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​ Publisher’s
Introduction

At Nomadic Delirium Press, we’ve
always prided ourselves on releasing science fiction that had at
least some basis in real science. Our first RPG, Ephemeris, stuck
to science fairly closely…other than the use of hypserspace and a
few other things.

Having said that, this game has very
little basis in real science. This one was created with an emphasis
on crazy fun. So, if you’re expecting hard science, this isn’t
it…but we still think you’ll have fun.

 


 


 


​ Introduction

The year was 2032. It will always be
remembered as the year that the leaders of the world truly lost
their minds. That was the year that they unleashed the massive
nuclear arsenals they had been stockpiling. That was the year they
tried to wipe out all life on Earth because of petty differences,
differences that could have easily been overlooked if they would
have just had open minds, but let’s face it, how often did the
leaders of the world ever actually have open minds?

Now, two years later, civilization is
gone, most of life on Earth is gone, but there are still pockets of
humanity that try to eke out an existence. Some of the Earth’s
flora and fauna have also survived the nuclear holocaust.
Unfortunately, now everyone is trying to survive, and that means
that everyone else must be viewed as a potential enemy. Even worse,
nuclear mutations have created horrible lifeforms. Some used to be
human, some were animals, and some were plants, but now they’re
horribly deformed, and incredibly dangerous. Not to mention the
fact that there are pockets of radiation all over the world that
threaten life that comes anywhere close to it.

And, of course, there’s no longer a
need to worry about global climate change since the world is stuck
in a perpetual nuclear winter, killing more and more of the life on
Earth.

Radiation everywhere,
almost constant cold and snow, mutated people, animals, and
plants…this is the world that waits for you in Rocks on the Other Side. Do you dare
venture into this world and try to survive?

 


 


 


​ Gaming Basics

 


Welcome to the
Post-Apocalyptic Sci-fi game of Rocks on
the Other Side. In this very brief
section, we will give you an overview of what's contained in this
book, and what you'll need (other than a vivid imagination) to play
the game.

 


This book is broken down into several
chapters, each of which will give you the information you need to
run or play a game.

Attributes (Chapter
One): An in-depth look at each of the six
attributes, including how they affect combat, character
interaction, and every other aspect of the game.

Skills (Chapter
Two): This chapter looks at the abilities
that a player can add to their character to make them uniquely
their own.

Occupations (Chapter
Three): Most people would have had jobs
before the war. This chapter looks at possible jobs a character
could have had, and what that will do for the character in this new
world.

Weapons (Chapter
Four): This chapter looks at the weapons
that might be available to a character to help them
survive.

Goods (Chapter
Five): This chapter looks at the items
that a character can acquire as they make their way through the
game.

Vehicles (Chapter
Six): This chapter examines the possible
vehicles that might be available to a character…assuming they can
find gasoline or electricity…

Radiation and its effects
(Chapter Seven): Radiation is everywhere
in this damaged world, and it’s inevitable that the characters will
run into radiation over and over again. This chapter examines what
kinds of radiation there are, and how these radiations could affect
characters.

Gaming Basics (Chapter
Eight): This chapter will give you an
overview of how to play the game, including combat rules, character
skill advancement, rewards, etc.

Military Units (Chapter
Nine): This chapter looks at possible
military units that the characters might encounter, because even
though civilization has fallen, and there really aren’t any
countries left, some soldiers continue the fight, hoping that their
side might win, even though all of humanity has actually lost this
war

Creatures (Chapter
Ten): This chapter will give you a few
creatures that you might encounter during your game. They range
from the very basic animals to mutated plants, animals, and
people.

Campaign Ideas (Chapter
Eleven): This chapter will give you ideas
that you can insert into your campaign or ideas that can help
generate your own ideas. A little more background on what the world
is now like will also be provided here, giving you an even better
idea of how to set up and run your campaign.

 


What will you need to play?

The book you hold in your hand, or
that you're reading off of your computer or tablet screen, is the
first thing you’ll need, and other than that, it’s pretty simple.
Each player will need a variety of dice. These dice would be: a
four, six, eight, ten, twelve, and twenty sided…having several of
these would be good. Each player will also need a pencil, a few
sheets of paper, and a vivid imagination.

The Game Master will also need the
adventure that they’ve created to challenge the players with, but
most of that goes back to that vivid imagination.

There’s really nothing more that you
need, so let’s have some fun!

 


 


 


​ Chapter One:
Attributes

 


Your characters’ attributes
are their basic abilities, such as their strength or intelligence.
Almost everything that takes place in the game is affected by your
character’s attributes. Much of your character’s success in
Rocks on the Other Side will be determined by dice rolls, and almost every one of
those rolls will be affected by one or more of your character’s
attributes.

There are six basic attributes for
each character. Those attributes are: Intelligence, Common Sense,
Charisma, Strength, Agility, and Endurance. The standard character
will have ability scores that range between 4 and 24, although
these basic numbers can be adjusted by profession, luck, a rise in
levels, or several other factors.

 


DETERMINING ATTRIBUTES

This is a recommended method. Game
Masters should feel free to have players roll up their characters
however they see fit. Usually this will be determined by personal
preference and exactly what a Game Master is going to challenge the
players with.

During character creation, each player
rolls four six-sided dice ten times. The four lowest combined rolls
are discarded, and the player then places the other six rolls into
the abilities as they see fit.

Some other options could be
characters roll four six-sided dice six times and then assign the
numbers to the attributes as they’d like, or players roll five
six-sided dice for each attribute, discarding the lowest number
from each roll. Or, if players and game masters are really courageous, the
player rolls four six-sided dice for each attribute, and whatever
they roll is what they get.

Of course, there are innumerable ways
that characters can be created, and it’s really up to the game
master, and the players if the game master is open to suggestions,
to determine how to roll up the characters. The most important
thing is that the game is supposed to be a challenge, but at the
same time, it’s supposed to be fun. Having characters that are too
powerful or too weak eventually takes the fun away from the game,
so finding the balance during character creation is the most
important thing.

 


ATTRIBUTE MODIFIERS

Every roll in the game,
whether it’s a combat roll, a skill check, a reaction check, or
some other check will usually be modified based on the character’s
attributes. Below is a table that shows what those modifiers are.
These modifiers need to be noted on the character sheet by each
attribute score.
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It should be noted that the table goes
past 24. This is because there will be times when a character could
use something to alter their attributes, or a character’s
attributes could be mutated by radiation, and it's important to
know what those attribute modifiers will be. In addition, some
creatures will have attributes that are higher than 24. The
progression beyond a score of 28 should be obvious.

 


ATTRIBUTES

Below are descriptions of each of the
attributes. You’ll get a general understanding of what the ability
is, and it will also let you know special modifiers that might be
used in each attribute. In addition, each description will tell you
what skills are modified by each attribute. (More about skills will
be discussed in Chapter 2: Skills.

 


INTELLIGENCE

Intelligence is a measure of how well
your character learns. In a lot of ways, this can be thought of as
a character’s book smarts. A character’s Intelligence will
determine how many skills they’re capable of knowing, and it will
also modify their chance of success on some of those
skills.

A low Intelligence can lead a
character to make a bad decision because they don’t understand how
the world really works…so a lot of thought should be put into
making sure a character has a high Intelligence score.

Intelligence also determines the
number of languages a character can speak. All characters can speak
their native language, although if their intelligence is below 12,
they don't speak it as well as they should. For each modifier, the
character can pick an additional language. The languages that will
be available to characters are basically all of the languages that
are currently spoken in the world. It is possible for a character
to speak more languages than their intelligence modifier would
usually allow them to speak. This is done by adding skill points to
the language skill (This will be discussed in Chapter 2:
Skills.

The character's Intelligence modifier
is used whenever a character uses one of the following skills:
Computerese, Cooking, Decipher, Demolitions, Electronics,
Encryption, Engineering, First Aid, Forgery, Hacking, Herbalism,
Knowledge, Language, Repair, and Search.

 


COMMON SENSE

Common Sense is the measure of how
logical your character is. Another way of thinking of Common Sense
is that it’s a character’s street smarts. Common Sense is what will
usually get your character out of trouble after their intelligence
fails them.

A low Common Sense can lead to a
character making a bad decision because they just don’t know any
better. Low Common Sense means that the character doesn’t
understand what effect their actions can have on the
world.

The character's Common Sense modifier
is used whenever a character uses one of the following skills:
Appraise, Clothes Making/Mending, Direction Sense, Driving,
Farming, Gambling, Gather Information, Listen, Piloting, Sense
Motive, Spot, Survival, and Tracking.

 


CHARISMA

Charisma is the charm and personality
of a character. It's the attribute that's used most when your
character is interacting with other characters. Your character will
often have to try to charm his way out of a situation, or they may
need to try and charm their way into a better trade deal. High
charisma will be important for all of these, and many other
possible scenarios in the game.

The Charisma attribute modifier is the
modifier that's used for reaction checks each time the characters
enter a new encounter.

The character's Charisma modifier is
used whenever a character uses one of the following skills: Animal
Handling, Bluff, Diplomacy, Disguise, Etiquette, Interrogation,
Intimidate, Leadership, Negotiation, and Politics.

 


STRENGTH

Strength is a character’s physical
prowess. It affects their ability to lift and carry objects, the
success and damage of their physical attacks, and is a modifier for
several skills.

For every point of Strength, the
character can carry 10 pounds of weight.

In combat, the Strength
bonus is added to any attack and damage dice rolled by a character
when they’re using a handheld weapon. It would not apply to a
projectile weapon, but if the character were using a club, hatchet,
or some other non-projectile weapon, they would add their Strength
bonus to their attack dice roll. (More information about combat
will be given in Chapter 8: Gaming
Basics.

The character's Strength modifier is
used whenever a character uses one of the following skills:
Athletics, Cycling, Hand to Hand Combat, Handheld Weapons, Jump,
and Swim.

 


AGILITY

Agility is the measure of a
character’s reflexes. Agility modifies a character’s defense dice,
some of their attack dice, and it also affects their initiative.
Agility is also a modifier for several skills.

In combat, a character adds
their Agility bonus to any defense dice rolls they might make. In
addition, a character also adds their Agility modifier to any
attacks that are done at a distance, such as with bow and arrows,
rifles, pistols, and other such weapons. (More information about
combat will be given in Chapter 8: Gaming
Basics.

The character's Agility modifier is
used whenever a character uses one of the following skills: Assault
Weapons, Athletics, Balance, Handguns, Hide, Martial Arts, Move
Silently, Riding, Rope Use, and Stealth.

 


ENDURANCE

Endurance is a measure of a
character’s stamina and their ability to sustain damage. Endurance
is used to modify a character’s health, and is also used to modify
one character skill.

Each time a character advances in
levels, they make a dice roll to determine how many health points
they can add. They also add their Endurance bonus to the die roll
each time they gain a level. Please keep in mind that no matter how
bad a character’s Endurance penalty might be, they always gain at
least one health point each time they gain a level.

The Endurance modifier is only used to
modify one skill, Concentration.

Endurance is also important when a
character is exposed to radiation. A character’s endurance score
will be used to modify their rolls anytime they are exposed to
radiation, whether it be a mild, moderate, or severe exposure.
(More information about radiation will be given in Chapter 7:
Radiation and its effects.

 


 


Raising Attribute Scores

At
5th level, and every five levels after that, a character may
raise any one attribute score by one point. It’s assumed that as
characters gain experience, they will get better at what they do.
These increases cannot increase a character’s attribute score above
24. Without some kind of exterior influence, like radiation, a
human cannot have an attribute score over 24.

Characters can also have their
attributes increased with the use of some items or with exposure to
radiation. This is normally only a temporary increase, but of
course exposure to radiation could lead to permanent changes in an
attribute score…for the good or the bad.

 


 


 


​ Chapter Two:
Skills

 


The skills in
Rocks on the Other Side are what help you to create a character that is uniquely
yours. When a character is first created, they will have 20 skill
points that they can divide up among the various skills, although
no more than three points can be added to any one skill. Characters
also get a number of skill points equivalent to their Intelligence
bonus, although if they have a low Intelligence, they lose skill
points. In addition, a character might start out with additional
skill points from an occupation that they had before the war broke
out. (More about occupations will be discussed in Chapter 3:
Occupations. If a character received skill points from a previous
occupation, they can still add up to three more points to that
skill when they first create their character, so it is possible
that a character will have a lot more than three points in one or
two skills when they’re first created.

 


SKILLS GAINED AT LEVEL
ADVANCEMENT

Whenever a character gains a new
level, they receive 10 new skill points, plus or minus any
Intelligence bonus or penalty, that can be assigned however the
player would like, although no more than two points can be assigned
to any one skill. It’s also possible that a game master can assign
a bonus skill point to a character if they feel the character has
role played a specific skill really well. This can only be done
once per level, and it can only be applied to a specific skill
once. For example, if a game master feels that a player has done a
good job of role playing Animal Handling while they were first
level, the game master can give that character an additional bonus
point when they reach second level, but if the character continues
to role play Animal Handling really well, the game master cannot
give them another bonus point at any point. However, if the
character role plays Gather Information really well at second
level, then the game master could grant him an additional point in
that skill when they reach third level.

 


Below is the list of all of the skills
for this game. Included with this list, is the attribute that will
be used to modify the skill. Any skill that requires training
before it can be used is preceded by an asterisk. Skills that
require training cannot be used until the player assigns at least
one point to that skill, no matter what bonus a high attribute
score might give the character. Those skills that do not require
training can be used by a character even if they don’t assign any
skill points to it, and they can even be used if a character’s
attribute score causes the character to have a negative modifier.
Following the list, are complete descriptions of the
skills.

 


*Animal Handling-Cha

*Appraise-CS

*Assault Weapons-Agil

*Athletics-Str or Agil

Balance-Agil

Bluff-Cha

Climb-Str

*Clothes Making/Mending-CS

*Computerese-Int

Concentration-End

*Construction-Str

Cooking-Int

*Cycling-CS

*Decipher-Int

*Demolitions-Int

Diplomacy-Cha

Direction Sense-CS

Disguise-Cha

*Driving-CS

*Electronics-Int

*Encryption-Int

*Engineering-Int

Etiquette-Cha

*Farming-CS

*First Aid-Int

Forgery-Int

Gambling-CS

Gather Information-CS

*Hacking-Int

*Handguns-Agil

*Handheld Weapons-Str

Hand to Hand Combat-Str

*Herbalism-Int

Hide-Agil

Interrogation-Cha

Intimidate-Cha

Jump-Str

*Knowledge (Job
Specific)-Int

*Language-Int

Leadership-Cha

Listen-CS

*Martial Arts-Agil

Move Silently-Agil

Negotiation-Cha

*Piloting-CS

Politics-Cha

*Repair-Int

*Riding-Agil

*Rope Use-Agil

Search-Int

Sense Motive-CS

Spot-CS

Stealth-Agil

Survival-CS

Swim-Str

Tracking-CS

 


HOW SKILL CHECKS WORK:

In order to make a skill check, a
player rolls a twenty-sided die. To this roll is added the skill
points that the character might have for that skill. This total
number is then compared to a challenge score (CS). If the player’s
roll meets or exceeds that of the CS, the player succeeds in using
their skill.

Sometimes the CS will be the roll of
another character, or the roll of the game master for a potential
adversary. Other times, the CS will be a pre-determined number that
is set by the game master. It’s important to keep in mind that this
is a role-playing game, and the actions of the players are often
more important than their dice rolls. So, characters that are role
playing well should receive a bonus to any of their dice rolls. For
example, if a player comes up with an ingenious solution to a way
to climb a wall, or if a player shows true diplomatic skills while
role playing a diplomatic conversation, the game master should give
those players a bonus on their dice rolls.

 


*ANIMAL HANDLING-CHA

Animal Handling is basically the skill
to deal with animals. It gives an idea of how well the character
can interact with animals in general. It’s important to note that
the CS for handling a common animal like a dog or cat would be much
lower than the CS to handle a lion or a bear. Also, keep in mind
that now that the world is in chaos, many animals that were once
domesticated might be found wild. There will certainly be packs of
wild dogs running loose that can be a threat to people. Also,
animals that have been affected by radiation, listed as Radioactive
Animals later in this book will be much harder to handle because
they no longer think and act like “normal” animals. The CS for
trying to handle a Radioactive Animal should be daunting to say the
least.

 


*APPRAISE-CS

This skill allows a character to
determine the value of an object they find. The object could be an
ancient artifact, jewels, or minerals excavated from the ground, a
necklace found in an abandoned home, or whatever else they might
need to determine the value of. The character can’t actually learn
how to use the item they’re trying to appraise…only the value of
the item.

This skill is always used against a CS
that the game master creates, and this is a score that the game
master should not tell the players about, that way they have no
real way of knowing whether they’ve determined a correct value or
not. If the character fails to beat the CS the game master has set,
the game master can decide that the further they are from the
number they needed, the further they are from appraising a correct
value. Thus, just missing the appraise check might mean that
they’re only off by 20%, but if they miss by 10, they could be off
by 200%. This is only at the game master’s discretion.

This skill cannot be used twice on the
same item, unless the character gains a level and assigns at least
one additional point to the appraise skill.

 


*ASSAULT WEAPONS-AGIL

This is the ability to use assault
weapons. When a character makes an attack roll with an assault
weapon, they add their skill bonus to the attack roll. The assault
weapon skill is never used against a CS.

If the game master chooses, they can
make it so that each type of assault weapon requires its own skill.
Thus, a character might have the skill to use an Uzi, but they
wouldn’t have the skill to use an AK-47. Again, this is at the game
master’s discretion. If a game master goes with this option, the
characters should still be able to use other forms of assault
weapons, but they would suffer a -2 attack penalty.

 


*ATHLETICS-STR OR AGIL

This skill means that a character has
some type of ability at sports. Each sport would require its own
athletics skill. Thus, a character would have to dedicate skill
points to football if they already had skill points in baseball.
The skills do not duplicate. The attribute that the skill uses
depends on what attribute would be most important for a specific
skill. Thus, gymnastics would require agility, while football would
require strength (even though both sports do use the other
attribute, we are looking at which is MOST important for a
skill.)

It’s important to note that because
bicycles are now a major mode of transportation, cycling is listed
as its own skill.

 


BALANCE-AGIL

This skill allows a character to walk
on narrow objects while trying to avoid falling. It’s generally
assumed that a character will be moving at a slower than normal
rate. If a character is trying to move at full speed, they suffer a
-6 penalty to their roll. Balance is also based on a character
using just their legs to cross the obstacle. If a character is
crawling on all fours, they receive a +2 bonus to their
roll.

This skill is always used against a CS
that the game master determines. In general, the wider an object,
the lower the CS should be. An object that’s a foot wide should
have a very low CS, while an object that’s just two inches wide
would have a much higher CS.

 


BLUFF-CHA

This skill is a character’s ability to
fake out an opponent or adversary. It’s commonly used in
negotiation and diplomacy, but it can also be used by someone
trying to make themselves seem more powerful than they actually
are, or if a character is trying to get a better price for
something they’re trying to sell. In general, this skill would be
used any time a character is trying to convince another individual
that they know something that they really might not know, or have
something that they might not really have, etc.

The skill will usually be checked
against an opponent’s Sense Motive skill, with each character
rolling a twenty-sided die and adding their respective skill scores
to the dice results, with the highest roll winning.

 


CLIMB-STR

This skill determines how well a
character can climb objects. These objects can be walls, cliffs,
ropes, or anything else that would require a character to climb.
Each successful roll allows the character to move ten feet along
whatever surface they’re trying to climb. A failed check means the
character falls or slides…depending on the surface they’re
climbing. A game master can decide that if the character is on a
surface where they would slide, the difference between the number
they roll, and the CS is the number of feet that they
slide.

This skill is always used against a CS
that the game master determines. The steeper a surface, the higher
the CS should be. A vertical surface that is completely smooth
would be pretty much unclimbable for most characters without the
use of some sort of climbing aid.

 


*CLOTHES MAKING/MENDING-CS

Going to the store is no longer an
option for characters, so if they can’t steal clothes, they’re
going to have to make them, and even if they can steal them,
someone is going to have to repair them as they fall apart. This
skill allows a character to do both of these things. Mending
clothes will generally have a lower CS than making clothes,
depending on the
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