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Sure I’d heard the stories. Boy raised by wolves they said. What kind of bullshit is that. Typical raider 
gang bullshit, looking for a free drink from a wide-eyed scav or a lay with some furniture too young to have 
heard the story before. Every winter when the Night Riders came down from Canada looking to escape the 
cold they’d have a new tale about the “Wolf Lord.” Ran with radwolves they said. Always surrounded by 
them. Took down gronts with his bare hands, then shared the meat with his pack. I see the expression on 
your face friend. 

You think I’m just another old geezer telling a tall tale. But I’m telling you, I was there and I saw him. 
During the winter of ought-five. Worst winter these old bones of mine have ever seen. And there they were. 
First one radwolf. Then another. Soon the streets of Sentinel Bay were choked with ‘em. 

And as soon as they started showing up, the Night Riders took off. It was like watching guppers scatter 
when a lake dragon was coming. You know the dragon’s on its way before you see it by the way they 
scatter. I never saw a Night Rider so scared of anything. They just got on their bikes and headed on down 
south to Bastion. 

And that man, he was like nothing I ever saw. Little more than a boy really. Couldn’t have been more 
than 16 summers. Wearing radwolf furs. Had radwolf claws tied to his hands. At first I thought he was 
onna them until he stood up. 

“The winter is too harsh this year. We will trade food in return for sharing your fire.”
And just like that, he spent the winter with us. Not that we could have stopped him if we wanted to. He 

never spoke again, unless it was to his pack with that weird yipping the radwolves use to communicate. 
We’d build them a fire at night on the edge of town and they’d play around it, fighting like wolf cubs and 
howling at the moon. During the day they’d disappear, only to come back at dusk with huge chunks of 
gront-meat, even the occasional lake dragon. 

I tell you what, I wish he’d come back every year. Not only did the Night Riders stay gone, but I never 
ate as well during a winter as I did that year. But he wouldn’t have any of it. When the town elder asked if 
he’d like to come back next year the boy just laughed like it was the best joke he’d ever heard and took off. 
I watched from the wall until they left the Old 42 and that was the last I saw of the stranger. 

INTRODUCTION
Welcome to Beastmen, a book bringing the wild to 
your Darwin’s World game. Beastmen introduces 
a new type of mutant, the Bestial Genotype. A 
Bestial Genotype is a mutant that strongly resembles 
an animal species from before the Fall. Whether 
Beastmen are animals that have gained sentience, 
or humans who have taken on the traits of animals 

in the struggle to survive, or even the result of some 
bizarre genetic experiment carried out after the Fall is 
up to you. To represent the abilities and mentality of 
the animal world, Beastmen also features a number 
of new mutations, defects and mutant feats as well 
as a new epic class, the Alpha, for those who want to 
command packs of animals.

HOW DO GENOTYPES WORK?

To use this product you simply pick a genotype from 
the list below. Instead of getting three mutations, the 
beastman gets two mutations that are pre-selected 
for him based on his animal type. The defects are 
also chosen for him, again based on the animal type. 
In return for this, the beastman receives an ability 
modifier, a skill bonus and an extra class skill. 

Other than mutations, taking a Bestial Genotype 
does not affect the rest of the character creation 
process. A beastman can be of any class and any 
background. 

BESTIAL GENOTYPES

APE
Ability modifier: Strength +2
Skill modifier: Climb +2. Ape beastmen add 

Climb to their permanent class skill list. 
Mutations: An ape beastman begins play with the 

following mutations: Gigantism, Simian Deformity
Defects: An ape beastman begins play with the 

following defects: Herbivore, Muzzle (see below), 
one defect of the mutant’s choice. 

BADGER
Ability modifier: Constitution +2
Skill modifier: Escape Artist +2. Badger beastmen 

add Escape Artist to their permanent class skill list.
Mutations: A badger beastman begins play with 

the following mutations: Adrenaline Control, Hyper 
Olfactory

Defects: Muzzle, Reptile Brain (must trigger 
Adrenaline Rush when below 50% hit points, attacks 
nearest target until adrenaline rush ends, cannot end 
adrenaline rush prematurely)
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OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the prior 
art and any additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically 
excludes Product Identity. (e) “Product Identity” means product and product 
line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) “Trademark” means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of 
Open Game Content. (h) “You” or “Your” means the licensee in terms of this 
agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this 
License.

3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.

5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or 
distributing, and You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License.

14 Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Rules Document Copyright 2000, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original 
material by E. Gary Gygax and Dave Arneson

Modern System Reference Document Copyright 2002, Wizards of the Coast, 
Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based 
on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, 
Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.
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OPEN GAMING CONTENT

Designation of Product Identity: The following terms are designated as 
product identity as outline in section 1(a) of the Open Gaming License: 
Darwin’s Word, Twisted Earth, Denizens of the Twisted Earth, Terrors of the 
Twisted Earth, Artifacts of the Ancients, Cave of Life, Benders, Brethren, 
Brotherhood of Radiation, The Cartel, Children of the Metal Gods, Clean 
Water Clans, Far Traders, Enthropist, The Foundationist, The Movement, 
Paradise Believers, Ravagers, The Savants, Doomriders, Brethren Follower, 
Brotherhood of Radiation, Foundationist Paladin, Sister of the Desert, Willy 
World.

Designation of Open Gaming Content: The following sections of Beastmen 
are designated as open gaming content except for terms defined as product 
identity above.  All illustrations, pictures, and diagrams are Product identity 
and property of RPGObjects™.

The italicized fiction is closed content.  
The NPC backgrounds are closed content.
All other text is open content.


