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CRANK’S CARNIES
A PLANET MOTHERFUCKER Adventure

By Trenton L. Isaacson

Introduction
WELCOME TO PLANET MOTHERFUCKER.  This part of Motherfucker Territory  is Granite City, a 
hole in the ground on the banks of the Pississippi River, just far enough away from the 
Minnepaulapolis radioactive crater so that people can live here year round, but close enough to 
that mess that the occasional mutant plague still shows up from time to time.

This adventure is essentially a smash-n-grab designed for Novice level characters in that game 
system that's “fast and fun”, but this can be made to work with whatever system you prefer with 
relatively little strife.  One thing you definitely want is Jack Shear's psychoholic trash culture 
setting, “Planet Motherfucker”, available in hard copy on Lulu.com.  If you have that, and read 
through it, this will at least make a little more sense to you.

Granite City
Granite City is a crossroads of sorts; nomads and road gangs pass through here in their seasonal 
migrations, bounty hunters often stop for information and a cold brewski, mercenaries come here 
looking for work busting faces, and traders come looking to make a score.

Granite City used to be called “Saint Cloud”, in what used to be central Minnesota, back before the 
YEAR OF THE THUNDERKISS.  Now it’s a ruined manure heap, home to destitute, mostly witless 
folk who don’t have any better place to go.

The Carnies
The whole area is run by CRANK'S CARNIES, a ruthless group of little bastards who provide 
entertainment, goods, and services largely to those passing through who can pay for what the 
Carnies are selling.

The Carnies are powerful here.  They employ numerous goons and facemashers who mean 
business when it comes to breaking kneecaps and kicking general ass any time someone crosses 
the Carnies.

These goons provide a big, mean-looking front meant to intimidate anyone passing through, 
sending a message that says, "You're welcome here if you behave yourself, but don't EVEN try to 
fuck with us."

There is only one law in Granite City, and that is “What Crank Says, Goes”.  Crank is the mean, 
sour, little bastard who runs the Carnies, and he doesn't take shit from anyone.  Crank has 
managed to make himself wealthy and powerful in this area, and he means to keep it.
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What the Carnies Have
The Carnies have a number of establishments around town, some of which provide employment 
and even entertainment for locals, others just cater to those passing through who have something 
good to trade.  This is part of the intro, so read any or all of this to the players as you see fit.

CRANK'S CARNIVAL
Located in the "Whitless Park" area of north Granite City, this is a den of fun, 
games of chance on the midway, rides, and occasionally horror and drunken 
sadism.  Crank has his stronghold here, the Tower of Power, from which he can 
look out upon his minions, his customers ("suckas"), and cackle his evil laugh.  
Here for a modest price of admission, patrons can ride the Zipper, the Scrambler, 
the Tilt-o-Whirl, and other rides.  Rumor has it that most rides have what Crank 
calls "Crank's KILLSWITCH", which can  make each ride a deadly-but-hilarious 
form of execution for his most hated enemies.

CAKE EATERS
On the very northern fringe of town on the road simply known as "The Ten", there 
is a walled compound owned by the Carnies called "CAKE EATERS".  Locals can't 
usually afford to get in, but if you're passing through the area and have goods to 
trade, you can bribe a gate guard (which usually requires something worth 
roughly $25-$50 in trade) and get in to find a courtyard filled with merchants (who 
pay the Carnies a premium to have booths on the grounds), and a titty bar called 
"Carnival Pleasures".

Inside the titty bar are strippers and dancing girls of all shapes and sizes, and there 
are back rooms aplenty, as well as gaming tables for those who like to gamble (and 
usually lose).

CRANK'S SWAP MEET
Near downtown, on the skanky shores of Lake Jorge, there's a big, dusty, dirty free 
for all of a swap meet that goes on every week.  Locals and nomads can come in 
and buy and sell just about anything there, but the Carnies always get their cut of 
every sale.  Or ELSE.

CRANK'S CHOP SHOP
Here the Carnies have some crack mechanics and vehicle gurus who can soup up 
any jalopy into a Dragula, fix/mod/rebuild a bike, or make something according to 
specs if you got enough loot to trade for it, that is.  

They don't work cheap, but they're good at it, so you get what you pay for.
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CRANK'S DUNK TANK
A water-filled quarry formerly known as "Deep Five", Crank's Dunk Tank is where 
Crank gets rid of his problems, usually with a cinder block or two chained to those 
problems' ankles.

WESTSIDE LIQUOR VAULT
Booze is the most valuable currency in this part of Motherfucker Territory, and 
Crank keeps a whole hell of a lot of it in this place that's more like Fort Knox than 
anything else.  Scads of carnies, goons, and there's rumors that even a robot guard 
the Liquor Vault with machine guns and scarier things.

Background
Read this aloud to your players once they have their characters created and ready to rock: 

You can't count the number of ways it sucks ass to be stuck here in Granite City 
with the Carnies running everything.  Every one of you has been wronged by 
them in multiple ways, and you've finally had enough.  It's time to move on, pull 
up your roots, and hit the road as nomads. 

But you'll need stuff for that.  For one, it'll suck to do that on foot.  Motherfucker 
Territory is hot rod turf, and pedestrians often find themselves run down and 
ground into the pavement.  You'll need a vehicle of some sort, and you don't have 
much of anything to trade for something worth a shit. 

You've got to get a leg up, and that means pulling off a heist before you hit the 
road.  The Carnies got it coming, don't they?  And sure, they got plenty of muscle, 
but you're smarter than they are.  You can take what you need and vanish into 
the dust, and they'll never know what hit them. 

PART ONE: GETAWAY CAR 
The first section of this module is simple.  The character party needs a getaway car, preferably 
something that can hold all of them plus a fair amount of booze from their heist, and get them 
safely out of the Granite City area once they’ve pulled off their caper. 

Read the following aloud to them to give them a hint about where they could get such a thing. 

So, you need a vehicle, something that can haul you, your gear, and any booze 
you manage to lift from the Carnies.  That means a truck of some kind, or a van, 
and it’s got to be able to get you away. 
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The Carnies run a chop shop where they have vehicles, but those are all watched 
pretty carefully - you’ve heard stories about how nasty the junkyard dogs are that 
the Carnies have watching their wheels, and you want no part of that! 

However, there IS one place where there are lots of working vehicles sitting 
around, practically unguarded: CAKE EATERS. 

Just off of “The Ten”, an old pre-apocalypse road north of Granite City, is the CAKE EATERS 
compound.  Outside of the wooden palisade that encloses the compound is the parking lot, which 
is only lightly guarded by one goon, whose main job is to just make sure nobody’s trying to steal 
someone’s ride.  

The characters would know this, having been near there before, so this is the most likely option 
for them. 

Getting to CAKE EATERS 
The trip to CAKE EATERS on foot isn’t a terrible journey, as it’s straight up The Ten, a few miles 
north of Granite City proper. 

At some point on the road, however, the party gets ambushed by a crew of Mutant Chickens 
(a.k.a., “Mothercluckers”.  There may or may not be a future adventure featuring these birds 
organizing and hunting characters down, called “WELCOME TO PLANET MOTHERCLUCKER”.  
We'll see.).  

These fowl creatures have gone from being a minor nuisance in this wider area to a being major 
problem all the way up to the fringes of town, and they utilize their chameleon powers to lay in 
ambush for the party as they head up the road.  See Appendix II: Mothercluckers for a detailed 
description of these weirdos. 

Mothercluckers (3)
Agility d4, Smarts d10, Spirit d6, Strength d8, Vigor d10 
Skills: Fighting d6, Throwing d6, Shooting d6, Intimidation d6 
Pace: 6; Parry: 5; Toughness: 7 
Hindrances: One Eye hindrance (-1 to Shooting and Throwing) 
Special Abilities: Chameleon ability gives Mutant Chickens Surprise if they are lying in wait for 
their foes. 
Gear: Double Barreled Shotgun (range: 12/24/48, damage: 1-3d6, RoF: 1), Stabbin’ Shank (range: 
3/6/12, damage Str+d4, RoF: 1), 12 rounds of shotgun ammo each. One of the birds is carrying 1 
pint of Rotgut White Lightning (worth roughly $50 in most places). 

Once at CAKE EATERS 
CAKE EATERS is a compound surrounded by a 15’ high wooden palisade.  It has one spiked, metal 
gate on the west wall of that palisade, and it’s normally guarded by one Facebreaker who works 
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for the Carnies.  His job is to “keep the riff raff out” (though to be fair, riff raff is what CAKE 
EATERS caters to, so that’s a matter of judgment). 

If, for whatever reason, the party wants to go into the CAKE EATERS compound, the Gate 
Facebreaker requires a bribe, otherwise he won't admit them.  He can be persuaded by roughly 
$20 worth of goods, or perhaps slightly less if someone manages to buddy up with the big guy and 
be a little more persuasive. 

CAKE EATERS Standard Facebreaker 
Agility d6, Smarts d4, Spirit d6, Strength d10, Vigor d6 
Skills: Fighting d8, Intimidation d6, Shooting d6, Streetwise d6, Taunt d4, Throwing d6, Notice 
d4 
Charisma: 0; Pace: 6; Parry: 5; Toughness: 7 
Hindrances: Mean, Stubborn 
Edges: Brawler 
Gear: Baseball bat with nails driven through it (damage: d10+d6), Peacemaker pistol (range: 
12/24/48, damage: 2d6+1, RoF: 1, AP: 1), a hip flask with 3 swigs of Shanga left in it. 

Inside the Compound 
Inside the palisade there's always a big bonfire burning, day or night, rain or shine, with four 
more conspicuously-armed Facebreakers whose main job is to keep order and keep the fire 
going.  Around the fire are always 3d4 patrons (typically road gang members or the occasional 
Killer Clown), boozing and roasting wienies.  

Trader Booths 
Just to the south of the fire are eight shanty-like 
trader booths where a variety of miscellaneous 
goods are bought and sold.  These are quite often 
things brought in from other cities and 
communities, so some luxury items and rarities 
are normally available here for the right price. 

The Titty Bar 
The main building in the compound is a big pole 
building which houses a titty bar called 
“Carnival Pleasures”.  The entrance to the 
building is enclosed within an 8' high chain link 
fence and another Facebreaker (just like the 
other ones) guarding it.  The titty bar has a cover 
charge of the ridiculous amount of $50 worth of 
loot; whether that's booze, fuel, toilet paper, 
ammunition, it doesn't matter.  No pay, no enter. 
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Once in, Carnival Pleasures features a long stage that goes down the entire length of the main 
room, accented with four stripper poles, and there are two girls dancing on it at any given time, 
and 4d6 patrons hanging around. 

There is a bar along the east wall of the main room, and another Facebreaker guards a door to 
the “VIP Rooms”, where patrons can pay more to have more fun with the girls. 

Throughout the main room are tables hosting various games of skill and chance, including poker, 
blackjack, craps, roulette, and other dice games, as well as some games of skill involving knives 
and various body parts.  All of these have gambling available if one has the stakes and buys some 
chips. 

Jacking a Vehicle 
Outside the palisade, in addition to the Facebreaker at the gate, there is also another Facebreaker 
whose job is to roam the parking lot and catch anyone trying to hotwire someone’s ride.  He’s a bit 
more observant than the goon at the gate though, so the party will either have to take him out, or 
be really sneaky to get in and out unnoticed. 

Parking Lot Facebreaker ( ) 1
Agility d6, Smarts d6, Spirit d6, Strength d8, Vigor d6 
Skills: Fighting d8, Intimidation d6, Shooting d6, Streetwise d6, Taunt d4, Throwing d6, Notice 
d6 
Charisma: 0; Pace: 6; Parry: 5; Toughness: 7 
Hindrances: Mean, Stubborn 
Edges: Brawler 
Gear: Baseball bat with nails driven through it (damage: d10+d6), Peacemaker pistol (range: 
12/24/48, damage: 2d6+1, RoF: 1, AP: 1), a hip flask with 3 swigs of Shanga left in it. 

The Van 
In the parking lot are 4d6 random vehicles at any given time, but no matter when the party 
decides to go for it, there is always a souped up conversion van with a cattle guard welded onto 
the front, and big-ass tires on it to deal with the rougher terrain in Motherfucker Territory. 

This van has the words “ROLLIN' THUNDER” stenciled on the side, and it belongs to a bad-ass 
bunch of hot chicks from a roller derby team by the same name who happen to be inside the 
compound at the time. 

They'll be sure to be wanting their van back, so at some point in the future, flesh out these girls, 
make them mean and angry, and have them show up to take back their property and teach the 
characters a lesson. 

Characters wishing to make off with this van need to be able to hotwire it, meaning they'll have to 
make a Smarts check at -2, or a successful Repair check (no modifier).  While this is technically 
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possible without attracting the attention of any of the goons, it isn't likely.  If the party doesn't do 
something to deal with the two Facebreakers (including the one at the gate), hit them hard to 
teach them the value of planning ahead, and how stealth can't accomplish everything. 

If/when they get the van, it is 
(like most vehicles around 
here) converted to run on 
either biodiesel or ethanol (it 
has a big switch on the dash to 
toggle either mode), and has a 
full tank of ethanol, so it's 
ready to go.  Just note that it's 
pretty noisy when it starts up, 
so even if the party has been 
stealthy up to this point, they 
aren't once it's running. 

The van is big enough to hold 
the entire party (unless the 
party's ridiculously large or 
something) and at least 8 cases 
of liquor, assuming they can get any at all. 

PART TWO: THE WESTSIDE LIQUOR VAULT HEIST
Once the party is vehicled up and ready to roll, they'll probably want to go do some initial 
reconnaissance at the Westside Liquor Vault.

The Carnies operate in what is largely a barter based economy, taking a variety of goods in trade 
for their services.  Most of these things are stored in an array of miscellaneous local locations 
around Granite City, but the really rare or valuable things (typically luxury foods, luxury items, 
ammunition, and booze) are transported here under guard and stored under lock-and-key.

The Westside Liquor Vault is located a few miles west of downtown Granite City in an area that 
used to be highly populated.  Now it's the only intact structure for several hundred yards in all 
directions, with ruins the only indication that there was ever anything else around here.  Most of 
the Westside Liquor Vault is constructed of sturdy cinder blocks scavenged from other buildings 
that used to stand in this area, mortared together in early Brick Shithouse style.

It is surrounded by a wall and overlooked by two guard towers.
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Westside Liquor Vault Descriptions

The Outer Wall
The outer wall around the Westside Liquor Vault is 20' in height, made of cinder block and 
mortar, and topped with barbed wire.  There are two towers, one at the northeast corner, and the 
other at the southeast corner.

Each tower is accessible via a wooden staircase that goes up to each tower.  The towers have a 3' 
wall around the top that acts as Medium Cover (-2 to attack them) for anyone firing up at the 
guards from the ground.

Each tower has a single guard at the top, manning an M60 Machine Gun with 500 rounds of 
ammunition (range: 30/60/120, damage: 2d8+1, RoF: 3).

So great is the reputation of the Carnies in this area, and so conspicuously bad-ass the defenses 
here, nobody has ever actually tried getting into the Westside Liquor Vault.  As a result, the tower 
guards in this place are always ridiculously bored.  They are rarely paying much attention to 
what's going on around them, so if the party is trying to sneak in, give the guards a -2 to their 
Notice checks to discover the sneaking.

There are two entrances through the wall: the truck entrance, and the main entrance.  Both are 
barricaded by heavy steel gates that are always kept closed unless a truck is unloading (which is 
only occasionally) or a relief shift has arrived for the guards (which happens every 12 hours).

The gates are barred from the inside.  When someone legitimately needs to gain entry, they are 
observed by the tower guards, and then one of them climbs down and opens up the appropriate 
gate if the petitioner is identified as legitimate.  

The guards take breaks every couple of hours, but only one at a time.  There should always be at 
least one guard on top of a tower at any given moment.

Tower Guards (2)
Agility: d6, Smarts d6, Spirit d6, Strength d8, Vigor d6 
Skills: Fighting d8, Intimidation d6, Shooting d6, Streetwise d6, Taunt d4, Throwing d6, Notice 
d6 
Charisma 0; Pace: 6; Parry: 5; Toughness: 7 
Hindrances: Mean, Stubborn 
Edges: Brawler
Gear: M60 Machine Gun (range: 30/60/120, damage: 2d8+1, RoF: 3), Peacemaker pistol (range: 
12/24/48, damage: 2d6+1, RoF: 1, AP: 1)
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The Building
The building itself is also quite sturdy, but because the outer wall and the guards are so imposing, 
they never bother to keep it locked.  It's made of cinder blocks and mortar, like the outer wall, but 
it has a wooden frame and corrugated steel roof.

The truck entrance has a rolling steel door, and the main entrance (area 1 below) has wooden 
double doors.

Neither door is locked, but keep in mind that the truck entrance rolling door makes a lot of noise 
to open.

Skanky the Mech
Roving the building at random is a Sentinel Mech named SK-8NK-E, but the Carnies and the 
guards all refer to him as “Skanky”.  His body is built mostly from old lawnmower and car parts, 
and he's pretty horrific to look at, but his computer brains are still pretty sharp.  His job is to kill 
intruders, should any happen to get in, so he roams the building and patrols it continuously.  

Skanky has a 1 in 8 chance of being in whatever room the party enters.  Roll 1d8 before the party 
enters the building, and whatever number comes up is the number of the area he's in.  If 
encountered, he attempts first to get intruders to give him the password, and if they don't give the 
correct password (“CRANKY”), he immediately attacks.  Skanky has an AK-47 built into his right 
arm, and 100 rounds of ammunition.

SK-8NK-E Sentinel Mech, “Skanky” ( )1
Agility: d4, Smarts d6, Spirit d4, Strength d6, Vigor d8 
Skills: Fighting d6, Notice d10, Shooting d8 
Charisma 0; Pace: 10; Parry: 5; Toughness: 10 
Gear: AK-47 Assault Rifle (range: 24/48/96, damage: 2d8+1, RoF: 3)
Special Abilities: Armor +4, +2 to recover from Shaken, called shots do no extra damage, can't be 
diseased or poisoned, immune to fear and intimidation

. Entrance and Main Room1
This is kind of a smelly area where the Carnies and their goons hang out.  At any given time there 
is one Carnie Shift Boss in the building, usually either in here (50%)  or in the Shift Boss Office 
(area 4).   In this room are a few tables, a ratty old sofa, and a few boxes of random foodstuffs and 
snacks.

If the Carnie Shift Boss is present hears commotion from elsewhere in the building, he stealthily 
investigates and attacks if he has a safe opening.  Otherwise, he attempts to fetch the tower guards 
from outside to fight off the intruders.

Don't put him in immediate danger if you can help it.  The Carnies are all about having their hired 
muscle do their dirty work for them.
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Carnie Shift Boss (dwarf) ( )1
Agility: d8, Smarts d6, Spirit d6, Strength d6, Vigor d6 
Skills: Climbing d6, Fighting d6, Lockpicking d6, Notice d6, Stealth d8, Streetwise d6, Taunt d6
Charisma -2; Pace: 5; Parry: 5; Toughness: 4
Hindrances: Illiterate, Mean, Small 
Edges: Assassin, Thief
Gear: Dagger ( range: 3/6/12, damage Str+d4, RoF: 1), Peacemaker pistol (range: 12/24/48, damage: 
2d6+1, RoF: 1, AP: 1), 25 rounds of ammunition, hip flask containing 1 pint of good whiskey (worth 
roughly $75 to the right buyer)

2. Walk-In Beer Cooler
The door to this room is locked.  This room is refrigerated at a nice, cool 35 degrees.  It contains 
stacks of cases of cold beer, in cans and in bottles.  There is a total of 48 cases of beer in this room, 
and 12 kegs.

3. Miscellaneous Storage
The door to this room is locked.  In this room the Carnies store luxury items and foodstuffs that 
don't require refrigeration.  Listed below are the things of higher trade value.  Note that the party 
has limited room in their getaway vehicle, and this stuff of course also weighs a lot if they were to 
try to carry it all off.

Ammunition:
7.62mm: 3000 rounds
.50 caliber: 5000 rounds
5.56mm: 3000 rounds
9mm: 2000 rounds
.45 caliber: 1500 rounds
.38 caliber: 1500 rounds
.357 caliber: 850 rounds
12 gauge shotgun: 250 rounds

Foodstuffs:
32 jars of olives
27 1 lb bags of coffee beans
29 boxes of apocalypse-proof cream filled sponge cakes
15 bags of red liquorice
117 cans of Spam
14 cases of canned corn
71 cans of peaches
12 jars of grape jelly
16 cans of tuna

Other:
79 rolls of “Sandpaper” brand rough stuff toilet paper
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15 rolls of “Cottonasse” high quality toilet paper
20 gallons of unleaded gasoline
20 AA batteries
20 D batteries
20 C batteries
30 AAA batteries

4. Westside Liquor Vault Shift Boss Office
This room is the office of the on-duty Carnie who runs this place.  If he's in here, he's sippin' on a 
can of cold beer and ogling a 30 year old girlie magazine.  If he is in this room and hears 
commotion from elsewhere in the building, he stealthily investigates and attacks if he has a safe 
opening.  Otherwise, he attempts to fetch the tower guards from outside to fight off the intruders.

Carnie Shift Boss (dwarf) ( )1
Agility: d8, Smarts d6, Spirit d6, Strength d6, Vigor d6 
Skills: Climbing d6, Fighting d6, Lockpicking d6, Notice d6, Stealth d8, Streetwise d6, Taunt d6
Charisma -2; Pace: 5; Parry: 5; Toughness: 4
Hindrances: Illiterate, Mean, Small, Smells Like Cabbage 
Edges: Assassin, Thief
Gear: Dagger (range: 3/6/12, damage Str+d4, RoF: 1), Peacemaker pistol (range: 12/24/48, damage: 
2d6+1, RoF: 1, AP: 1), 25 rounds of ammunition, hip flask containing 1 pint of good whiskey (worth 
roughly $75 to the right buyer)

5. Large Item Storage And Loading Dock
Trucks load and unload stuff here, bigger things that don't fit in other areas are stored here as 
applicable.  

If searched, this room has a fully functional large capacity diesel generator, still in its crate 
(weighing 550 pounds), two refrigerators (weighing 250 pounds each), and three small capacity 
gasoline generators converted to run on ethanol, (each weighing 100 pounds).  There is also a 
functional forklift in here.

6. The Vault
The most valuable booze is stored here (whiskey, gin, tequila, et cetera), behind a thick, heavy 
metal door.  The vault door has a complex lock (-1 to Lockpicking checks).

Inside is quite a score of booze.

4 cases of “Ol' One Eye” vodka
3 cases of “Rotgut” bourbon whiskey
7 cases of “Thunderboon's” peach wine
2 cases of “El Gordo Cochino” tequila
1 case of “Old Piney” gin

12



PLANET MOTHERFUCKER                                               CRANK'S CARNIES

7. Cigars And Tobaccos
The door to this room is locked.  The Carnies occasionally get smokes and other tobacco items in 
trade, and since those tend to be valuable, they bring them here for safe storage.  This room is 
better insulated than the Miscellaneous Storage room (area 3), and they keep it humidity 
controlled as well so as to preserve the cigars.

In here are 32 boxes of “El Jefe Havana” stogies, 29 cartons of “Lucky Spite” cigarettes, and 5 bags 
of “Salty Mariner” pipe tobacco (cherry vanilla flavored).

8. The John
This stinky room is the toilet for the Westside Liquor Vault staff.  Nothing of value is in here, aside 
from the two rolls of “Sandpaper” brand rough stuff toilet paper that are in the stall.

Concluding the Adventure
Assuming the character party manages to pull off any kind of heist without getting themselves 
offed in the process, they're likely going to be wanting to hit the road and put some miles between 
themselves and the wrath of the Carnies (which sounds like a pretty good name for a future 
adventure, to me).

What direction the party heads is up to them, but the GM should keep in mind, there's a pissed off 
roller derby team (“Rollin' Thunder”) that's looking for them, because they WANT THEIR 
GODDAMN VAN BACK...
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Appendix I: Maps

CAKE EATERS Map
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Westside Liquor Vault Map
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Appendix II: Mothercluckers
From the radioactive fallout that has landed in some parts of this area, a number of formerly 
normal creatures have mutated into monstrosities.

One of these are the Mutant Chickens, a.k.a., Mothercluckers.

These ugly mothers have gone from being stupid, domesticated hens and roosters to being razor-
witted, bloodthirsty mutants who have begun to prey on anyone who crosses their paths.

Mothercluckers are between five and six feet in height, mostly featherless (except for the 
occasional blotchy patch of yellowish feathers here and there), and have one blue-tinted eye in 
the middle of their foreheads.  Because of this, they have the One Eye hindrance.

Their wings have rapidly evolved into more arm-like appendages, ending in nimble hands they 
use to manipulate devices – like guns and stabbin' shanks.

Mothercluckers have developed the ability to change their skin pigment at will to match their 
surroundings.  This chameleon power gives them surprise whenever they are lying in wait for 
passersby (like character parties).

The most dangerous aspect of Mothercluckers, however, is their Smarts.  Their cleverness is 
unmatched among mutant creatures in the Granite City area, and they make use of it whenever 
possible to gain an advantage over their foes.

Mothercluckers
Agility d4, Smarts d10, Spirit d6, Strength d8, Vigor d10 
Skills: Fighting d6, Throwing d6, Shooting d6, Intimidation d6 
Pace: 6; Parry: 5; Toughness: 7 
Hindrances: One Eye hindrance (-1 to Shooting and Throwing) 
Special Abilities: Chameleon ability gives Mutant Chickens Surprise if they are lying in wait for 
their foes.
Typical Gear: Double Barreled Shotgun (range: 12/24/48, damage: 1-3d6, RoF: 1), Stabbin’ Shank 
(range: 3/6/12, damage Str+d4, RoF: 1), 12 rounds of shotgun ammo each.
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