
New Classes
Soldier
Requirements: STR 9
Ability Adjustments: None
Prime Requisite: STR
Hit Dice: 1d8
Maximum Level: None
Attack As: Astronaut
Save As: Astronaut
Soldiers may use any weapons and armor.

Defense
Human Soldier are better at avoiding damaging due to training at dodging, 
blocking, parrying, etc.
-1 to attackers’ to-hit rolls. (As Bonobo)

Rifleman
Highly trained and familiar with firearms they receive +1 to-hit rolls with all 
firearms,

Because of their education and experience with technology from their home 
time, they will be able to discover the use of human artifacts with no roll 
required. However, if trying to determine the use of Underdweller weapons 
technology they may do so with a base probability of 50%, +5% per level with a 
maximum of 95%.

At ninth level all humans gain the followers and ability to start a new settlement
(As Astronaut.) They do not gain the ability to research astronomy or earth 
sciences as Astronauts do. 
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Scout
Requirements: DEX 9
Ability Adjustments: None
Prime Requisite: DEX
Hit Dice: 1d6
Maximum Level: None
Attack As: Gorilla Soldier
Save As: Astronaut
Scouts may use any weapons and armor.

Back Stab
A Scout is adept at using move silently and hide in shadows to gain a bonus of 
more damage. If the target is unaware of a Scout he gains a +4 attack bonus 
and damage is doubled..

Forage
(As Astronaut)

Track
The Scout is skilled at tracking. The base chance to do so is 50 percent plus 5 
percent per level after 1st level.(maximum 95 percent.) This roll can be 
modified by the DM for circumstances such as tracking across soft mud, 
tracking across snow, the quarry is trying to hide their tracks, etc.

Move Silently and Hide in Shadows
(As Bonobo) 
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Scientist
Requirements: INT 9
Ability Adjustments: None
Prime Requisite: INT
Hit Dice: 1d4
Maximum Level: None
Attack As: Chimpanzee Scholar
Save As: Chimpanzee Scholar
Scientists can only use small weapons like hand guns or knives, and no armor.

Areas of Knowledge 
Scientists have Areas of Knowledge identical to those found in the Astronaut 
and areas of specialties found in the Chimpanzee class. For the purposes of the
Scientist they are treated as Areas of Knowledge with a few notes added  below.

Scientists may choose one Area of Knowledge at first level and another at 
levels 4, 8, 12, 16, and 20.

These Areas of Knowledge are treated just like an Astronaut with the exception
that Scientists ARE strictly scientists and have an advantage over Astronauts: 
the Scientist recieves a +1 to their chance on a 1d6 of success.

Fore example: a 5th level Scientist has knowledge in Life Sciences. His chance 
of success is 1-4 on a 1d6 due to the +1 bonus. An Astronaut of the same level 
would have a 1-3 chance.

Astronaut Areas:
Aeronautics, Art, Astronomy, Building/Construction, Computers/Electronics, 
Earth Sciences,   Farming, General science, History, Life Sciences, Literature, 
Medicine

A Note on Medicine: Those without this as an Area of Knowledge will use the 
lowered chance (but still receive a +1 bonus) and it acts as if an Astronaut is 
using it. Those with this as an Are of Knowledge will use advanced Medicine as
a Chimpazee (see below.)

Chimpanzee Areas:
Archaeology
Scientists with this area of Knowledge can study the various societies on the 
planet with records and examination of sites learning about their customs and 
other information to help navigate their way in this new world. Like a 
Chimpanzee they can spot hidden or concealed entrances or passages in ruins 
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or underground structures, even those of Underdwellers, on a roll of 1-2 on 
1d6 and locate previously unknown sites of previous occupation on a roll of 1 
on 1d6.

Behavioral Science
Attempts sat empathy are identical to a Chimpanzee's with observation for 
three rounds for emotional state, lyng, etc. However, the first attempt on an 
Ape or Underdweller requires a 1-2 on 1d10 for success. After at least one 
success the chance increases to the normal  1-2 on 1d6 for the species the 
success was made for.

Medicine
This follows the exact same guidelines and abilities for Chimpanzees.

Research
Just like Chimpanzees a Scientist is able to conduct research on topics in their 
Area of Knowledge with a base percentage of success equal to 50%, +5% per 
level.
All other considerations still apply: timeframe, frames of reference, tools and 
facilities etc.

For advanced technology found with the Underdwellers the Scientist has a 
better chance than Chimpanzees at understanding it due to its foundations of 
old Earth technology. Their base chance is 35%, +5% per level.
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Engineer
Requirements: INT 9
Ability Adjustments: None
Prime Requisite: INT
Hit Dice: 1d6
Maximum Level: None
Attack As: Astronaut
Save As: Astronaut
Engineers may use any weapons and armor.

Repairing Technology
Engineers can repair broken technological devices.
For broken technology from their own time, Engineers have a base chance of 
30% to repair it, +5% per level, up to 95%

For any Underdweller or other advanced technology, engineers have a base 
chance of 10% to repair, +5% per level, up to 95%

For primitive technology, like the apes use, engineers have a base chance of 
60% to repair any technology , +5% per level, up to 95%

Modifiers to Repair Roll
Without a tool kit -10%
Heavily Damaged -20%
Missing Parts -25%
Created by Engineer +15%

Understanding Advanced Technology
To simply understand and use Underdweller technology. Their base chance is 
55%, +5% per level.

Building New Technology
Starting at level 3, Engineers can, given appropriate resources, build devices or
machines on their own. They’ll need adequate tools and materials. The chance 
of creating a machine successfully is 25%, +5% per level

Modifiers to Building Roll
Blueprints available +10%
Manufacturing Facility +15%
Jury-Rigged  -10%
Higher Tech Level -20%
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Super-Scientist
For super-scientists, science isn’t the ultra-specialized set of disciplines we know
today. The lines between different branches of science are fuzzy, and it’s 
possible for a single super-scientist to contribute groundbreaking research in 
multiple fields. While ordinary ape citizens  (and others) use pre-industrial 
technology in their daily lives, super-scientists push the envelope and (re)invent 
things not seen since Ancient times.

Super-Scientist Progression

Level XP Hit Dice BAB Save
1 0 1d6+4 +0 15
2 2,000 2d6+4 +0 14
3 4,000 3d6+4 +1 14
4 8,000 4d6+4 +1 13
5 16,000 5d6+4 +1 13
6 32,000 6d6+4 +2 12
7 64,000 7d6+4 +2 12
8 120,000 8d6+4 +2 11
9 240,000 9d6+4 +3 11

Game Rule Information
Prime Requisite: A super-scientist’s prime requisite is Intelligence; a character 
must have a INT score of 11 or higher to become a super-scientist.

Alignment: Any (but typically non-chaotic).

Hit Dice: Super-scientists start with a “hit point kicker” of 4 hp and gain 1d6 hit
points + CON mod per class level.

Combat Ability: A super-scientist has a fair Base Attack Bonus progression. 
super-scientists are proficient with any melee or ranged weapon that can be 
wielded one-handed. Unlike most characters, they take no penalties when 
wielding Advanced-Tech weapons. They are proficient with light armour only 
(no shields).

Saving Throws: Super-scientists have fair saving throws, and gain +1 on saves 
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vs. technological devices.

Special Abilities

Advanced-Tech: Unlike other characters, super-scientists are considered 
Advanced-Tech. They do not need to make Technology Rolls to decipher 
Advanced-Tech relics, and only take Tech Level penalties for Ancient-Tech 
devices.

Inventions: Starting at 2nd level, a super-scientist can create unique devices 
and machines. These inventions are unique because the Affiliation (and Ape 
Sultanate) lack industrial facilities that would let them duplicate such items, or 
they use spare parts of Ancient devices no longer found. There is also often a 
luck factor involved, since the character may not fully understand the principles
underlying the functioning of technology.

Super-scientists accrue “craft points” with experience and learn new “tricks” at 
every even-numbered level (2nd, 4th, 6th, etc.), as shown on the Inventions 
table, below. If a device is lost, destroyed, etc., it can be replaced by the super-
scientist creating another one – and not necessarily the same. (By default, the 
super-scientist should get the same number of craft points as had the original 
device that was lost.)

Use the following guidelines to design inventions. What they can make, their 
size, ammunition/charges, etc., should be agreed between the player and the 
referee.

1. To create each new device, super-scientists have a pool of “craft 
points” as shown below. Each power, effect and/or characteristic of 
the device costs a number of points. 

2. The main function of the device should be based on a spell (any spell 
– arcane or divine – with effects that might plausibly be duplicated by 
sci-fi technology in the context of the game); this costs one point per 
level of the equivalent spell. Note that a 2nd-level super-scientist is 
limited to the equivalent of a 1st-lvl spell; a 4th-level super-scientist is 
limited to a 2nd-lvl spell; etc. (as indicated on the Inventions table). 

3. Points may also be used to grant additional aspects or effects: 
combining two functions together (i.e. two spells equivalent effects) 
costs 1 point; increasing the device’s sturdiness granting it a +2 bonus 

7



to saving throws (and AC, if any) costs 1 point; giving the invention 
two more uses per day costs 1 point; etc. Other aspects or effects 
would likewise cost 1 or more points. 

4. An invention should be usable approximately 1d4 times per day. 
5. An invention conforms to the rules of technology (i.e. they aren’t 

magical, could be used by anyone who has been told how to use it, 
probably require ammunition or power packs, etc.). 

6. Only the super-scientist who made the invention, and those who were 
carefully instructed, can use it safely and successfully. Other people 
need to make a Technology Roll (as per Mutant Future, with the 
complexity decided by the referee.) 

Super-Scientist Inventions

Scientist
Level

Craft
Points

Max. Lvl
Equivalent

1 – –
2 1 1st
3 2 1st
4 3 2nd
5 4 2nd
6 5 3rd
7 6 3rd
8 7 4th
9 8 4th
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