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Introduction

 


This book contains 50
random encounters that are ready to be inserted into any
Rocks on the Other Side campaign. You’ll find encounters with beasts, and troops, and
just about anything else you might want to throw at your
characters.

Each encounter gives you a brief
description of what is about to happen to the characters. It also
gives you the stats for whatever the characters are facing and what
rewards they can get for the encounter.

Feel free to add them in to your
campaign as they fit with whatever you’ve designed, or you can just
use them as random encounters to enhance game play.

The encounters are divided by levels
with the encounters getting more and more difficult as you get
further and further into the book.

As with everything we
release for this game, feel free to use the encounters as they are,
or adapt them however you need to fit with the game you’re playing.
Our main goal is to help you have fun while playing
Rocks on the Other Side.

 


 


 


Attack of the Many Legged
Ones

Level: 1

 


The party finds themselves rummaging
through an abandoned house that is on the verge of collapse. So
far, they’ve found a $5 dollar bill, a Swiss Army knife, and a
canteen, but not much else. Unfortunately for the characters,
something is about to find them!

After one of the characters picks up
the canteen, all characters must make a spot check with a CS of 14.
Those that fail their check will not notice the 4 giant centipedes
that are attacking. At this point, initiative is rolled between the
characters that succeeded on their check and the centipedes. When
it is the centipedes’ turn to attack, they will try to attack any
characters that failed their check. This will allow them to attack
the characters that are not able to use their agility bonus because
they are surprised, and it will also grant the centipedes a +2
attack bonus. Also, since the characters are surprised, they won’t
be able to use any bonuses that they might get if they’re carrying
a shield.

Each centipede has 6 health
points.

Once the centipedes have been dealt
with, the characters will find 3 AA batteries, a hatchet, and a
compass.

 


 


 


We’ve Got a Roach
Problem

Level: 1

 


The characters have found the remains
of a camp site. Whoever had been camping here seems to have left in
a hurry as they left behind two sleeping bags, binoculars, a can
opener, a compass, and a two gallon container full of
gasoline.

While the characters are examining
this stroke of good luck, their luck will quickly turn bad as 5
mutated cockroaches attack. They will attempt to attack with
surprise, requiring the characters to make a spot check against a
CS of 12. Those that fail their check will not be able to use their
agility bonus or any shield bonus that they might have. Those that
succeed on their check, now roll initiative against the
roaches.

The roaches will attack whatever
character is closest to each of them, not caring whether the
character has been surprised or not. These bugs will not retreat,
so it will have to be a fight to the death.

Each roach has 10 health
points.

Once the roaches have been dispatched,
the characters will find the remains of the campers in the
bushes…apparently, they didn’t leave in a hurry. They will also
find two torn up backpacks. Whatever had been inside of the
backpacks has been scattered by the bugs to who knows
where.

 


 


 


Nasty
Bloodsuckers

Level: 1

 


The characters are making their way
across a bridge that spans a slushy river. As they’re crossing the
bridge, they will hear the horrible sound of giant mosquitoes. No
chance of surprise here as the mosquitoes come out from under the
bridge to attack. In total, there will be four mosquitoes, and
they’ll attack whatever characters are closest to the edge of the
bridge.

Each mosquito has 7 health
points.

The lair of the mosquitoes is not
anywhere near the bridge, so the characters will not gain any
rewards from this encounter.

 


 


 


I Don’t Think That’s
Ben

Level: 2

The characters are exploring an old,
abandoned home, something that they spend a great deal of time
doing because there are just so many abandoned homes anymore. As
they reach the basement, they find that there is a horrendous
smell, one they’re all too familiar with, the smell of decaying
bodies. They will hear rattling and floorboards creaking, but no
matter how hard they try, they can’t see anything, and that’s
because the attack will come from the walls.

As the characters are exploring the
dead family of four, the walls will burst open, and six giant rats
will attack. They will attack the closest characters in the initial
rounds, and if it seems like the rats may be in over their heads,
they will begin to coordinate their attacks, trying to take out the
more powerful characters, which by this point of battle should be
pretty obvious.

Each rat has 22 health
points.

Once the basement is searched, the
characters will find the following: binoculars, cookware, two
flasks, a sewing kit, two sleeping bags, a tent, two watches, a
dozen water purifying tablets, and three winter blankets. If the
characters decide to search inside the wall, have each character
searching make a search check against a CS of 14. If they succeed,
they will find a tool kit.

 


 


 


Oh ‘dem Bones

Level: 2

The characters are sitting down to a
meal around a campfire, probably talking about all of the things
that have happened during the day. As the dinner proceeds, each
character needs to make a listen check against a CS of 13. Anyone
that succeeds in their check will hear a strange rattling noise.
Within seconds, six skeletons will attack the camp. Their attacks
will be chaotic with no real focus other than to kill the
characters, so there will be no coordination. None of the skeletons
are armed, so the characters can at least be thankful for
that.

Each skeleton has 14 health
points.

As they don’t really have any way of
carrying anything, the skeletons won’t have any goods that the
characters can scavenge from them.

 


 


 


And the Ants Went Marching
In

Level: 3

The characters are walking through a
snowy field with very tall grass. The grass in this area has grown
to five feet in height, and the characters have noticed that it
seems to be moving in strange ways. This should have them on edge
for some kind of radioactive plant to attack them. They might not
expect the six giant ants that will attack. Three will attack from
each side of the characters, and they will attack in a very
coordinated way, trying to take out the weakest characters first.
If any character is defeated, one of the ants will immediately
begin to try to carry the character off. The ants will not be
deterred in their attack.

Each ant has 27 health
points.

The individual ants have no goods for
the characters, but the characters could try to track down their
nest. For this, they will need to make a tracking check against a
CS of 18. If they find the nest…well, there will be 40 more giant
ants to deal with…so this might not be such a good idea.

 


 


 


Regurgitated
Enemies

Level: 3

The characters are walking through a
small town. The town wasn’t actually hit by any of the nuclear
missiles, but it was still evacuated…just in case. For the most
part, the majority of the residents never returned, and now the
town has been overrun by numerous mutated beasts. As the characters
round a corner, they will hear the buzzing sound of giant flies, at
this point, the six giant flies will dive from above and
attack.

Each fly has 27 health
points.

The flies obviously are not carrying
any goods, and it is impossible to find where they came from, so
other than experience, there is nothing more to gain from the
flies.

 


 


 


The Zombie
Shuffle

Level: 3

The characters are making their way
through an abandoned warehouse. The smell of rot and decay is
everywhere, but they’ve heard a band of brigands is using this as a
storage area for everything they’ve pilfered. As the characters
round a corner in the dark hallway, they come face to face with six
zombies. The zombies will immediately attack.

Each zombie has 27 health
points.

The rumor that this was a storage area
for the brigands is actually false. One of the zombies was carrying
a backpack, which it will drop in order to attack the characters.
Inside the backpack is a canteen, a flashlight, and 12 water
purifying tablets.

 


 


 


Three Arms are Better than
Two

Level: 3

The characters are minding their own
business walking down what had once been a bike path. As they come
into a copse of trees, they are attacked by an angry mutant. The
man is in his mid-thirties. He’s wearing badly torn up clothes and
armed with a sword and a shield. The man is also carrying a knife
in his third hand…yes, this mutant has three arms. He will not
fight with the knife unless he happens to drop the sword. He will
scream at the characters incessantly as he tries to kill them. Yes,
the man has gone quite insane because of his mutation, and there is
no reasoning with him.

The mutant has 24 health points. He
has a +8 attack bonus with the sword, and he does two extra points
of damage with either the sword or the knife. If he uses the knife,
he only has a +3 attack bonus. The mutant also has a +10 defense
bonus.

If the characters search the trees and
bushes where the man came from, they will find the decayed corpses
of four other people. The man has obviously been eating them, as
there are numerous chunks of meat that have been torn from the
bodies. The smell will require every character that enters the
trees and bushes to make an endurance check against a CS of 15. Any
that fail the check will run out and begin vomiting. If they want
to try to enter the copse again, they will have to make a check
against a CS of 20, or they will suffer the same result. After
that, the characters will refuse to return because it is so truly
revolting.

If any characters are able to search
the man’s lair, they will find the following: two backpacks, 4 AA
batteries, a blanket, a camera, a can opener, three canteens, a
winter coat, a compass, a first aid kit, two applications of
herbicide, a shovel, a Swiss army knife, and two walkie-talkies.
There are other items that can be found, but they clearly belonged
to the mutant, and they are disgusting in appearance and to the
touch. Touching the mutant will require that the characters make a
check against a mild radiation exposure. Touching any of the items
listed above will not require such a check as they have not been in
contact with the mutant for a period of time long enough to
contaminate them.

 


 


 


A Ghoulish
Predicament

Level: 4

Many times characters walk into a
situation and have no idea what they’re getting themselves in to.
They just know that they’ve suddenly been attacked by some horribly
mutated beast. This time, the characters know exactly what they’re
getting in to. Graves in the local cemetery have been dug up, and
the corpses have been eaten. It’s no doubt the work of ghouls, so
the characters go in to the cemetery late one night knowing exactly
what they’ll be facing. They find four ghouls starting to dig into
a grave, but at the sight of the characters, the ghouls realize
that fresh meat is better than decaying meat, so they turn to
attack the characters.

Each ghoul has 36 health
points.

Being ghouls, these beasts actually
don’t carry anything with them, so there are no goods to be earned
for the characters, but maybe the local government hired the
characters to rid the cemetery of the ghouls, and they should
receive an adequate reward in goods for their efforts.

 


 


 


A Stinging
Retort

Level: 4

The characters find themselves
climbing to the top of a snowy hill covered with tall grass.
Unbeknownst to the characters, coming up the other side of the hill
are four giant hornets. The beasts will attack immediately. Two of
them will try to sting the characters towards the front, while the
other two will circle to the back of the characters trying to
attack from behind. The two hornets flying to the back will not be
able to attack in the first round, and they are subject to ranged
weapon attacks. The hornets will try to take the characters down
fast, but if it seems that they are overpowered, any surviving
hornets will attempt to flee. The fleeing hornets are subject to
ranged weapon attacks for the first two rounds after they flee the
battle.

Each hornet has 40 health
points.

The hornets do not have any goods, and
there is no way to track down their hive.

 


 


 


That Sucks

Level: 4

The characters are making their way
through a waist-deep slushy swamp. The water is extremely cold, and
movement is slow, as the characters find their limbs going numb
from
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