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ATOMIC HIGHWAY
STEEL BEAK & FLESH IVY

by Derek M. Holland

Steel Beak
The steel beak, also known as the metal punch, is a 
6’ tall, 15’ long fl ightless woodpecker, and is used as a 
mount by some homesteaders. 
 Though it isn’t very brave, the bird will defend its 
rider if attacked, and its beak is strong enough to 
pierce thin steel; a fl ock can turn a light truck into 
a pile of scrap in a matter of seconds and even pull 
apart an armored truck if given an hour or two. 
 Steel beaks are insect eaters and are allowed 
to forage when not working. While they cannot 
fl y, they can be directed to use their wings to help 
herd livestock. Breeding them is simple, so those 
homesteads that have steel beaks will occasionally 
trade their eggs or young birds to trusted allies. 
 Despite being capable combatants, steel beaks are 
rarely used in armies as they have a tendency to peck 
metal objects when bored, behavior that is mildly 
annoying to a homesteading community, but which 
can spell disaster to an army on the march.
Muscle 4
Understanding 0
Tenacity 2
Appeal 0
Nimbleness  3
Toughness 3
Senses 2/6/6
Skills: Athletics 3/6, Brawl 3, Notice 2
Attacks: Peck 6L Armor: 2 Health: 18
Mutations/Abilities: Armored, Drill, Enhanced 
Sense (Hearing), Enhanced Sense (Vision), Natural 
Weapon (Beak), Steel Mandibles, Swift
Flaws: Selective Diet (Insectivore)

Flesh Ivy
This vine uses living animals, including humans, to 
both transport its seeds as well as act as fertilizer. It 
uses chemoreception (smell) to detect viable hosts. 
When one comes within 10 feet, the plant strikes 
with one of its fl owers for no damage. The fl owerhead 
sticks in place, but can be ripped off, doing d6 points 
of damage. Otherwise the glue holding the fl ower will 
break down within a minute. If the fl ower is allowed 
to remain attached for more than 2 rounds, the seeds 
are painlessly implanted in the unfortunate victim.
 An infested host feels fi ne for a few days (d6+2) 
and then weak for a month (-1 to both Muscle and 
Nimbleness). After that, the seedlings erupt from 
the skin and fl oat away like cottonwood or dandelion 
seeds. This does 3d6 points of damage to the host. 
While infested, the host’s chemistry changes and fl esh 
ivy vines will not attempt to implant more seeds. If 
the host survives the process, his chemistry reverts 
to normal within a week and fl esh ivy vines will once 
again attack him.
Muscle 4
Understanding 0
Tenacity 2
Appeal 0
Nimbleness 3
Toughness 6
Senses 2/-/-
Skills: Brawl 2, Notice 1, Stealth 4 (hiding only)
Attacks: 0N Armor: 2 Health: 24
Mutations/Abilities: Armored, Photosynthetic, 
Sticky Globules, Toxin Resistant, Wilt
Flaws: Blind, Deaf, Ectothermic


