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INTRODUCTION:

The Rocks on the Other Side
Book of Beasts features all of the beasts
that were first introduced in the core rulebook, as well as beasts
that have been introduced in adventures that have been produced so
far. In addition, numerous new beasts have been added to the
collection, beasts that should terrorize characters of all
levels.

You may note that a few of the stats
have changed for some of the beasts that were introduced before
this supplement. This book should be considered the accurate stats
for every beast in the game so far.

Keep in mind that many of these
creatures are mutations of normal creatures, and as such, they may
not look exactly like the normal creature. They could have extra
legs, antennae, or whatever other bizarre mutations you might want
to add. Please feel free to be creative, and scare the heck out of
your players!

 


 


 


EXPLANATION OF TERMS:

Within each creature listing are
several abbreviations. This section gives you an explanation of
those terms. Many are similar to the abilities that a character
might possess, so complete explanations are not given.

INT: Intelligence

CS: Common Sense

CHA: Charisma

STR: Strength

AGIL: Agility

END: Endurance

AB: Total Attack Bonus

DB: Total Defense Bonus

Health: The amount of damage a creature
can take before it dies.

Type of Att: The preferred method of
attack a creature will use in combat. Sometimes there will be
several listings in this category, as creatures might have a
variety of methods of attack.

Damage: The number and type of dice
rolled for each attack to determine the damage inflicted by a
successful attack.

Skills: This lists the skill points the
creature has in a variety of different skills. These numbers have
already been modified by the creature's attributes, so the game
master does not need to worry about doing this.

Special Abilities: This section will
list any special abilities, or special attacks, or defense forms
that a creature might have.

Experience: This part of the listing
tells you how much experience is awarded for defeating the
creature.

 


Following each beast’s listing is a
brief description of the creature, which can include its physical
attributes, its way of thinking, where it might be found, how it
might fight, and anything else that is especially important for
that particular creature.

Important note:
During Spring, all animals receive a +3 attack
bonus. This includes both normal and mutated animals.

 


 


 


ANIMAL, MUTATED

 


INT: -2

CS: -2

CHA: -4

STR: +2

AGIL: no change

END: +2

AB: +1, and any strength change needs
to be factored in

DB: +2

Health: endurance change needs to be
factored in

Type of Att: no change

Damage: needs to be adjusted based on
new strength score

Skills: need to be adjusted for changes
in attribute scores

Special Abilities:
Contamination

Experience: 50% higher

 


Description: This isn’t an actual
creature that can be encountered. Instead, this is a template that
can be applied to any normal animal. The animal’s attribute scores
are adjusted based on the above numbers. Because they’re mutated,
they receive an additional +1 attack bonus, and a +2 defense bonus.
In addition, any attack by these animals that hits needs to be
considered a mild radiation exposure. Otherwise, the animal’s
attacks and defenses are the same as a non-mutated animal, but
bonuses need to be adjusted based on the new beast’s attribute
scores.

 


 


 


ANT, GIANT

 


INT: 6

CS: 14

CHA: 10

STR: 22

AGIL: 12

END: 22

AB: +12 (+3 str, +1 mutation, +8 hand
to hand combat bonus)

DB: +10 (+2 mutation, +2 exoskeleton,
+6 level)

Health: 3d8+9

Type of Att: Bite

Damage: 1d8+3

Skills: Appraise 6, Balance 18, Climb
16, Concentration 11, Direction Sense 14, Hand to Hand Combat 8,
Hide 7, Intimidate 4, Search 16, Sense Motive 4, Stealth 3,
Tracking 17

Special Abilities: Hive mind,
Contamination, Continue to fight

Experience: 550

 


Description: A giant ant is a three
foot long version of its lesser cousin. However, most normal ants
will tend to be non-combatant, this is not true of giant ants.
These creatures are vicious, and they will almost always attack,
although fire can usually deter an attack.

Giant ants are rarely found alone. They
are almost always in groups of four or more. The closer they are to
their anthill; the more ants will be encountered. Giant ants have
very powerful senses, and they can almost always tell when others
are about. For this reason, it is virtually impossible to surprise
the ants.

During combat, giant ants will attempt
to bite their victims, with as many ants as possible focusing on
one victim, doing everything they can to overpower the enemy. If a
giant ant bites for the maximum amount of damage (11 points), they
have grabbed the character with their mandibles, and they do an
additional 1d12 points of crushing damage, and since they will
still be holding their victim when the next round of combat starts,
the victim must attempt to grapple their way out of the ant’s hold,
or they suffer another 1d12 damage each round until they free
themselves, they die, or the ant dies.

The ants have a very strong exoskeleton
which doesn’t just grant them an additional defense bonus. It also
allows them to reduce damage they take by one point for each die of
damage that is rolled. For example, if a character shoots an ant
with a pistol, the character would roll 2d10 damage, but since two
dice are being rolled, the ant reduces the damage it sustains by
two points for each successful hit.

Giant ants are also difficult to kill.
They will continue to fight until they reach -10 health, or for an
additional three rounds after being reduced to zero
health…whichever comes first. In addition, a successful bite by a
giant ant has the chance of inflicting the character with a mild
radiation exposure.

 


 


 


BAT, GIANT

 


INT: 10

CS: 18

CHA: 14

STR: 14

AGIL: 22

END: 20

AB: +12 (+3 agil, +1 mutation, +2
echolocation, +6 hand to hand combat bonus)

DB: +13 (+3 agil, +2 mutation, +8
level)

Health: 4d8+8

Type of Att: Bite

Damage: 1d6

Skills: Appraise 3, Balance 6, Climb 3,
Concentration 8, Direction Sense 16, Hand to Hand Combat 6, Hide
12, Listen 3, Move Silently 8, Search 18, Sense Motive 3, Spot 17,
Stealth 8, Tracking 4

Special Abilities: Echolocation,
Dive

Experience: 650

 


Description: Giant bats usually have a
wingspan of close to six feet. Like their normal cousins, giant
bats will usually try to leave people alone, doing their best to
avoid combat by flying away. However, if pressed into combat, they
can be dangerous. Their echolocation allows them a better chance of
hitting opponents, and if the bat is attacking from a dive, it
receives a +6 attack bonus on that round, although it does take a
full two rounds for a bat to get back to a place where it can dive
from again, and it can not attack during those two rounds, although
it is subject to attacks. Bats do not have to dive to attack, it’s
just their preferred method of attack. They can just fly around
victims, trying to bite, although they do lose their dive
bonus.

Giant bats will sometimes bite and try
to latch onto a victim, granting them a +5 attack bonus on the next
combat round, but they will usually only do this if more than two
bats are encountered. Otherwise, they will do whatever they can to
get away from the characters.

There is something in the giant bat’s
blood that has allowed them to adapt to their mutation in a way
unlike most other mutated animals. Giant bats no longer show any
signs of actual radioactivity, so they do not pose a risk of
contamination when they bite an opponent.

 


 


 


BAT, MUTATED VAMPIRE

 


INT: 12

CS: 18

CHA: 12

STR: 17

AGIL: 23

END: 21

AB: +17 (+4 agil, +1 mutation, +2
echolocation, +10 hand to hand combat bonus)

DB: +16 (+4 agil, +2 mutation, +10
level)

Health: 5d8+15

Type of Att: Bite

Damage: 1d10+1

Skills: Appraise 5, Balance 8, Climb 5,
Concentration 10, Direction Sense 18, Hand to Hand Combat 10, Hide
12, Listen 6, Move Silently 5, Search 18, Sense Motive 4, Spot 18,
Stealth 7, Tracking 6

Special Abilities: Echolocation, Dive,
Continue to fight, Latch on

Experience: 900

 


Description: Although they are roughly
the same size, giant vampire bats are much more aggressive than
normal giant bats. They will do everything they can to seek out
possible victims, and they are after only one thing, blood.
Although giant vampire bats will dive at possible victims, granting
them a +5 attack bonus, their preferred method of attack is to
pounce on passing prey from a tree or a cliff wall, or even better,
to find a sleeping victim and latch onto them. When a vampire bat
successfully hits a victim, a second attack is immediately rolled,
if the bat hits again, it has latched onto its victim. At this
point, it will drain blood at a rate of 2d10 damage per round
without having to roll an additional attack. In order to dislodge
the bat, a character must make a successful grapple attack against
the bat.

Giant vampire bats are able to continue
to fight even if their health has been reduced to zero for an
additional three rounds, or until their health reaches -20,
whichever happens first. Like giant bats, a hit from a giant
vampire bat does not run the risk of contamination.

 


 


 


BEAR, BLACK

 


INT: 6

CS: 12

CHA: 8

STR: 26

AGIL: 16

END: 22

AB: +18 (+5 str, +13 hand to hand
combat bonus)

DB: +13 (+5 aggression, +8
level)

Health: 4d8 + 12

Type of Att: 2 Claws / 1
Bite

Damage: Claws 1d6+5, Bite
1d8+5

Skills: Balance 3, Climb 8, Direction
Sense 5, Hand to Hand Combat 13, Hide 2, Intimidate 4, Listen 6,
Move Silently 2, Search 6, Sense Motive 5, Spot 8, Swim
6

Special Abilities: +2 on initiative
rolls due to heightened senses

Experience: 410

 


Description: Black bears are the
smallest of the bears, and usually will do their best to avoid
contact with humans. A typical combat strategy for a black bear
would be to flee from potential combat, unless the bear is a mother
trying to protect her young, then she will stay and fight. If
forced into combat, or if trying to protect their young, however,
they are fearsome foes.

 


 


 


BEAR, BROWN

 


INT: 8

CS: 14

CHA: 8

STR: 28

AGIL: 14

END: 24

AB: +24 (+6 str, +18 hand to hand
combat bonus)

DB: +18 (+6 aggression, +12
level)

Health: 6d8 + 24

Type of Att: 2 Claws / 1
Bite

Damage: Claws 1d10+6, Bite
2d12+6

Skills: Balance 3, Climb 6, Direction
Sense 6, Hand to Hand Combat 18, Hide 2, Intimidate 8, Listen 6,
Move Silently 2, Search 6, Sense Motive 5, Spot 8, Swim
8

Special Abilities: If the bear manages
to hit with both claws, they gain a +5 attack bonus with their
bite, +2 on initiative rolls due to heightened senses

Experience: 620

 


Description: Whereas the black bear is
docile, the brown bear is anything but. They are highly
territorial, and will defend their land against anything or anyone.
Their usual strategy is to try to intimidate an opponent by trying
to scare them off, but there are times when the bear will decide to
just charge and try to maul its victims. Many people in the
Americas refer to the brown bear as the Grizzly.

 


 


 


BEETLE, GIANT

 


INT: 8

CS: 14

CHA: 10

STR: 20

AGIL: 12

END: 22

AB: +10 (+3 str, +1 mutation, +6 hand
to hand combat bonus)

DB: +14 (+2 mutation, +2 exoskeleton,
+10 level)

Health: 5d8+15

Type of Att: Bite

Damage: 1d10+2

Skills: Appraise 3, Balance 4,
Concentration 4, Direction Sense 10, Hand to Hand Combat 6, Hide 3,
Intimidate 5, Move Silently 3, Search 10, Sense Motive 6, Tracking
8

Special Abilities: Contamination,
Continue to fight, Chance for acid spit

Experience: 900

 


Description: Giant beetles are six foot
long versions of their smaller cousins. Although they will
typically try to avoid combat, they will fight if pressed into it.
The majority of beetles will rely on their bite as an attack.
However, 10% of all giant beetles are able to spit acid. This acid
spray is a 10 foot long stream, and any character hit by the acid
will take 3d10 points of damage; an agility check against a CS of
15 will reduce this damage to half, with fractions being rounded
up.

Like many insects, giant beetles are
not always easy to “kill.” Giant beetles will continue to fight
even when their health has been reduced to zero. They are able to
continue the attack for five rounds or until their health reaches
-20, whichever comes first.

The bite of a giant beetle runs the
risk of a mild radiation exposure. The acid spray does not run the
risk of a radiation exposure.

 


 


 


BUNNY, KILLER

 


INT: 6

CS: 8

CHA: 6

STR: 10

AGIL: 22

END: 18

AB: +1 (-1 str, +1 mutation, +1 hand to
hand combat bonus)

DB: +11 (+3 agil, +2 mutation, +4 size,
+2 level)

Health: 1d8+1

Type of Att: Bite

Damage: 1d4-1 +
contamination

Skills: Balance 4, Direction Sense 3,
Hand to Hand Combat 1, Hide 10, Intimidate 6, Jump 8, Listen 6,
Move Silently 12, Sense Motive 8, Spot 6, Stealth 10, Tracking
6

Special Abilities: Initiative Bonus,
Contamination, Continue to fight

Experience: 160

 


Description: At first glance, the
killer bunny doesn’t look any different than a normal rabbit,
although a slightly larger specimen, and this is what often gets
people and other animals in trouble with them. Until combat ensues,
the killer bunny will act exactly like a normal rabbit, trying to
hide, lowering its ears, doing everything it can to avoid
detection. Once the opponent starts to approach, or is lulled into
a false sense of security, the killer bunny attacks. On the first
round of combat, the killer bunny receives a +4 initiative bonus.
The killer bunny then fights ferociously, so ferociously in fact,
the killer bunny will continue to fight until it is reduced to -10
health, or for three rounds, whichever comes first, at which point
it “dies.”

Any bite that inflicts damage has a
chance of causing a mild radiation exposure, and the character must
roll on the appropriate table to see if they are contaminated or
not.

 


 


 


CACTUS, KILLER

 


INT: 4

CS: 8

CHA: 8

STR: 16

AGIL: 16

END: 22

AB: +15 (+1 mutation, +14 hand to hand
combat bonus)

DB: +20 (+2 ribbing, +2 mutation, +16
level)

Health: 8d8+24

Type of Att: 2 “Arms” /
Spines

Damage: Arms: 3d10+ special/ Spines:
1-3+ special

Skills: Balance 5, Climb 4, Hand to
Hand Combat 14, Herbalism 5, Intimidate 14, Listen 8, Search 7,
Sense Motive 3, Spot 6, Survival 15, Tracking 12

Special Abilities: Shoot spines,
Tracking

Experience: 1300

 


Description: The majority of killer
cacti that are found are from the saguaro family, although other
types of killer cacti can exist. Like other mutated plants, killer
cacti are able to move, and at an alarmingly
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