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“MUTATION: The original source of genetic variation
caused, for example, by a change in DNA base or a
chromosome. Spontaneous mutations are those that
appear without explanation, while induced mutations are
those attributed to a particular mutagenic agent.” Robert
F.Weaver and Philip W. Hedrick, Genetics (2nd Edition)

WHY A MUTANT BOOK?

Unless you haven’t read any comics in the last ten years,
the answer is probably self-evident. The concept of people
born with inexplicable powers is a mainstay of the medium.
Originally, they were considered as simply new additions to
the already growing number of costumed paranormals run-
ning around. However, somebody along the line (most
believe it was Stan Lee) decided to begin evoking social
consciousness and using these “mutants” as allegories for
all of the oppressed peoples of our own real world. Racism,
racial purity and genocidal policies became issues of impor-
tance to the characters, and battle lines began to be drawn.
Ultimately, the comics that dealt directly with mutants, their
lives, their problems and their war for survival against pow-
erful opponents became the most popular ever. Even with
the advent of the new “literary” comics, mutant books area
still endowed with a large and loyal following.

The Champions Universe, like any comic universe, has
its own stories to tell. Mutants exist and have their problems,
and groups like Genocide serve as primary antagonists in
their angst-ridden struggles. With the collecting of over ten
years worth of published material into one cohesive continu-
ity, one of the first and most important tasks must be to define
the role of mutants and how their existence (and the exist-
ence of opposition groups) affects the Champions Uni-
verse.

HOW TO USE THIS BOOK

As stated, the primaryfunction of this book is to define and
detail the world of mutants in the Champions Universe.
There are numerous characters detailed in these pages, but
The Mutant File is more than a collection of villains. In fact,
there are three main sections. The first is a sourcebook
information section, discussing the various aspects of mu-
tants, including what they are, how they came to be, and
what their lives are like. This will aid the GM in determining
how to run mutants and what factors to bring into play when
mutants and their opponents are involved. It will also aid a
player in generating and developing their character, espe-
cially if they choose to define their origins as mutant in
nature.

The second section is much like an organizations book,
detailing Genocide. This rather popular villain organization,
introduced in the very first Enemies book, has existed and
been used for years with very little published information. All
of that changes with this book.

The third and final section most resembles an Enemies
collection. Mutant and mutant-related characters of all moti-
vations are represented. There are mutants of varying power
levels given, which can be used as “normals,” DNPCs, plot
devices, or opponents for both “four-color” and Dark Cham-
pions games (The Downtrodden, described later, are espe-
cially useful for Dark Champions). Also included is a “Ran-
dom Mutant Generator” which will allow GMs to create “non-
super’ mutants on the spot for various reasons, including all
the ones listed above.

NON-“SUPER” CAMPAIGNS AND
THE MUTANT FILE

As stated in all Hero System products, sourcebooks for
one genre can be modified for use in other genres. In The
Mutant File, simple adjustments to DEX, SPD, dice in at-
tacks, and defenses are suggested to bring superheroic
level characters down to heroic level campaigns. Of course,
some of the mutants contained herein may be used with
virtually no modifications. A low powered mutant may not be
much of a threat to the Champions, but he could propose a
real problem for a group of agents if played right.

AUTHOR’S NOTES

The reader will quickly note upon perusing the characters
within (invariably the first thing almost anyone does when
they get one of these books) that most are built to be fairly
powerful. The agents alone are enough to give even the most
experienced characters a real challenge, and the leaders of
Genocide are just not to be messed with. Additionally,
IMAGE is a very powerful bunch (for the most part).

This is intentional. It is my belief, based upon experience,
observation, and the statements of many Champions GMs
I have interacted with from many parts of the country, that the
average Champions campaign is operating at a much
higher level than the “original” bounds suggested way back
when. The days of the 250 pt starting game are dwindling,
being replaced by the 300, 350, or even so-called “unlimited”
games where only the damage classes and defenses are
really regulated. GMs are allowing their players to play
characters that are fully developed and have enough points
to be like their favorite characters in the comics—not like
their favorite characters’ sidekicks or as they were when they
first started out.
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This is in no way intended to criticize the GMs who still
maintain their games at the lower levels. One of my all time
favorite campaigns was based on characters with only 200
pts and what collective wits we had as a group to survive.
Nonetheless, GMs and players are laoking more and more
to really cut loose and experiment with some “real power.”
Used correctly, the characters within these pages should be
able to give those high-powered heroes a run for their
money. Obviously, they can be adjusted to fitany level game,
or the GM can just use less of them.

Another concept found within is the rather radical ways
Genocide uses technology for its goals. An organization
dedicated to defeating paranormals that has the right back-
ing will develop effective countermeasures to superpowers.
However, the GM should feel free to substitute more “nor-
mal” weaponry, such as blasters or even conventional fire-
arms, if the tech is too much.

Many of the characters within are built with a more “real-
istic” eye. The standard of the “old days” was that bricks had
an 18 DEX and a 4 SPEED, while almost everyone else had
a23DEX and a 5 SPEED (matrtial artists and speedsters not
withstanding). Other stats also tended to fall within certain
patterns. | decided to experiment with the idea that some of
these people might have certain enhanced abilities but that

they may have far more normal characteristics. | understand
that, for balance and playability, certain things need to
happen regarding DEX, SPEED, CON, and defenses, but it
can be really interesting to interact with characters that are
closer to being human and still paranormal. A perfect ex-
ample is Blowout of IMAGE. She’s a very powerful character,
but | decided that there was no reason why she should have
higher than a 16 DEX. Actually, it would have been reason-
able to make it even lower, but making her slower than most
average agents wouldn’t have worked.

One final note. | have often encountered “hard-core”
Champions players who complain about published charac-
ters that aren’t built “efficiently.” | try very hard not to have a
fit when | hear this, but | feel it important to note here that
efficiency is by no means the “end-all, beat-all” of gaming.
Many of the characters in the Mutant File have stats like a 14
INT or a 17 CON because | just wanted to give them
something differentthan every other character in the game.
A 14 INT /s smarter than a 13, regardless of the math. Not
every personontheplanetis“buiit"etficiently (if I were, ’'dbe
thin, rich, and have a 15- in Typing, instead of my barely 8-
roll). Neither is every superpowered character likely to be.






