
Your neighbor, your 
co-worker, even your 
wife, could be a mutant 
without you knowing it. 
Anyone can secretly 
harbor physical and 
mental abnormalities, 
hiding behind the mask 
of normalcy.

This volume holds 
everything scientifically 
known about mutants, 
from unique cases to 
generation-spanning 
mutant clans.

Mutant 
Manual 

KNOW YOUR 

ENEMY

Sourcebook
Compatible with most 

modern or sci-fi campaigns

A

ANYONE
CAN  BE  A
MUTANT

STAY
VIGILANT

STAY
SAFE

You'll learn how to 
identify the tell-tale 
signs of mutation, to 
recognise signals and 
behavioral cues that 
may indicate someone 
is a mutant. Early 
detection may be all 
that saves you.

SUPPORTED BY 5 SYSTEMS

Requires the use of The Pathfinder® Roleplaying 
Game Core Rulebook™ by Paizo Publishing and 
Modern Adventures by paNIk productions.
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tEtRAkHEIREs
“…Irresistible was the stubborn strength that was in their great forms.” 
– Hesiod, Theogony 147

Tetrakheires are most easily recognizable 
by their four arms; a bulky pair of 
primary upper arms – which 
are at least 50% longer than 
the arms of similarly sized 
baseline human – and a 
smaller set of arms located 
forward on the chest. The 
additional upper body weight 
causes them to develop a hunched 
posture, giving them an ape-like 
posture. They also suffer from congenital 
malocclusion, making their jaws especially 
protuberant. The lower cupids elongate, 
extending nearly to the nose. Without a 
corresponding increase in jaw flexibility, these 
tusks are impractical for biting and merely 
look menacing.

Tetrakheires also suffer from mild congenital 
solar urticaria, which manifests as an 
allergenic immune response to ultraviolet 
radiation, especially sunlight. Within minutes 
of contact with daylight, they develop an 
itchy red rash on the exposed area.

Standing upright Tetrakheires are between 6’8” and 7’ (203-213 cm) tall, and weigh between 
300 and 400 pounds (136-181 kg). The high levels of testosterone necessary to reach this 
size affect Tetrakheires’ personalities, making them aggressive and prone to violent rages. 
Despite this, Tetrakheires are as intelligent as baseline humans with a mean I.Q. of 102. 
With anger management counseling (augmented by mood-stabilizing medication) they can 
become productive workers and contribute to society although very few make the attempt. 
Treated like freaks from birth, coupled with their explosive rage, most are socially ostracized 
throughout their entire lives and many abandon human culture entirely. 

Archaeological evidence suggests that a small colony of prehistoric Tetrakheires may 
have inhabited a cave complex in Crete. Several other sets of remains have been 
found in caves around the world, implying that many have traditionally chosen to live in 
subterranean environments.

In recent years, multiple Tetrakheires have been sighted working in conjunction with certain 
mercenary companies, although it has yet to be determined if they’re actual employees 
or merely independent contractors recruited for specific missions. Tetrakheires mercs, 
along with human support staff, have been encountered in South America and Central 
Africa where the jungle canopy effectively shields them from the sun. They tend to occupy 
one of two roles: tanks or infantry. As tanks, they’re capable of carrying (and firing) heavy 
weaponry in rugged terrain or mountainous regions where actual tanks are impractical or 
cost ineffective. As infantry, they wade into close quarters combat where they specialize 
in seizing targets with their large arms and shooting them with guns held in their small 
arms. With heat-vision goggles, they’re capable of punching through a wall and using this 

These match up to those 
dudes running around San 
Francisco south of the 
Embarcadero?

sponng • Feb 4, 2016 • 
2 replies

Hard to tell. Security video at 
the self-storage place they 
were holed up was really poor.

Pipewrench Sally • 
Feb 5, 2016 • 1 reply

They definitely match the size 
profile and you tell me how 
that second one in the frame 
managed to shoot a machine 
gun and climb at the same 
time without 4 arms.

Headbangreer • Feb 5, 2016 
• 0 replies

I heard from a CIA contact 
that Corrobia is using them 
as shock troops.

Baldric9000 • Feb 12, 2016 
• 1 reply

Wouldn’t surprise me. 

Headbangreer • Feb 12, 2016 
• 0 replies
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CHA DEx INt PER PsY sPI stR VIt DEF INIt sPD
d4 d8 d8 d8 d6 d6 d6 d8 8 16 (4) 30 

(20)

skILLs
Athletics: d6

Computers: d8

Crafting  
(ironwork): d6

Firearms: d6

Knowledge 
(engineering): d8

Knowledge 
(physics): d8

Mechanisms: d6

Operating (large 
machines): d4

Mutation: d4

HEALtH  

ARMOR  ( )
gEAR

Electronic Tool Kit, Iron Battle Suit (armor 
6; all locations), Mechanical Tool Kit, 
Tommy Gun (DMG 6; 50ft.; RoF 3; 50 
ammo; automatic) w/ Frangible Ammunition, 
Welders Apron (armor 1; torso; front only), 
Welders Goggles

Parenthetical abilities reflect the penalties 
from an Iron Battle Suit

Mutations (advantageous)  
Cognition: Enhanced (mathematics), 
Hibernation, Resistance: Fire, Resistance: 
Radiation,  
Size: Reduced -1, Vison: Low-Light, Vision: 
Dark

Mutations (detrimental) Cognition: 
Impaired 1, Feature: Distinctive 
(hunchback),  
 Hypnotic Susceptibility (collective 
consciousness),  Speed: Reduced 2

QuALItIEs
Engineer

Weird  
(random 
mutant)
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maneuver to annihilate foes on the other side. In both cases, they’re usually accompanied 
by a small squad of baseline scouts, lookouts, counter-snipers, and rear guards.

tRAIts
Cognition: Enhanced (multitasking) (+4), Drive: Urge (violent rage) (-2; variable), Feature: 
Inhuman (tusks) (-3), Limbs: Additional (+4), Limbs: Specialized (brute strength; elongated; 
original limbs) (+7), Limbs: Specialized (precision; additional limbs) (-1); Size: Increased 1 
(+5), Strength: Increased: 1 (+4), Weakness: Sensitivity (sunlight) (-5)

Tetrakheires must pay 13 mutation points to acquire the above traits.

PROgREssION
Tetrakheires are born with an extra set of arms that remain largely vestigial until between 
ages 5-8 when they begin to develop muscle mass and neurological connections to the 
motor cortex. Shortly thereafter they usually begin to develop an allergic response to 
ultraviolet light and their adult teeth come in as jagged tusks. Their original arms begin 
elongating and their enhanced strength usually appears in early puberty.

Older Tetrakheires sometimes develop increased body hair development, resembling 
a fur pelt in some areas as well as additional muscle mass, disproportionately in the 
upper body. Unfortunately, the muscles of the back aren’t enhanced, which makes it 
increasingly difficult for the Tetrakheires to stand and walk upright. In game terms these 
traits are represented by Feature: Inhuman (fur coat) (-3), Strength: Increased 2 (+6), and 
Quadruped: Partial (-3).

subtYPE-b
Although not a naturally occurring mutant subtype, some potential Tetrakheires have their 
additional arms surgically removed shortly after birth. They also undergo several painful 
oral surgeries to normalize their teeth, resulting in an overly-muscled ape-like human with 
anger management issues and the following traits:

Cognition: Enhanced (multitasking) (+4), Drive: Urge (violent rage) (-2; variable), Limbs: 
Specialized (brute strength; elongated; original limbs) (+7); Size: Increased 1 (+5), 
Strength: Increased: 1 (+4), Weakness: Sensitivity (sunlight) (-5)

Type-B Tetrakheires must also pay 13 mutation points to acquire the above traits.

HEREDItY
Heredity has yet to be determined, although presumably the Tetrakheires genes are dominant. 
The Tetrakheires mutation is extremely rare, affecting less than one per million births.

IDENtIFICAtION
Tetrakheires are a type of cave-dwelling four-
armed mutant. Their primary arms are heavily 
muscled and elongated, not unlike a gorilla’s. 
Violent and aggressive, they attack anyone who 
enters their territory with their powerful tusks. 
Many are intelligent enough to develop basic 
weapons such as spears on their own and can 
be trained to use firearms. Some have been 
inducted into bandit groups or rogue militaries as 
shock troops.

Read the entire Tetrakheires article.
Knowledge (Science) + raise, 
Knowledge (Biology) + raise 
or Common Knowledge  + 
raise for scientists

Knowledge (Science) -2, 
Knowledge (Biology) -2  or 
Common Knowledge -2 for 
scientists

Tetrakheires must 
take the Arcane 
Background (Random 
Mutant) and the Power 
Points Edges or be 
built using the optional 
Mutants as Race rule. 
Alternately, they can 
forego the need for the 
Power Points edge by 
increasing the die type 
of their Drive: Urge 
(violent rage) by 3 
die types.

Modern Adventures RulesModern Adventures Rules

Knowledge (biology) 
DC 20

Knowledge (biology) 
DC 25

Tetrakheires must take 
the Random Mutation 
feat twice.

Fair (+2) Scientific Lore or Good 
(+3) Medical Lore

Good (+3) Scientific 
Lore or Great (+4) 
Medical Lore

Tetrakhieres must 
spend 3 refresh on 
Random Mutations 
and one of their 
aspects must reflect 
“Multi-Armed Mutant.” 
Increasing the strength 
of their Drive: Urge 
(violent rage) mutation 
by +2 shifts, which 
would reduce the 
cost to 9 mutation 
points and only cost 
2 refresh.

Dr. Nik’s Happy Fun RulesDr. Nik’s Happy Fun Rules

Fair (5) Archetype (scientist or 
biologist) or Great (7) Mental

Great (7) Archetype 
(scientist or biologist) or 
Legendary (9) Mental

Tehtrakhieres must 
have an Archetype 
(Random Mutation) 
attribute of at least 
Poor (3). 

Modern Adventures RulesModern Adventures Rules

Challenging (-2) 
Knowledge (biology)

Hard (-4)  
Knowledge (biology)

Tetrakieres must 
take the Weird 
quality and at least 
a d8 Tenebrous 
Mutation skill.
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tEtRAkHEIREs
Attributes: Agility d8, Smarts d4, Spirit d6, Strength d12/d10`, Vigor d8

Skills: Climbing d6, Fighting d10, Intimidation d6, Notice d4, Shoot d8, Stealth d6, 
Survival d4, Throwing d8

Charisma: , Pace: 6”, Parry: 7, Toughness: 7 (4/8)

Hindrances: Mean + Stubborn or Vengeful (major)

Edges: Ambidextrous, Arcane Background (Random Mutant), Berserk, Brawler, 
Counterattack, Frenzy, More Power Points

Mutations (advantageous) Cognition: Enhanced (multitasking), Limbs: Additional, Limbs: 
Specialized (brute strength; elongated; original arms), Limbs: Specialized (precision; 
additional arms); Size: Increased 1, Strength: Increased: 1

Mutations (detrimental) Drive: Urge (violent rage) d4, Inhuman Feature (tusks), 
Weakness: Sensitivity (sunlight)

Special Abilities The following summarize the mutant’s abilities for quick reference.

Multiple Arms: Tetrakheires make melee attacks that deal d12+3 damage with their 
large arms and wield pistols in their small arms. They may make both attacks with only 
a -1 penalty due to their Ambidexterity and Cognition: Enhanced. If pressed, they may 
make 4 attacks with only a -3 penalty.

Hold At Bay: In close combat, Tetrakheires typically use the Defend maneuver for +2 
Parry with their large arms to keep foes at a distance while making a pistol attack (at 
only -1 due to their Ambidexterity and Cognition: Enhanced). Their Counterattack edge 
allows them to automatically attack a melee combatant that misses them (at -2). 

Come Here: Against a single foe, Tetrakheires will grapple their opponent and shoot 
them in the same round.

Gear: Camouflage Fatigues, 4x Fragmentation Grenades (5/10/20; 3d6; small burst), 
Night Vision Goggles, 2x Glock 17 (12/24/48; 2d6; 17 shots), Kevlar Vest w/inserts

Modern Adventures RulesModern Adventures Rules

tEtRAkHEIREs
Human Mutant Barbarian 7

Neutral

Init: +2; Senses low-light vision; Perception +7

DEFENSE

AC 16, ballistic 19, touch 12, flat-footed 14 
(+2 Dex, +4/+7 armor)

hp 60

Fort +7, Ref +4, Will +2;

OFFENSE

Spd 40 ft;

Reach 10 ft;

Melee unarmed strike +11/+11/+6 (1d4 +5 non-
lethal) or grapple

Ranged Glock Pistol +10/+10/+5 (2d8) or 
Grenade +9 (4d6; DC 15; 10’ radius) 

(RAGING)

AC 14, ballistic 17, touch 10, flat-footed 12 
(+2 Dex, +4/+7 armor -2 rage)

hp 74

Fort +9, Ref +4, Will +4;

Spd 40 ft;

Reach 10 ft;

Melee unarmed strike +13/+13/+8 (1d4 +7 non-
lethal) or grapple

Ranged Glock Pistol +10/+10/+5 (2d8) or 
Grenade +9 (4d6; DC 15; 10’ radius) 

TACTICS

Before Combat: Tetrakheires draw pistols in 
their small arms and ready grenades in their 
larger arms. They initiate combat by lobbing both 
grenades at a foe and charging. Each round of 

combat they’ll have to save vs. Drive: Urge (rage) so they 
avoid a lot of planning.

During Combat: Tetrakheires deal with multiple foes 
by smashing one with their large arms while firing 
pistols to keep the others at bay(so as to receive the 
extra attack of opportunity from Quick Reflexes). They 
normally make 2 melee attacks, 2 ranged attacks, or 
one of each. (Penalties are already factored into the 
stats). If confronted by a single foe or a weak-seeming 
group of 3 or less, a Tetrakheires will grapple the most 
threatening one with their large arms and, on the 
following round use the grapple to inflict damage and 
shoot the target with both guns, repeating the process 
until everyone is dead.

STATISTICS

Str 20/18, Dex 14, Con 14, Int 8, Wis 10, Cha 8

Base Atk +7/+2; CMB +12, CMD +14 (+4 grapple)

Feats Improved Grapple, Improved Unarmed Strike, 
Random Mutation, Two-Weapon Fighting

Skills Acrobatics +10, Climb +12, Intimidate +7, 
Knowledge (biology) +4, Perception +7, Profession 
(mercenary) +6, Survival +6, Swim +10

Languages Predominant regional language

Mutations (advantageous) Cognition: Enhanced 
(multitasking), Limbs: Additional, Limbs: Specialized 
(brute strength; elongated; original arms), Limbs: 
Specialized (precision; additional arms); Size: 
Increased 1, Strength: Increased: 1

Mutations (detrimental) Drive: Urge (violent rage) 
DC 13, Inhuman Feature (tusks), Weakness: Sensitivity 
(sunlight)

SQ Damage Reduction 1/-, Fast Movement, Improved 
Uncanny Dodge, Rage (14 rounds), Rage Powers 
(quick reflexes; roused anger; strength surge), Trap 
Sense +2,  Uncanny Dodge

Equipment Camouflage Fatigues, 4x Fragmentation 
Grenade (4d6; 20’; 10’ radius), Night Vision Goggles, 
2x Glock 17 (2d8; 30’; 17 shots), Tactical Vest (+4/+7)

   

tEtRAkHEIREs
AsPECts

Four-Armed Mutant 
Mercenary

Plans Are For Suckers

	 mAspects

Extra Elongated Arms,  
Hulking Big (w/ free invocation), 
Sensitive to Sunlight,   
Superhuman Strength

stuNts
Grappler. +2 Physique to create 
an advantage such as Pinned or 
Restrained 

Random Mutation (x3). See 
Mutations below

ExtRAs
Mutations (advantageous) 
Cognition: Enhanced (multitasking), 
Limbs: Additional, Limbs: 
Specialized (brute strength; 
elongated; original arms), Limbs: 
Specialized (precision; additional 
arms); Size: Increased 1, Strength: 
Increased: 1 (weapon: +1)

Mutations (detrimental) Drive: 
Urge (violent rage) Average (+1), 
Inhuman Feature (tusks), 
Weakness: Sensitivity (sunlight)

skILLs
Superb (+5)  

Great (+4) Physique

Good (+3) Athletics Fight

Fair (+2) Notice Provoke Shoot

Average (+1) Deceive Stealth Technology Will

Physical Stress

  
1 2 3 4

Mental Stress

  
1 2 3 4

CONsEQuENCEs

 You can customize this archetype to create a 
named character by adding character aspects 
and stunts.

mFate Points: 3

Gear: Camouflage Fatigues, 4x 
Fragmentation Grenades (Weapon: 4/2), 
Kevlar Vest (Armor: 1), Night Vision Goggles, 
2x Glock Pistols (Weapon: 1)

2 
4 
6

Dr. Nik’s Happy Fun RulesDr. Nik’s Happy Fun Rules

tEtRAkHEIREs
Rank Detail

Physical: Great (7) Mighty

Defense: Good (6) Agile

Mental: Poor (3) Irritable

Resolve: Mediocre (4)

Archetype (mutant): Abysmal (1)

Health Good (6) Sturdy

Gear: Camouflage Fatigues, 4x Mediocre (4) Fragmentation Grenades, 
Mediocre (4) Night Vision Goggles, 2x Poor (3) Pistols, 
Poor (3) Armored Vest

Notes: Mutations (advantageous) Cognition: Enhanced (multitasking), 
Limbs: Additional, Limbs: Specialized (brute strength; elongated; 
original arms), Limbs: Specialized (precision; additional arms); Size: 
Increased 1, Strength: Increased: 1
Mutations (detrimental) Drive: Urge (violent rage) Terrible (2), 
Inhuman Feature (tusks), Weakness: Sensitivity (sunlight)

Modern Adventures RulesModern Adventures Rules

tEtRAkHEIREs
CHA DEx INt PER PsY sPI stR VIt DEF INIt sPD

d6 d10 d4 d8 d6 d6 d10 d10 9 24 30

skILLs
Acrobatics: d6

Athletics: d10

Awareness: d6

Deception: d4

Firearms: d8

Intimidation: d6

Random Mutation: d6

Stealth: d8

Survival: d6

Tracking: d6

HEALtH  

ARMOR  Kevlar Vest
WEAPONs 4x Fragmentation 
Grenades (DMG 2; 50’), 2x Glock Pistols 
(DMG 4; 150’; 9 shots)
gEAR

Camouflage Fatigues,  
 Night Vision Goggles,  
Mutations (advantageous) 
Cognition: Enhanced (multitasking), 
Limbs: Additional, Limbs: Specialized 
(brute strength; elongated; original 
arms), Limbs: Specialized (precision; 
additional arms); Size: Increased 1, 
Strength: Increased: 1

Mutations (detrimental) 
Drive: Urge (violent rage) 7,  
Inhuman Feature (tusks),  
Weakness: Sensitivity (sunlight)

QuALItIEs
Lightning Quick 
Reflexes

Weird (random 
mutant)
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NON-HuMAN MutANts
All species are capable of mutation, not just Homo Sapiens. The following are all examples 
of relatively common animal species mutations. 

bLOOD DOg
“From a distance, he looked like a hairless chihuahua, only much bigger.”

– Dave Hewitt

Relatively common world-wide, the Blood Dog has been 
recognized as an official subspecies of dog, canis 
hematovoris. Considered a large breed, Blood 
Dogs weigh between 75-90 pounds but 
stand only 20-22 inches tall. They are 
extremely muscular animals, especially in 
the hindquarters, and are excellent jumpers. 
Blood Dogs have short, rounded snouts 
with especially pronounced canine teeth 
and wide, flat tongues. Their saliva contains 
a powerful anticoagulant and has mild 
anesthetic properties. 

Blood Dogs are so named because they 
need to consume about a cup of blood 
every 2-3 days to maintain optimal health. 
Unfortunately, blood is a natural emetic 
and Blood Dogs lack the adaptions 
necessary for digesting large quantities 
of blood. Consequently, they can only 
ingest a limited amount of blood at any one time before vomiting and are perpetually on 
the verge of an iron deficiency.

Blood Dogs who are able to meet their peculiar dietary requirements have luxurious 
golden-brown coats. Medium length and especially lustrous, their fur almost seems to glow. 
Their eyes are expressive and their floppy ears, adorable. All this changes if For a bBlood 
dDog who is denied blood for 4 or more days. At first their fur grows dull and lifeless and 
they develop a skin condition resembling a combination of mange and eczema. After a full 
week without blood, their coats fall out in patches, revealing greyish scabrous skin beneath. 
As the bare patches grow larger, the skin begins to flake away in large scale-like clumps. 
Without hair, Blood Dogs bear a striking resemblance to early reports of chupacabras, with 
scaly skin, powerful kangaroo-like legs, and large fangs.

Most specimens have been encountered in the wild where they form packs, just like other 
canine species. Blood Dogs can and do breed with domesticated dogs, as well as wild 
wolves, and coyotes. The latter two crossbreeds are respectively larger and leaner than 
standard blood dogs and demonstrate more wolf-like or coyote-like behaviors, respectively. 
While the majority of domesticated specimens are the result of a wild male impregnating 
a tame female, the Blood Dog mutation has spontaneously emerged among domesticated 
dog populations on at least two documented occasions. The mutation has never been 
known to spontaneously arise in wolf or coyote populations and has only been introduced 
through interbreeding.

How much is that doggie in 
the window?

The one with the translucent 
tail?

Baldric9000 • Feb 6, 2016 • 
0 replies

I THINK I ran into one of these 
in Alberta. Gorgeous dog. 
Seemed friendly. Kept licking 
my bullet wound, which I’d 
acquired when... well, never 
you mind. I let it, ‘cuz dog 
saliva’s antiseptic, right? Had 
a devil of a time getting that 
wound to close and it never 
healed quite right.

Pipewrench Sally • 
Feb 10, 2016 • 1 reply

Tell me you shot the 
damn thing.

Dangerous Dan • Feb 
5, 2016 • 1 reply

Negative. I was holed up in 
that basement for three days. 
That dog kept me warm at 
night - although it may have 
had something to do with the 
lightheadedness I developed.

Pipewrench Sally • Feb 
12, 2016 • 1 reply

That would be the blood 
loss talking... 

sponng • Feb 12, 2016 • 
0 replies

Modern Adventures RulesModern Adventures RulesDr. Nik’s Happy Fun RulesDr. Nik’s Happy Fun RulesModern Adventures RulesModern Adventures Rules
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Blood dogs are among the more intelligent types of canines, just slightly less smart than 
the average sheepdog. Combined with their leaping ability, they can easily escape most 
enclosures that aren’t specifically designed to contain them. They are also high-strung, 
prone to neurosis, and occasionally demonstrate odd behavior, growling at unseen 
subjects and refusing to enter certain rooms or vehicles. Otherwise they act much like 
other dogs. Their psychological quirks make them difficult to train; extreme patience and 
dedicated is required.

Similarly, an injured Blood Dog requires constant care. As many retain the canine instinct 
to lick wounds, they inadvertently coat injuries with their anticoagulant saliva. Blood Dogs 
can potentially die from even a small scrape since licking causes increased bleeding 
which makes them lick even more. Owners must maintain constant vigilance to ensure 
that they don’t chew or lick their wounds and often remark that the animals spend more 
time wearing veterinary cones than not. This behavior may vary between individuals 
encountered in the wild. Some may have weaker licking instincts than others – or no 
instinct at all. Such individuals would have an edge when it comes to natural selection and 
may eventually result in a stable population of wild Blood Dogs. 

tRAIts
Drive: Compulsion (drink blood) (-variable), Limbs: Dedicated (movement; legs) (+3), 
Saliva: Anticoagulant (+5), Skin: Leathery (+4), Strength: Increased 1 (+4)

Blood dogs must pay 12 mutation points minus the cost of their Drive: Compulsion to 
acquire the above traits.

 PROgREssION
Blood dogs are born in litters of 5-6 and develop more-or-less normally, reaching physical 
maturity and their full musculature in 16-18 months. They begin producing anticoagulant 
enzymes in their saliva between 20-24 months and their craving for blood lasts usually 
emerges shortly thereafter. By age 3 their skin becomes tough and scaly, although this 
often goes unnoticed if they’ve fed regularly enough to maintain their glossy coats.

HEREDItY
Most Blood Dog genes are dominant, so pairing with a baseline canine will result in 50% 
Blood Dogs and 50% baseline pups. There is some concern that a Blood Dog mother may 
not be able to provide full nutrition to their baseline pups; vitamin supplements are strongly 
recommended. 

IDENtIFICAtION
How much a given character knows about Blood Dogs depends on the result of a skill roll. 
Characters with a history of studying mutants (or veterinary medicine) should be familiar 
with the content of this entire chapter regardless of their roll.

Blood Dogs are a relatively well-studied sub-species 
of dog with a craving for blood in their diet. They are 
highly muscular and capable of powerful leaps. Blood 
dog saliva has anticoagulant properties, making their 
bites extremely dangerous.

Read the entire Blood Dog article.

Design Note:

Why a Compulsion to 
Drink Blood Instead 
of a Biological Drive 
mutation?

To have a Drive: Biological 
means they’d risk dying 
if they went without blood. 
Going without blood doesn’t 
really hurt them or have 
any significant in-game 
effect. It just changes their 
appearance and behavior.

Knowledge (Science) -2, 
Knowledge (Biology) -2  or 
Common Knowledge -2 for 
scientists

Knowledge (Science) -2, 
Knowledge (Biology) -2  or 
Common Knowledge -2 for 
scientists

Since Blood Dogs 
are built as Monsters 
there’s no need to 
track experience, 
but for the record: 
their mutations are 
the equivalent of the 
Arcane Background 
(Random Mutant) – 
assuming they have 
the minimum d4 Drive: 
Compulsive.

Modern Adventures RulesModern Adventures Rules

Knowledge (biology) 
DC 15

Knowledge (biology) 
DC 20

Blood Dogs must take 
the Random Mutation 
feat – which means 
that (assuming one 
starts with Riding Dog 
base stats) they’ll 
need at least an extra 
2 hit dice. To avoid 
spending a second 
feat they must have 
a Drive: Compulsive 
(drink blood) of at 
least DC 13.

Average (+1) Scientific Lore or 
Good (+3) Medical Lore

Fair (+2) Scientific Lore or 
Good (+3) Medical Lore

Since they’re build 
as non-player 
antagonists, there’s no 
need to build Blood 
Dogs using the same 
method as human(oid) 
characters, but for the 
record: their mutations 
are the equivalent 
of 2 refresh with a 
Mediocre (4) Drive: 
Compulsive (drink 
blood). By raising the 
strength of the drive 
to Fair (+2), they can 
be built with only 
1 refresh.

Dr. Nik’s Happy Fun RulesDr. Nik’s Happy Fun Rules

Mediocre (4) Archetype 
(scientist or biologist) or 
Great (7) Mental

Good (6) Archetype 
(scientist or biologist) or 
Great (7) Mental

Since they’re built 
as non-player 
antagonists, there’s no 
need to build Blood 
Dogs using the same 
method as human(oid) 
characters, but for 
the record: they have 
the equivalent of an 
Archetype (Random 
Mutation) attribute of 
at least Poor (3). 

Modern Adventures RulesModern Adventures Rules

Knowledge (biology)

Challenging (-2) Knowledge 
(biology)

Since they’re built 
as non-player 
antagonists, there’s no 
need to build Blood 
Dogs using the same 
method as human(oid) 
characters but for the 
record: their mutations 
are the equivalent 
of the Weird quality 
and a d6 Random 
Mutation skill.
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Many believe that Blood Dogs are responsible for 
Chupacabra sightings since the 1990s. 

The Chupacabra, or “goat sucker” is a creature of 
legend believed responsible for the death of livestock 
(and occasional attacks on humans). Seen primarily at 
night, they leave vampire-like bite marks and bloodless 
corpses in their wake.

The Philippine town of Concepcion suffered the loss 
of over 200 goats during 2004, their bodies drained 
of blood. A large dog with bloodshot eyes was sighted 
by many villagers, especially during the nights of 
the full moon leading to some debate as to whether 
a werewolf or chupacabra was responsible for the 
deaths. Police were ordered to shoot any strange 
animals on sight.

bLOOD DOg

Knowledge (Anthropology) 
-2, Knowledge (History) 
or Common Knowledge 
to an anthropologist, 
cryptozoologist, or folklorist

Knowledge (Anthropology) 
+ raise, Knowledge 
(History) -2 or Common 
Knowledge -2 to 
an anthropologist, 
cryptozoologist, folklorist, 
or Filipino

Attributes: Agility d8, Smarts d6 (A), Spirit d6, Strength d8, Vigor d8

Skills: Fighting d8, Intimidation d8, Notice d6

Pace: 9”, Parry: 6, Toughness: 6 (1)

Mutations (advantageous) Limbs: Dedicated (movement; legs), Saliva: Anticoagulant, Skin: 
Leathery, Strength: Increased 1

Mutations (detrimental) Drive: Compulsion (drink blood) 

Special Abilities: 

Anticoagulant Bite: Str +d4. If bite victims are Shaken or worse, they must make a Vigor 
roll on the following round or suffer a level of fatigue due to blood loss.

Armor: Beneath their fur, Blood Dogs have tough scabrous hides, giving them +1 armor.

Compulsion: Blood Dogs must make a daily Spirit roll or be compelled to seek out fresh 
blood. If confronted with a ready source of blood (such as from a fresh body) they must 
make another Spirit test to avoid lapping it up immediately.

Fleet-Footed: Roll a d10 when running instead of a d6.

Go for the Throat: Dogs instinctively go for an opponent’s soft spots. With a raise on its 
attack roll, it hits the target’s most weakly armored location.

Leaping: Blood Dogs are excellent leapers. They can make a standing 2” long jump and 
can clear 4” with a running start. A successful Strength roll increases either distance by +2”.

Low-Light Vision: Blood Dogs have large eyes that allow them to ignore penalties for 
Dim and Dark lighting.
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Knowledge (history) DC 
15 or Knowledge (pop 
culture) DC 13

Knowledge (history) DC 20 
or Knowledge (geography) 
DC 20 or Knowledge (pop 
culture) DC 18

N Medium animal

CR 4

Init: +2; Senses low-light vision, scent; 
Perception +10

DEFENSE

AC 17, ballistic 17, touch 12, flat-footed 15 
(+2 Dex, +5 natural)

hp 48 (6d8 + 18)

Fort +8, Ref +7, Will +3;

OFFENSE

Spd 45 ft

Melee bite +8 (1d6 bleed +4 plus trip) or 
leaping charge bite +8 (1d6 bleed +4) and hind 
claw +3/+3 (1d4+2)

TACTICS

Before Combat: Blood Dogs appear to flee 
when confronted. Once out of sight, they circle 
back to surround their opponents and hide.

During Combat: Blood Dogs use wolf-pack 
tactics. The lead dog draws attention while 
the rest charge in from flanking positions 
and make leap attacks on their prey. Their 
enhanced speed lets them hide outside 1 
range increment of most handguns while still 
being able to close the distance in one round. 
If half the pack becomes wounded, they all 
flee. If pursued, the most heavily wounded dog 
becomes “bait” while the others circle around 
for another round of flanking charges.

STATISTICS

Str 18, Dex 15, Con 15, Int 2, Wis 12, Cha 8

Base Atk +4; CMB +8, CMD 20 (24 vs. trip)

Feats Random Mutation, Run, Skill Focus 
(perception)

Skills Acrobatics +5 (+15 leaping),  
Perception +10, Stealth +8, Survival +2 (+6 
scent tracking), Swim +6

Racial Modifiers: +4 Survival when tracking 
by scent.

SQ Leap Attack, Low-Light Vision, Scent

Mutations (advantageous) Limbs: Dedicated 
(movement; legs), Saliva: Anticoagulant, Skin: 
Leathery, Strength: Increased 1

Mutations (detrimental) Drive: Compulsion 
(drink blood) DC 13

ECOLOGY

Environment any 

Organization pack (2-8)

Treasure none

Charging Leap Attack Blood Dogs can end 
a charge by leaping upon their foes, biting at 
their necks and clawing at the stomach with 
their powerful hind claws. 

Average (+1) Cultural Lore

Fair (+2) Cultural Lore

AsPECts
Blood-Drinking Mutant Hound

Anxious and Neurotic

	 mAspects

Mighty Hind Legs, Superhuman 
Strength

stuNts
Canine Tracking. +2 Investigation to 
follow trails or track by scent.

Random Mutation (x2). See Mutations 
below

ExtRAs
Mutations (advantageous) Limbs: 
Dedicated (movement; legs), Saliva: 
Anticoagulant, Skin: Leathery (Armor:1), 
Strength: Increased 1

Mutations (detrimental) 
Drive: Compulsion (drink blood) 
Mediocre (+0)

mFate Points: 2

 

skILLs
Superb (+5)  

Great (+4) Athletics

Good (+3) Fight

Fair (+2) Physique Notice

Average (+1) Stealth Will

Physical Stress

  
1 2 3 4

Mental Stress

  
1 2 3 4

CONsEQuENCEs

 You can customize this archetype to 
create a named character by adding 
character aspects and stunts.

2 
4 
6

Quick Reference

Move 3 rounds per zone if no 
obstacles

Can invoke Mighty Hind 
Legs for Athletics Overcome 
rolls or Fight attacks 
when they can charge an 
opponent
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Mediocre (4) Archetype 
(historian, folklorist, 
antiquarian, or 
cryptozoologist) or  
Fair (5) Mental

Fair (5) Archetype 
(historian, folklorist, 
antiquarian, or 
cryptozoologist) or  
Great (7) Mental

Rank Detail

Physical: Good (6) Strong

Defense: Fair (5) Fast

Mental: Terrible (2) Animal Intelligence

Resolve: Mediocre (4)

Archetype 
(mutant):

Abysmal (1)

Archetype 
(dog):

Good (6) High Strung

Health Fair (5)

Gear: Terrible (2) natural armor

Notes: Mutations (advantageous) Limbs: Dedicated (movement; legs), 
Saliva: Anticoagulant, Skin: Leathery, Strength: Increased 1

Mutations (detrimental) Drive: Compulsion (drink blood) 
Mediocre (4)

Bite attack victims suffer 1 Health on the next round due to 
blood loss.

+2 expertise running and jumping

+1 expertise brute strength and raw power
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Average Knowledge (History), 
or Average Arcana or Average 
Occult

Challenging (-2) Knowledge 
(History), or Challenging (-2) 
Arcana or Challenging (-2) 
Occult

CHA DEx INt PER PsY sPI stR VIt DEF INIt sPD
0 d10 d6 (A) d8 0 0 d12 d6 7 18 50

skILLs
Athletics: d8

Awareness: d8

Melee: d10

Random  
Mutation: d8

Resist: d6

HEALtH 
ARMOR  natural
WEAPONs

Weapons: Bite (DMG 3) + 
1DMG bleeding 

Mutations (advantageous) 
Limbs: Dedicated (movement; 
legs), Saliva: Anticoagulant, 
Skin: Leathery, Strength: 
Increased 1

Mutations (detrimental) Drive: 
Compulsion (drink blood) 5

QuALItIEs
Weird (random 
mutant)

Weird Points: 16

tRAIts
Leaping Charge: At 
the end of a charge, 
Blood Dogs can roll 
Str + Melee to inflict 
DMG 5

Leathery Skin: natural 
armor 2




