total hit points in a single radiation event, he
must save versus death or permanently lose 1d3 points of
CHA. However, once the victim reaches the Critical stage
there is no save: scarring is automatic.

If the ML wishes, this can also lead to a permanent
modifier (positive or negative) to reaction, depending on the
group or person encountered. Some tribes or individuals that
revere warriors could see radiation scars as a sign of strength,
while those that worship the Glow might see the wounds as
a blessing or evidence of piety.

Permanent Statistic Loss: At this stage the victim has
suffered massive trauma to every system in her body. She
must now make one saving throw versus death for every point
of statistic loss caused by radiation poisoning. For example,
at the Critical stage, the character would have lost at least 9
points of CON, 6 DEX, and 3 STR, so she must make a
minimum of 18 saves.

If a saving throw fails, that stat point is permanently
damaged and will not return without technological aid. For
those stats that saved, and can be recovered, they return as
described in the Recovery section, healing by stage at the
normal rate as the radiation is purged.

Tissue Damage: When exposed to enough radiation, the
victim’s sweat glands can be damaged, making him
vulnerable to overheating. During every round of strenuous
active (e.g., in combat or doing heavy labor), the victim must
save versus energy or suffer 1d3 points of damage. He can
avoid this by cooling his body with technology or a mutation.

The victim also takes an addition point of damage per
die when subjected to thermal attacks. For example, a heat
ray that normally causes 3d6 damage will inflict 3d6+3

damage against a victim with tissue damage. This condition
is permanent, unless the victim has access to advanced
technology able to reverse it (e.g., the appropriate nanites).

Vertigo: Those with vertigo have difficulty even standing or
concentrating. Victims may only safely move at 25% of their
regular movement rate; those trying to move faster will move
in a direction randomly determined by the ML. Every round
a dizzy character tries to move her full movement rate, she
must save versus stun or fall prone.

While dizzy, the victim cannot climb, suffers a -4 to
attack rolls, and gains no Dexterity bonus to AC. Characters
using mental attacks have a -4 Willpower penalty for both
attack and defense. If a victim has the ability to fly, she cannot
do so while suffering from vertigo. This condition clears up
when the victim’s radiation sickness passes.

Optional Rule: Other Means of Gaining Mutations
If you use the Mutant Future radiation mechanics, a character
receives a new mutation after failing 5 saving throws versus
radiation in one day. If you prefer to use a method other than
chance, her are two alternative routes to mutation.

1) Characters or creatures mutate after simply being
exposed to 25 total radiation classes, regardless of whether
they save versus radiation or not.

2) Character could fail saves against 25 total classes of
radiation.

Because these options are based on accumulating classes,
rather than failing saves, the number of exposures needed to
gain a mutation can vary widely. For example, using method
#2, a character is exposed to class 10, 10, and 7 in short
order, and fails checks against all three. This puts him over
the 25 class limit, but with only three failed saves. On the
other extreme, the character could fail against class 1
radiation 25 times before mutating.

The 25-class limit assumes the average radiation class
encountered is 5, so approximately five exposures are still
required for a character to mutate. However, the ML can
adjust this number to suit her purposes. For example, if she
feels this total is too low, the ML may decide a character will
only mutate after being exposed to 50 classes of radiation, or
fail 50 classes worth of saves.



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

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including derivative
works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is
an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means
the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game Content.
(h) “You” or “Your” means the licensee in terms of this agreement.

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

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

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide, royalty-

OPEN GAME LICENSE Version 1.0a free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

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

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

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

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

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

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

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

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

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

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

15 COPYRIGHT NOTICE. Open Game License v 1.0 copyright
2000, Wizards of the Coast, Inc. Wisdom from the Wastelands copyright
2013, Skirmisher Publishing LLC.

6 Wisdom from The Wastelands

All contents of this publication, regard-
less of other designation, are copyright
2012 Skirmisher Publishing LLC, all
rights reserved.

Mutant FutureTM is copyright 2008,
Daniel Proctor and Ryan Denison. Mu-
tant FutureTM and Mutants & MazesTM

are trademarks of Daniel Proctor. These
trademarks are used under the Mutant
FutureTM Trademark License * (where
* indicates the license version number)
available at www.goblinoidgames.com.

First Electronic Publication:
March 2014; SKP E 1408.

Skirmisher Publishing LLC
499 Mystic Parkway

Spring Branch, TX  78070

http://skirmisher.com
http://d-infinity.net

d20@skirmisher.com

Authors: Derek Holland, Chris Van Deelen

Editor: Greg Chapin

Editor-in-Chief: Michael O. Varhola

Technical Editor: William T. Thrasher

PDF Publications Manager:
Richard T. Balsley

Portions of this book are published un-
der Open Game License version 1.0.a.
“Wizards of the Coast” is a registered
trademark of Wizards of the Coast Inc.
and is used with permission. Illustrations
courtesy of Wikimedia Commons.


	Intro
	Recovery, Radiation Poisoning Table
	Symptoms
	Aplastic Anemia
	Cancer
	Diarrhea
	Fatigue
	Hair Loss
	Lesions/Pustules
	Migraines
	Nausea
	Pain
	Scarring 
	Permanent Statistic Loss
	Tissue Damage
	Vertigo

	Other Means of Gaining Mutations
	OGL v. 1.0a

