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Introduction

No real-life creature has stoked the flames of imagination
more than tyrannosaurus rex. Since its discovery a century ago,
T-rex has served as a constant reminder of human frailty. Not
only does its massive mouth belittle mankind (its jaws are, after
all, as long as a man is tall), but its Earthly reign makes us piti-
fully insignificant. Homo sapiens has walked the Earth for a
mere 100,000 years — but tyrannosaurus rex ruled for six mil-
lion years.

Dragons were real, and they were called T-rex. This book
gives you the rules and background you need to put these real
life dragons in your d20 game. By the time you’re done read-
ing, T-rex won’t be a dumb lizard; it will be an intelligent con-
queror that forms alliances, remembers treachery, and builds
dynasties that span generations.

We have taken a few fantastic liberties with T-rex. The
standard T-rex is present, of course, in both the forms that his-
tory has known it: the sluggish, tail-dragging version painted by
Charles Knight, and the modern, fleet-footed version depicted
in Jurassic Park. But we go even further than that. (This is a
fantasy game, after all.) Modern reptiles continue growing their
entire lives. What if T-rex were the same? What if this king of
predators (whose only natural enemies were his T-rex rivals)
survived to extreme ages? How large could he get? And what
are the implications of the sheer willpower that must reside in
such a beast?

Over the next 30-odd pages, we will answer these ques-
tions. We hope to show you a side of tyrannosaurus rex that
you’ve never seen. By the time you’re through, we hope you’ll
want to show your players what a real dragon looked like.

Most of this book is world-neutral, designed to be incorpo-
rated into any campaign. When a section must be placed within
the context of a campaign setting, we have used the Dinosaur
Planet: Broncosaurus Rex world. Most of the Broncosaurus Rex
setting material can easily be integrated into any other prehis-
toric world.

For reference, here is the stat block for a standard T-Rex.
Note the relatively high Intelligence, higher than that presented
in the MM. We think T-rex should be smarter!

Tyrannosaurus Rex

Huge Animal
Hit Dice: 18d10+72 (171 hp)
Initiative: +1 (Dex)
Speed: 40 ft.
AC: 14 (-2 size, +1 Dex, +5 natural)
Attacks: Bite +20 melee
Damage: Bite 5d8+13
Face/Reach: 10 ft. by 10 ft./15 ft.
Special Attacks: Improved grab, swallow whole
Special Qualities:  Scent, roar
Saves: Fort +15, Ref +12, Will +8
Abilities: Str 28, Dex 12, Con 19,
Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +11
Climate/Terrain: Temperate or warm land
Organization: Solitary or family (2 adults and 0-2
young)
Challenge Rating: 8§
Treasure: Standard
Alignment: Lawful evil
Advancement: 19-36 HD (Gargantuan), 37-54 HD
(Colossal)
COMBAT

Roar (Ex): A tyrannosaurus facing a real threat will sum-
mon help with a deafening roar. Nearby T-rexes will hear the
roar and come to its aid. (Being summoned is one of the few
times a T-rex will enter another T-rex’s hunting grounds.)

T-rexes summon aid with discretion, and rarely do so
unless their opponent is a threat to their neighbors, as well as
themselves (e.g., human or carnivore invaders, not just a big,
angry triceratops). But when the threat is real, and they are in
danger, they do not hesitate.

A T-rex can roar with a full-round action and attract 1d4 T-
rex families. The roar carries many miles; aid may come from
far away. Each summoned family will arrive in 2d20 minutes.

Improved Grab (Ex): To use this ability, the T-rex must
hit a Medium-size or smaller opponent with its bite attack.

Swallow Whole (Ex): A T-rex can try to swallow a Medi-
um-size or smaller opponent by making a successful grapple
check. The swallowed creature takes 2d8+8 points of crushing
damage per round plus 8 points of acid damage from the tyran-
nosaur’s gizzard. A swallowed creature can cut its way out by
using claws or a Small or Tiny slashing weapon to deal 25 points
of damage to the gizzard (AC 20). Once the creature exits, mus-
cular action closes the hole; another swallowed opponent must
cut its own way out. The gizzard can hold two Medium-size or
four Small opponents (and so on for other sizes).




Physiology

The basics of tyrannosaur physiology are well known. A T-
rex stands roughly 18 feet tall. A six foot tall human sees eye-
to-eye with its kneecap. T-rexes are about 45 feet long and
weigh up to 7 tons. Their jaws are six feet long, just large
enough to swallow a human in a single gulp.

Beyond that, discussing the physiology of T-rex is an inter-
esting endeavor. Interpretations of T-rex physiology have
changed over time. When scientists thought dinosaurs were
cold-blooded, it was popular to think of T-rex as a slow, stupid
beast that walked upright and dragged its tail on the ground. But
modern paleontologists suspect otherwise. They envision T-rex
as a warm-blooded creature that balanced its spine over its legs,
with the head and tail at each end like two children on a see-
saw. The modern T-rex can run quickly, turn quickly, and per-
haps even think quickly.

In a fantasy environment, both are possible. We have divid-
ed T-rexes into two types: the endo (warm-blooded) and exo
(cold-blooded). Both kinds of T-rex can coexist in the same
game world.

Endo vs. Exo

The endo-rex (as we’ll refer to it) is endother-
mic, or warm-blooded, like humans and birds.
Warm-blooded creatures regulate their own tem-
perature. This lets them stay warm in winter and d
cool in the summer. It also makes them a N
lot more active; they can move at
a relatively quick pace
even in extreme
temperatures. The
endo-rex is a
warm-blooded
dinosaur, like
the modern
interpreta-
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tion of T-rex.

The exo-rex is exothermic, or cold-blooded. Cold-blooded
creatures (such as reptiles) have limited ability to regulate their
own temperature. Their body temperature is the same as the air
around them. When it gets below 32 degrees, humans can still
move (although it’s pretty cold!) — but reptiles start to freeze.
That’s the advantage of being warm-blooded. Exothermic crea-
tures are generally slower and more sluggish than their
endothermic counterparts. Exo-rex, therefore, is the “old style”
T-rex.

The standard T-rex stats, as described in the d20 rules and
recapped above, are for an endo-rex. From this point on, the dis-
tinction won’t matter; all the discussion that follows is about
warm-blooded dinosaurs. But, for reference, we have presented
the stats for the cold-blooded exo-rex in Appendix I.

Age Categories

Tyrannosaurs are massive creatures. But before they grow
massive, they are quick and nimble. Young T-rexes differ
markedly from their parents, and
not merely in physical
attributes. Older T-rexes
are smarter and
tougher, and their
greater hunting experi-
ence makes them deadly
in more ways than just their
larger jaws.

There are four main cat-

egories of T-rex aging. The
youth, or “young rex,” are slen-
der, lightly-built dinosaurs that resemble the
nimble velociraptors more than their heavy, stocky
parents. As a T-rex ages, it bulks up considerably.
Only after several years does it gain the barrel-
chested, thick-legged appearance of an adult, the
second category of T-rex age.
Like all reptiles, tyrannosaurs (and all dinosaurs) grow
for their entire lives. That’s right — their entire lives. The rate of
growth slows significantly once they mature, but the growth
does continue. This has enormous repercussions for reptiles
with long life spans — and T-rex is such a creature.

There is no known upper limit on the age of a tyrannosaur.
Most tyrannosaurs die from the debilitating injuries that are part
of a carnivore’s life. A triceratops gore here, a pachycephalosaur
head-butt there... sooner or later, all those minor scars add up.
But some T-rexes are lucky, or smart, or otherwise gifted, and
they reach old age without severe injury. Like all reptiles, they
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continue growing the whole time. When they reach a certain
point, they are so large, and their skin is so thick, and their teeth
are so long, that they are practically invulnerable. From then on,
their growth continues unchecked.

These unbelievably enormous tyrannosaurs are the tyrant
kings. This is the third category of T-rex age. As the oldest
tyrannosaurs in each family group, the tyrant kings are the
acknowledged leaders of the T-rex dynasties (which will be dis-
cussed in more detail later). So few tyrannosaurs survive to this
age that tyrant kings are only rarely seen.

As the tyrant kings age, they discover that even their bod-
ies are not immortal. Yes, the growth continues indefinitely, but
a bone can rotate in its socket for only so long before it begins
to wear away. Tyrant kings eventually falter from the simple
stress of progressive age degeneration. They grow until their
old bones can’t support their weight, then they collapse and die.

Most die — but not all. Difficult as it may be to imagine, T-
rexes have powerful minds. Their unstoppable bodies fuel their
existence for so long that few pause to consider what minds
must lie behind those bodies. Yet they are intelligent — and, more
importantly, strong-willed. Imagine an ancient tyrannosaur that
has ruled the wilderness for hundreds of years. When its physi-
cal might begins to decline, it discov-
ers — for the first time — the
strength of its mind. While its
body was strong, it never
needed thought; but as its
body weakens, it learns what
its mind inherited from its
physical strength: an
indomitable will. Those tyrant
kings who live to discover their psionic
abilities are few in number, but they are
dangerous indeed, for they can propel their
aging bodies with sheer willpower alone.
These are the tyrant masters. No more than a
handful of tyrant masters exist at any one
time, and they are virtually never seen by
non-tyrannosaurs, but they are the true rulers
of the prehistoric world.

Tables 1-1 through 1-3 describe the
physical profiles, abilities and saves, and
attacks of tyrannosaurs at various age cate-
gories. Notice how a T-rex grows in every |\
regard until it reaches the age of 400 years \\\
— at which point its physical abilities \;' //f\
begin to decline. That is the age s
where a T-rex’s body is so worn
down that regardless of physical
injuries (or lack thereof), it deterio-
rates. Then tyrant kings falter —

unless they develop psionic abilities s
T 1
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to compensate, which carry them to the exalted status of tyrant
master.

Attacks: As tyrannosaurs age, their attacks improve. A nor-
mal adult T-rex has only one attack: its bite. But the attack
bonus, damage, and threat range of the bite improve dramati-
cally over time. Moreover, older T-rexes can swallow creatures
of progressively larger sizes, culminating in a colossal T-rex’s
ability to swallow whole creatures of size Huge or smaller —
which means they can swallow whole a normal T-rex!

Older T-rexes gain additional attacks. At the age of 76, a T-
rex is able to head butt and tail slap. At the age of 126, a T-rex
learns to kick effectively. At the age of 251, the T-rex’s mere
presence is enough to cause fear in opponents.

Feats: At the same time a T-rex is learning these new
attacks, it is also developing specialized attacks of its own. A T-
rex gains a feat at each of its last four age increments. These are
treated exactly as feats are for normal PCs. Tyrannosaur-specif-
ic feats are described on page 14. The head butt, tail slap, and
ferocious kick attacks, as well as frightful presence, are
described as feats.

Table 1-4 lists the attack bonus, threat range, and damage
of tyrannosaur attacks. Attack bonuses and damage for second-

ary attacks are listed even for those T-rexes too small to nor-
mally acquire those attacks, because some exceptional T-
rexes develop these attacks early in life.

Skills: Tyrannosaurs of normal
Intelligence for their age receive skill
points equal to their HD. Adjust skill
points by 4 for each point of Intelli-
gence below or above normal. The
tyrannosaur’s class skills are
Hide (Dex), Intimidate (Cha),

Intuit Direction (Wis), Jump
(Str), Knowledge (nature)
(Int), Listen (Wis), Move
Silently (Dex), Spot (Wis),
and Wilderness Lore (Wis).

A tyrant master continues

gaining skill points after its

HD stop progressing. It gains
one additional skill point for each
effective level as indicated on table
1-5 (see page 17). Tyrant masters may
also take the skills Autohypnosis (Wis),
Concentration (Con), Knowledge (psion-
ics) (Int), Psicraft (Int), and Stabilize
Self (Con).

A tyrannosaur’s maximum
rank in a skill is equal to its HD
plus its effective level (if any) plus
three.



Table 1-1: Tyrannosaur Physical Profile by Age

Age Category Size Speed HD (hp) AC

0-5 Young M 30 ft. 3d10+3 (20) 13 (+1 natural, +2 Dex)

6-15 Young L 40 ft. 6d10+12 (45) 14 (+3 natural, +2 Dex, -1 size)

16-25 Young H 40 ft. 12d10+36 (102) 14 (+5 natural, +1 Dex, -2 size)

26-75 Adult H 40 ft. 18d10+72 (171) 14 (+5 natural, +1 Dex, -2 size)

76-125 Adult G 50 ft. 36d10+180 (378) 15 (+8 natural, +1 Dex, -4 size)

126-250  Adult G 50 ft. 45d10+270 (520) 19 (+12 natural, +1 Dex, -4 size)
251-400 TyrantKing C 60 ft. 54d10+378 (675) 20 (+18 natural, -8 size)

401+ Tyrant Master C 60 ft. 54d10+378 (675) 19 (+18 natural, -1 Dex, -8 size)

Table 1-2: Tyrannosaur Abilities & Saves by Age

Age Str Dex Con Int Wis Cha Fort Ref Will
Save Save Save
0-5 16 15 13 5 10 8 +4 +5 +1
6-15 20 14 15 6 1 9 +7 +7 +2
16-25 24 13 17 7 13 10 +11 +8 +5
26-75 28 12 19 8 15 10 +15 +12 +8
76-125 32 12 21 10 16 12 +25 +15 +15
126-250 36 12 23 12 17 14 +30 +18 +18
251-400 39 10 25 14 18 16 +36 +20 +22
401+ 37 8 24 16 19 18 +36 +19 +22

Table 1-3: Tyrannosaur Attacks by Age

Age Grab Swallow Face/Reach Additional Attacks Special
Whole

0-5 Normal Tiny 5 ft. by 5 ft./5 ft. - -

6-15 Normal Small 5 ft. by 5 ft./10 ft. - -

16-25 Normal Medium 10 ft. by 10 ft./15 ft. - -

26-75 Improved Medium 10 ft. by 10 ft./15 ft. - -
76-125 Improved Large 20 ft. by 30 ft./15 ft. Head butt, tail slap Feat
126-250  Improved Large 25 ft. by 40 ft./20 ft. Ferocious kick Feat
251-400  Improved Huge 30 ft. by 50 ft./20 ft. Frightful presence Feat
400+ Improved Huge 30 ft. by 50 ft./20 ft. Psionics Feat

Table 1-4: Tyrannosaur Damage by Age

Age Bite Secondary Attacks

Attack Bite Crit Attack Head Butt Tail Kick

Bonus Dam.* Bonus Dam.* Dam.* Dam.*
0-5 +5 2d4+4 20 +0 1d3+3 1d3+3 1d6+3
6-15 +8 3d6+7 20 +3 1d4+5 1d4+5 1d8+5
16-25 +14 4d8+10 20 +9 1d6+7 1d6+7 2d6+7
26-75 +20 5d8+13 20 +15 1d8+9 1d8+9 2d8+9
76-125 +36 6d10+16  19-20 +31 2d6+11 2d6+11 3d6+11
126-250  +47 16d6+19  19-20 +42 2d8+13 2d8+13 5d6+13
251-400 453 20d8+21 18-20 +48 4d6+14 4d6+14 6d8+14
400+ +52 20d8+19 18-20 +47 4d6+13 4d6+13 6d8+13

* Damage includes bonus for normal T-rex Strength at that age. Note that a T-rex’s bite still uses 1 1/2 times its Str
modifier for damage even after the T-rex acquires other attacks. This reflects the incredible power and inherently psion-
ic nature of the T-rex’s jaws.
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Social Structure

T-rexes remember their lineages and are ardent genealo-
gists. Their family trees constitute grand dynasties that trace
their history back thousands of years. While velociraptors and
other predators scamper about fighting their petty battles for
territory, the true epics of prehistory are written when T-rex
dynasties clash. Their earth-shattering wars occur only once in
a century, if even that, but they are awesome to witness. The
ancient tyrant kings awaken from their slumber to lead their
descendants across the jungles. Armies of T-rexes, organized by
family group and regimented by age, march against their ene-
mies. These wars decide dominance for centuries or millennia
to come. When they end, the winning tyrant king returns to
sleep, knowing its dynasty has secured valuable hunting
grounds for future generations.

Family Groups

T-rex society is difficult for outsiders to understand. T-
rexes are solitary creatures that are rarely seen with others of
their kind. At the same time, relations between interrelated T-
rexes are extremely close. It is almost as if T-rexes are a socie-
ty of hermits: they prefer to be alone, but when forced into con-
tact with one another, they remember and acknowledge social
bonds.

At the most basic level, tyrannosaurus society is organized
into family groups. When a young tyrannosaur reaches sexual
maturity, he or she begins the search for a mate. This search
usually begins sometime around the age of 25, but may go on
for years or even decades before a suitable mate is found. T-
rexes mate for life and thus are quite picky about their mates.

A tyrannosaur that loses its mate will never take another. It
will nurse a grudge against its mate’s slayer, and will go to
extreme lengths to exact revenge. Over the years, this has been
the source of many a tyrannosaur war.

Mated tyrannosaurs live, hunt, and travel together. In nor-
mal circumstances, the largest group of tyrannosaurs ever
encountered is a family group of two adults and up to two
young.

T-rexes never bear more than one child at a time, but a child
may stay with its parents until well after it matures. Tempera-
ment, other children, and food availability determine the exact
length of time a child remains with the family. Older children
may help their parents raise younger siblings. When a child
finally leaves to establish its own family, it remembers its par-
ents and treats them with respect for the rest of its life. Parent
tyrannosaurs let their children (and grandchildren) share their
hunting grounds, if necessary; this rule is reciprocated by the
children. A T-rex whose children carve out large hunting
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grounds has effectively enlarged its own territory as well. On
the other hand, siblings who share their parents’ hunting
grounds with each other may not share their own territories with
one another, and if their parents pass away, they will fight for
control of the formerly shared areas.

Once a tyrannosaur sets out on its own, it must carve out its
own hunting territory. In spacious areas, this is easy enough:
simply travel until you don’t see signs of other T-rexes, then set-
tle down. But in narrow valleys, crowded jungles, and overpop-
ulated areas, the maturity of a young T-rex inevitably brings
conflict as it challenges older T-rexes for their hunting grounds.
Yet this conflict occurs within the confines of the T-rex’s lawful
alignment: In the same way that human sportsmen may com-
pete on the field but be friends off, two tyrannosauruses may
compete savagely for hunting grounds, but, once that’s decided,
be friendly for the rest of their lives.

The Importance of Family

Surprisingly for a society of loners, tyrannosaurus rex cul-
ture is centered around family relationships, and T-rexes are
extremely interested in genealogy. The extent of this interest is
evident in their language. Tyrannosaurus language includes
hundreds of words to denote very specific familial relation-
ships, including terms for “paternal aunt,” “son of a father’s
cousin,” and “grandmother’s sister’s mate’s brother.” With an
intelligence only marginally lower than a human’s — and a
lifestyle that gives them little else to think about — tyrannosaurs
are perfectly capable of remembering complex family trees that
stretch back thousands of years.

The tyrannosauruses in a given region form groups of inter-
related families. T-rexes always remember who’s related to
whom. Tyrannosaurs within the same region know each other
and, if they’re related, are probably on good terms. This means
they will come to each others’ aid and perhaps even cooperate
during lean seasons. In normal circumstances, however, they
will still guard their hunting grounds like any territorial crea-
ture.

Ultimately, tyrannosaur loyalties depend on family ties.
Close relatives are always extremely loyal, regardless of
whether they get along personally. Of course, they may still
quarrel, but they will readily unite against common enemies.
More distant relatives are less inherently loyal.

A typical encounter between two unfamiliar T-rexes begins
with a lengthy discussion of family history. They exchange
genealogies until they have established their exact relationship.
These conversations sometimes go on for hours. Inevitably,
though, the two creatures will find some common link. Once the
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link is known, they know something about their relationship:
either they are from different clans, or distant relatives within
the same clan, or close relatives of some kind. This then deter-
mines their attitude toward each other.

The Dynasties

Individuals comprise families, families comprise clans, and
clans comprise dynasties. A family’s hunting grounds cover a
hundred square miles, a clan’s territory may span thousands of
miles, and dynasties rule continents. The tyrannosaur dynasties
are the most powerful organizations in the prehistoric world.

A dynasty is a collection of clans whose bloodline con-
verges on a single tyrannosaur patriarch at some common point
in their past. All tyrannosaurs share a basic form of ancestor
worship — youth respect their elders, and family ties are always
honored — and this is the glue that holds the dynasties together.
When dynasties are so large they span many generations, uni-
fied adulation of a shared ancestor may be the only thing that
holds the dynasty together.

It also helps that the ruling ancestor is a Colossal T-rex so
huge that it’s almost beyond comprehension. These dynastic
rulers are the tyrant kings. Just as a T-rex has access to the hunt-
ing grounds of its children and its grandchildren, a tyrant king

&

has lived so long that it has access to the hunting grounds of as
many as ten subsequent generations (and sometimes more). The
sheer size of this territory is enormous.

Young tyrannosaurs who grow up learning their family
trees know that they are part of a dynasty. They know their ruler
is the tyrant king who is their great-great-...-great-grandfather.
They recognize their tyrant king on sight, and give him free rein
of their hunting grounds. (It’s good that they’re so hospitable —
it’s not like they could stop him!)

But the tyrant kings are so powerful that hunting no longer
appeals to them. Few prey creatures present any challenge
whatsoever to a tyrant king. Their descendants take turns bring-
ing portions of their kills in tribute. Even though some tyran-
nosaurs must travel great distances to offer their tribute, a tyrant
king has so many descendants that he remains well-fed. The
tyrant kings reside in luxurious caves or lairs, some hibernating
for long periods, others more active.

Dynasties are not named in the way that human nations are.
Nor do tyrannosaurs have surnames by which they could refer
to themselves. Rather, tyrannosaur dynasties are always called
by the name of their current tyrant king. The three largest
dynasties are these:

Rog Grar: Rog Grar is a relatively young tyrant king, hav-
ing lived only 270 years. The former patriarch of his dynasty
ordered his tyrannosaur legions to take over territory occupied
by nearby protoceratops, but was felled by a supremely power-
ful protoceratops psyker. In order to rule after the former patri-
arch died, Rog Grar had to fight a mortal battle against a first
cousin who was nearly the same age. He now bides his time,
waiting for the chance to make a second strike at the protocer-
atops.

Sibdan: Sibdan is a tyrant master. His true age is lost to
time, but based on the number of generations between him and
his youngest kin, he must be at least 450 years old. Sibdan long
ago developed the psionic powers needed to fuel his aging
body, but he’s now so old that the mental strain is excruciating.
He has been hibernating in seclusion for many years. Some of
his older descendants, eager for power themselves, claim he is
already dead; among these is Sylon, his great-great-grandson
and oldest living relative.

Kil Karn: Kil Karn and Sylon are siblings with a mutual
hatred; a mating spat some 350 years ago sent Kil Karn to dis-
tant lands, where he eventually became the progenitor of his
own dynasty. The most active of the tyrant kings, Kil Karn is a
rarity among tyrannosaurs: an extrovert. He loves the company
of his fellow T-rexes (despite the fact that most of them are tac-
iturn hermits). He is constantly traveling through his territory,
learning about goings-on and matings. He is also the most intel-
ligent of the tyrant kings, often displaying stunningly precise
knowledge of his realms. The other tyrant kings fear his tactical
abilities, but so far he has shown no desire to expand his realm.
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The Tyrant Kings

Tyrannosaur life proceeds at its own pace unless inter-
rupted by the orders of a tyrant king. Tyrant kings are more
patient and calculating than their younger descendants, but
no less aggressive. Their many years of experience, cou-
pled with extensive travel through hunting grounds that
expand with each new generation, give new scope to the
already expansionistic tendencies inherent in any carni-
vore. They don’t want to hunt; they want to rule.

Tyrant kings are warrior kings. Like all tyrannosaurs,
they want to expand their hunting grounds — although, in
their position as leaders, it is the hunting grounds of their
offspring that they are actually expanding, with their own
territory growing only indirectly as a result. Some tyrant
kings, nursing grudges of mates long ago killed, await the
chance to vanquish enemies from generations past. Others,
insulted by the fact that tyrannosaurs don 't rule the entire
prehistoric world uncontested (the highly intelligent
velociraptors and the psionic protoceratops being their two
main contenders — not to mention the recently arrived
humans), make it their own personal mission to eradicate
competitors. But most are simply arrogant, ambitious, and
greedy. Made patient by age, and without the worries of
mating, children, and hunting that consume the energy of
younger tyrannosaurs, the tyrant kings have ample time to
plan their campaigns.

When they are ready, tyrant kings mobilize armies of
their descendants. If you think one or two T-rexes are
frightening, imagine the sight of a hundred — or two hun-
dred — or even more — thundering across the open plains to
do battle. A competing dynasty weakened by drought,
aggressive herbivores, natural disasters, or simple bad luck may
find its misfortune amplified when a neighboring tyrant king
sends his offspring to attack.

The Dynastic Wars

Despite the tyrant kings’ natural aggression, there have
been no great battles between dynasties for some 3,000 years.
Individual tyrant kings have squabbled, of course, and their
families have fought both each other and other species; branch-
es of the family have even been mobilized and sent into battle.
But no tyrant king has mobilized his entire family tree for a full-
fledged war. There is good reason. Tyrannosaurs vividly
remember the last time that happened, during a period now
called the Dynastic Wars.

Beginning almost 3,000 years ago, the Dynastic Wars were
a world war of sorts among tyrannosaurs. For millennia the
tyrannosaurs had ruled the prehistoric world virtually uncon-

N
7\

tested, successfully squelching the velociraptors, protoceratops,
and all other competitors. Amidst this success, a minor territo-
rial dispute between neighboring T-rex families from different
dynasties had festered for years. One day, an elder relative of
one family stepped in to help chase away the other family. But
they fled and called in one of their own elders. A rapidly esca-
lating cold war ensued, and within days the respective tyrant
kings themselves were facing off in an egotistical battle over an
unimportant piece of land.

Those two tyrant kings called their families to battle in the
disputed area. Hundreds of tyrannosaurs moved into one small
area — deserting the rest of their domains. Other dynasties on
their borders moved in to occupy the now-empty territory. After
the two warring dynasties decimated each other, they suddenly
faced the onslaught of their expansionistic neighbors. They
were obliterated. The briefly-triumphant neighbors were them-
selves soon fighting over the remains of the territory. The con-
flict spun out of control, embroiling every living dynasty into a
single massive conflict. In less than two years, the ruling T-rex



dynasties had destroyed each other.

Only two tyrant kings were left alive at the end of the con-
flict. The tyrannosaur population was thinned for generations to
come. Battlefields where dozens or hundreds of T-rexes had
fought were completely wasted — trees splintered, fields mud-
died, herbivore populations decimated. The ecological impact
was initially devastating, but soon took a turn that, from a tyran-
nosaur’s perspective, was even worse.

Without the tyrannosaurs around to act as kings of the food
chain, herbivore populations flourished. Following close behind
were the other carnivores. Velociraptor populations exploded
and the first velociraptor nations appeared. Ceratosaurs,

allosaurs, spinosaurs, and other large carnosaurs ate what T-
rexes no longer could. Even with this increased carnivore activ-
ity, it took decades before the herbivore and carnivore popula-
tions reached a balance again.

The tyrannosaurs had to fight to regain their rightful posi-
tion. They eventually re-established their dominance, but not
before the velociraptors and protoceratops were too entrenched
to overturn. The tyrannosaurs have never forgotten the Dynas-
tic Wars, where their mutual greed set back the entire species. It
is with this in mind that the modern-day tyrant kings temper
their ambitions.

Cultural Habits

Lifestyle

Despite their loyal nature, tyrannosauruses have a mean
streak. They are nasty, vengeful and cruel. Combat between T-
rexes can be gruesome. A T-rex in a bad mood may pick on
smaller creatures, even when it’s not hungry. They are known
for teasing prey, torturing their enemies and showing respect to
no creature but another T-rex.

Outside of combat, T-rexes are lazy and like to nap. They
hunt when they need to, but exert no more energy than is nec-
essary. After a successful kill, they doze until they get hungry
again. They don’t dig caves or store food for winter. As far as
they’re concerned, there is always food to be found, and if they
can’t find a living creature to eat, they can always steal pre-
served food from the raptors or other harder-working dinosaurs.
They are the bullies of the prehistoric world.

Each T-rex family has a nesting area, usually in a remote
place accessible only to the T-rexes. In most cases, the nest was
appropriated from some unfortunate prey animal many years
ago. It is in this nesting area that young are raised. T-rexes fre-
quently drag kills back to the nest to provide food for their
young. In this way, the nesting area for a family that has raised
several young may be littered with skeletons. If the T-rexes ever
fed adventurers to their young, the adventurers’ remains (and
their treasure) will be found in the nesting area.

T-rexes are exclusively carnivorous, but they aren’t picky
eaters. Although they do prefer live, freshly-caught meat, they
are still opportunistic scavengers. If it’s dead (or even almost
dead), they’ll eat it, whatever it is. If their jaws can crack
through it, their stomachs can probably digest it, and there’s not
much their jaws can’t crack through. Adventurers who kill
something that a T-rex could eat may find themselves with lit-
tle time to look for treasure if a T-rex smells the carcass...

&

Ancestor Worship and
Genealogy

The basic unit of most societies is the family. In more
advanced civilizations, the family structure gives way as the
society becomes larger: the city, state, and nation are unrelated
to family structure, as is the tribe and, in some cases, the clan.
With tyrannosaurs, however, the family is the only unit of social
organization. There are no tyrannosaur cities; except in times of
war, tyrannosaurs never congregate in any groups larger than a
family. Family relationships are the only things that tie tyran-
nosaurs together.

A natural consequence of these family relationships, and
the dynasties that grow from them, is a deep form of ancestor
worship. T-rexes have a natural respect for those who came
before them. They do not have any particular rites or rituals for
this purpose (they’re much too lazy for that). Instead, they fre-
quently invoke the assistance of a long-dead ancestor. Charac-
ters who understand the tyrannosaur language may hear invo-
cations — and occasionally even a short prayer — in the midst of
their roars prior to engaging in combat. Tyrannosaurs attribute
vague, undefined powers of blessing or good luck to these
prayers. They lack any organized religious beliefs, however, so
the ancestors remain just that: merely ancestors, not gods.

Another strong expression of the ancestor worship is a
fondness for genealogy. T-rexes love genealogy. They love to
discuss all aspects of their ancestors, from their families and
matings to their accomplishments and great battles. One of the
few things they put their minds to is remembering family histo-
ry; the typical tyrannosaur can remember his own direct ances-
tors for at least 20 generations before him, and significant por-
tions of the family tree for many generations as well. When
unacquainted tyrannosaurs meet, their first interaction is usual-
ly to discuss family history. If they turn out to be related — or at
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least to have respect for common ancestors at some point in
their distant past — the encounter will probably go much better
than it otherwise would.

Appearance

T-rexes don’t mark their bodies in any way. They don’t use
mud, dyes, or other natural byproducts to decorate themselves.
Nor do they practice tattooing or scarification (except for psion-
ic tattoos as weapons, which are described in more detail later).

They have a wide range of natural colors. Their skin tone
varies in color — while some are brown, olive, or gray to match
their environment, others are red, blue, and yellow. Some are
striped, others spotted, others solid. Some even have unusual
patterns, blotches of colors, or natural camouflage. The deter-
mining factor appears to be genetic, but there is also a subcon-
scious camouflaging at work; T-rex skin tone can change slow-
ly over time, and this appears to be a reflection of the tyran-
nosaur’s whims. Any skin stripes, spots, or patterns remain the
same, but color schemes have been known to change slowly but
dramatically — from bright red to a forest green over the course
of several years. This is almost certainly psionically influenced.

Tyrannosaurs normally make no effort to resemble each
other. Even those from the same family or dynasty may be com-
pletely different in appearance.

Creation Myths

The toothy jaw is the most powerful symbol in tyrannosaur
culture. Their jaw brings life to them and death to others. For
most of a T-rex’s life, its jaw is its only weapon. The jaw is what
other creatures fear most about tyrannosaurs. And the jaw is the
determining factor in the tyrannosaur’s lifespan: A T-rex can
sustain almost any other injury and recover, but a jaw injury
must heal very quickly or the T-rex will starve to death.

Because they have no real religion per se, nor any fixed
rites and rituals, T-rexes lack an organized creation myth.
Frankly, they don’t care; they’re creatures of action, not crea-
tures of thought, and the larger questions (“Where do we go
when we die?”) just don’t concern them.

Even so, some T-rexes are storytellers, and individuals
have been known to tell creation stories. These usually hearken
back to the ancestor worship inherent in the T-rex mentality.
The “first father” is always a near-invincible tyrant king who
spawned all other tyrannosaurs.

The symbolism of the jaw often ties into these creation
myths. The first father’s jaw is usually of godly proportions —
he can swallow mountains whole, and that sort of thing. When
T-rexes do resort to imagery for whatever reason, they almost
always choose a symbol of a jaw, either in profile or a frontal
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view (the last thing their prey sees). A long, terrible tooth is the
second choice for imagery.

Realms and Lairs

T-rexes are supremely confident in their ability to defend
themselves, and rightly so. Because a full grown tyrannosaur
has no natural predators, it has no fear and no need to protect
itself. Tyrannosaurs without young often sleep out in the open,
without so much as a tree near them. Some sleep in the same
spot every night; others migrate. The last thing they expect is a
creature stupid enough to attack them.

Young T-rexes (which still have much to fear) are another
issue. Parents with young, or newly-weaned adolescents not yet
confident enough to sleep in the open, will seek out shelter.
Caves, overhangs, and gullies are popular places to hide. Usu-
ally these are “acquired” from the former occupants via forcible
eviction.

In times of war or great danger, even adult T-rexes will seek
shelter. This only happens when they have something to fear:
rampaging velociraptors, an attack by another dynasty, or
human hunters, for example. Once the threat passes, they will
return to their normal sleeping habits.

Although T-rexes will eat large kills on the spot, they often
drag smaller ones back to their lair. Characters passing near a
lair will discover piles of old bones, rotting corpses, and swarms
of vermin that feed off the tyrannosaurs’ leftovers. It isn’t hard
to tell that something lives nearby.

T-rexes have no particular use for treasure, so they don’t
hoard it. Characters lucky enough to defeat a T-rex that occu-
pies a cave or other shelter will find the remains of previous
kills, including any treasure they may have left behind. But a T-
rex killed outside of a shelter will often be far from the remains
of its kills. Finding its treasure requires an extensive search of
the surrounding area, which will yield old corpses, piles of
bones, and other remains from previous kills. Scattered around
and within these kills is any treasure. You can make this treas-
ure easy or hard to find, depending on how you want to reward
your characters.

War and Death

T-rexes have no special customs for either war or death.
The combat of the hunt is a day-to-day event in a tyrannosaurus
life. To them, war is merely the hunting of other tyrannosaurs.
Death, which comes to other creatures so frequently at the
hands of a tyrannosaur, is part of life. When it happens, it hap-
pens, and you move on.
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Combat Strategies

No animal in its right mind picks a fight with a T-rex. Even
the velociraptors, spinosaurs, and other powerful carnivores
avoid T-rexes unless absolutely necessary. A T-rex can usually
get away with occasional poaching from competitors’ hunting
grounds as long as it doesn’t limit their food supply.

Dealing With Swarms

Yet a tyrannosaur does have one weakness. Its bite is fero-
cious — but, for a normal adult T-rex, its bite is its only attack.
Only as they age do tyrannosaurs learn to use their tail as a
weapon. For most of their life, tyrannosaurs are vulnerable to
swarms of smaller creatures. Twelve Medium-size creatures can
surround a normal adult T-rex in a single round. The T-rex can
only kill one at a time. With sufficient backup and some time,
the swarm can wear down the T-rex. This is the way that veloci-

raptor tribes attack a T-rex.
Not that you
should

plan to attack a T-rex in this manner, of course; it’s only some-
thing to keep in mind if you do have to fight one. After all, a
great many members of that swarm will die during the attack.
And T-rexes have their own ways to deal with swarms. Those
that are wary of a possible swarm attack will stay near cliffs or
other terrain features that prevent them from being completely
surrounded. Or they will take the battle to the swarm: T-rexes
have been known to attack velociraptors from the mouth of the
raptors’ cave. They use their reach to attack raptors inside the
cave, while blocking the entrance to box in the raptors and pre-
vent themselves from being surrounded.

A T-rex can use its Improved Grab and Swallow Whole
abilities to deal with creatures smaller than itself. If a target
actually survives one of its bites, the t-rex will immediately
grab them and try to swallow them whole on its next action. A
swallowed creature is subjected to automatic damage from the
tyrannosaur’s gizzard, effectively enabling the T-rex to attack
multiple creatures every round thereafter (one target with its

bite, plus the swallowed target that continues to
take damage). Moreover, the gizzard actually
has a higher AC than the T-rex’s hide (AC 20
vs. 14), so the T-rex is safer with the creature
in its belly than fighting face-to-face.
Older T-rexes develop special techniques to deal with
swarms. A medium-aged adult (age 76-125) learns to use its
tail to make slap attacks. It also learns a combat feat, which is
often Cyclone Tail Slap, as a way to deal with swarm attacks.
Some choose Scoop instead; at the age of 76, they reach Gar-
gantuan size and have a 20 ft. forward face, which lets them
scoop up four Medium-size creatures into one bite. These
feats are described in more detail on page 14.

Hunting Techniques

A T-rex spends much of its life hunting prey. But it’s
not a very sophisticated hunter. As a solitary creature, it
has little opportunity to develop cooperative hunting
tactics. It has a cruel disposition and an innate love
of bloodshed, which drives it into close combat even
when there are safer or more patient alternatives.
Thanks to this mean personality, even small family
groups of two or three adults never quite become
cooperative hunters; their raw bloodlust overcomes

any urge to coordinate their tactics.

Subsequently, the T-rex is anything but a sub-
tle hunter. Its basic technique is bloody and straight-
forward. After scouting a target from a distance, it
approaches under cover until spotted, then initiates
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a thundering charge that ends with a bone-crunching bite.
Since most of its prey consists of herbivorous dinosaurs,
frequently those smaller than itself, a T-rex isn’t exposed to
great danger in its daily hunts. It keeps away from triceratops,
ankylosaurs, and other potentially dangerous herbivores, pre-
ferring to focus on hadrosaurs and similar defenseless creatures.

Combat between Tyrannosaurs

The only time tyrannosaurs hunt carefully is when they
hunt each other. Combat between tyrannosaurs is a short, terri-
ble affair. As it ages, a T-rex’s jaws grow stronger at a faster rate
than its hide. In game terms, its attack bonus grows faster than
its AC. In a combat between two normal adult T-rexes, they
each have AC 14 — and a +20 attack bonus. Every round, they
both will wound each other. Effectively, the survivor is deter-
mined by whoever has the best damage rolls.

Tyrannosaurs know that they are bound to get injured if
they fight each other. If they must fight one another, they are
very careful to strike at the right moment. As much as possible,
they wait for their opponent to be distracted or already wounded.

The Tyrant Masters

The actual life span of a T-rex is unknown. They never die
from natural causes; death always comes from the injuries that
occur inevitably in a carnivore’s lifestyle. But some are lucky or
skilled enough to escape death by injury. These T-rexes demon-
strate the remarkable fact that T-rexes continue to grow their
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entire life, although the rate of growth slows as they reach
adulthood. Their bodies weaken from accumulated injuries and
general old age, but they continue to grow in size. Eventually,
the wear and tear of old age makes even their massive frames
vulnerable, and they die in battle.

But a select few don’t die in battle. They discover that even
as their body deteriorates, they can will it to battle as it always
has. Their willpower is so powerful that it can bend physical
matter. Late in life, they develop psionic powers. These are the
tyrant masters. Their combat strategies begin to focus on psion-
ics, not mere melee.

In truth, the tyrant masters don’t “develop” psionic powers.
They had them all along. All T-rexes have innate psionic pow-
ers. The strength of their bite is mostly physical, but enhanced
by their latent psionics. The simple-minded tyrannosaurs don’t
comprehend this, and their physical strength obviates the need
to look for other ways to fight. As a result, most T-rexes never
realize their psionic potential. They’re not exactly introspective
creatures to begin with. Their psionics naturally complement
their physical abilities, and they accept them as a part of their
fighting technique.

The geriatric tyrant masters are the only tyrannosaurs that
develop their psionic ability. Their minds can compel their bod-
ies to operate at full potential. They’re still not introspective
creatures (even a geriatric T-rex with a lot of time on its hands
isn’t very zen), but they develop their powers to the point where
they can fight as well as they always have.

Even with their psionic abilities, tyrant masters aren’t very
imaginative. They don’t discover many interesting new psion-
ics, nor do they pursue their mental powers into unfamiliar
ground. Their only goal is to regain their vitality. As a result,
their psionic powers are always straightforward and simple,
typically focused on restoring their physical abilities or making
attacks. They see psionics as merely a crutch to restore their
physical abilities. Luckily for the rest of the prehistoric world,
no tyrant master has ever made any effort whatsoever to maxi-
mize its true potential.

Human scholars are unsure as to the origins of tyrannosaur
psionics. Characters who inquire are bound to receive different
explanations. The commonly accepted belief is that T-rexes
have latent psionic abilities for their entire life; they just don’t
realize it until they’re old and feeble. But another school claims
that it is the tyrannosaur’s sheer willpower that produces its
psionic abilities. They believe that its absolute physical domi-
nance produces a self-assurance and egotism that is so forceful
it eventually manifests as psionics. In the same way that a
human marathon runner can will himself to run until his body
literally collapses underneath him, a T-rex can do the same — but
its force of will is so much stronger that it can prevent its body
from collapsing beneath it.

The psionic abilities of tyrant masters are described in
detail starting on page 17.




T-Rex NPCs

We considered calling this section “T-Rex Characters,” but,
frankly, no one should be playing tyrannosaurs. Their advance-
ment is too slow, their potential too great, and their options too
limited. Because they lack arms able to manipulate objects, they
are unlike any other character race. Their culture offers no path
of advancement other than the bloody-jawed hunter. They’re
simply too different to become player characters. That... and
they’re way too powerful!

On the other hand, they can make really interesting NPCs.
Their anatomy allows for a variety of interesting new attacks
which can be expressed as feats, and their age progression takes
the place of a class progression. The tables given on page 5 dis-
cuss this age progression. This chapter will expand on tyran-
nosaurs as NPCs, particularly personalities, feats, and the psion-
ics of the tyrant masters.

Personality

Imagine the most aggressive bully you’ve ever known.
Remove any trace of subtlety or social sophistication he may
have possessed. And now pretend he wants to eat you. That’s
what a T-rex is like.

Tyrannosaurs are brash, straightforward, and brutally hon-
est. They are not subtle or suave. They make no pretenses, nor
do they tolerate them in others. They are utterly unskilled at
diplomacy, and not particularly good at bluffing, haggling, or
any other exercise that requires social nuances. They are sincere
and forthright, but their manners are so coarse that their sincer-
ity is insulting.

They’re self-absorbed. Just as a big, strong man won’t
avoid others but expects them to get out of his way, a T-rex isn’t
careful about where it steps or what its tail is doing. Its entire
life, other creatures have reacted to it, not the other way around.
Few T-rexes are sensitive in any way to the presence — much
less the feelings — of other creatures, except for those creatures
that might somehow pose a threat.

T-rexes are intelligent, skilled hunters that can devise
sophisticated strategies. Fundamentally, however, their combat
strategies are always hunting strategies. T-rex military campaigns
don’t take into account any sort of logistics or troop movement,
nor the political ramifications of warfare. They simply pick a tar-
get (which may be a rather large target, like a caravan or city) and
hunt it down. The tyrant masters are slightly more advanced, but
not much more so. They are routinely outmaneuvered by the bril-
liant velociraptor tacticians, as well as those of other species.
Unfortunately, maneuvers have limited use in controlling a 7-ton
carnivore, and the brute strength of tyrannosaurs is enough to
elevate their simple tactics to winning strategies.

a .

Conversations with tyrannosaurs are short and to the point.
T-rexes don’t care for conversing with non-tyrannosaurs unless
they are truly exceptional specimens of their race. Otherwise,
why should the king of the prehistoric realms waste its time
talking to some scrawny humanoid?

The one exception is genealogy. Tyrannosaurs are inexpli-
cably fascinated by family histories. A character may actually
stimulate a tyrannosaur’s interest if he describes the character’s
family tree, its relationship to other families, and the personali-
ties of his forebears. The T-rex will quickly turn the subject to
tyrannosaur genealogy, especially his own, for that is the only
subject that truly interests it. A character who is somehow
knowledgeable about the local tyrannosaurus history (generally
druids, rangers, or wild ones) may be able to strike up a real
conversation with a T-rex. Use a Knowledge (nature) or Knowl-
edge (local) check to determine how much the character knows
(DC 16 if native to the area, 20 if foreign, +2 if raised in a pre-
historic environment, +2 if 4 or more ranks in both Knowledge
(nature) and Knowledge (local), +2 if 4 or more ranks in
Knowledge (history) as well). The character can keep the tyran-
nosaur talking for 5 minutes for every point by which he pass-
es the check. If he passes the check by 10 or more, apply a +2
bonus to any checks for changing the tyrannosaurs’ attitude
(including Animal Empathy checks).

When roleplaying a T-rex, be loud and blunt. T-rexes
always have a short and simple solution to any problem; they’re
not interested in long-winded conversations. Characters who try
to haggle or negotiate with a T-rex may get a simple answer:
“My way or the highway.” Spare no patience for the trivial con-
cerns of weaker creatures, especially if they waste the tyran-
nosaur’s time. If a PC isn’t useful, simply walk away — or, if
you’re in a bad mood, eat him.

Age Progression

As a tyrannosaur ages, its physical abilities improve. It
becomes stronger and tougher. It learns new attacks, gains body
mass, and improves on its existing combat abilities. All of this
is shown on tables 1-1 through 1-4.

When running a campaign involving tyrannosaurs (or even
just a single adventure), you can use the age progression guide-
lines to custom-design a T-rex to match your players’ abilities.
You can also use it as a basis for building adventures.

For example, lower level characters may encounter a
young tyrannosaur on its own in the jungle. They kill it, only to
discover several months (and several character levels) later that
its parents have resolved to track them down. That battle
enrages the distant tyrant king, and now you have a showdown
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situation that you can resolve when the characters are ready.

Another possibility is to use the age progression rules for a
single tyrannosaur. Characters may first battle him when he’s
young — but he escapes. Years later (if your campaign lasts that
long) he reappears, and now he’s an adult looking for revenge.

Remember that the age progression tables are only guide-
lines. Not all tyrannosaurs fit the profile. Some will be stronger
and others will be weaker. If you’re creating a named personal-
ity, we suggest you allow for variance in stats just as you would
for NPCs of other races. Typical variance ranges for a tyran-
nosaur (at any age) are as follows:

Strength: Add 1d8-4.

Dexterity: Add 1d4-2.

Constitution: Add 1d6-3.

Intelligence: Add 1d4-2.

Wisdom: Add 1d4-2.

Charisma: Add 1d6-3.

Feats

As tyrannosaurs age, they learn new fighting techniques.
These are treated as feats. Some are unique to T-rexes, while
others are common to many creatures.

Non-Psionic Feats

This section describes non-psionic feats acquired by tyran-
nosaurs. The feat descriptions include several attacks that all T-
rexes develop naturally as they age: head butt, tail slap, fero-
cious kick, and frightful presence. These are described here
because some T-rexes choose to learn them earlier, as a feat. Of
course, this wastes a feat slot if the T-rex survives to the age
where it would have learned that attack anyway. But not all T-
rexes live that long.

Here is a list of common tyrannosaur feats. Those listed in
bold are new feats described in this section.

Alertness

Cleave

Combat Reflexes
Conscientious Mount
Cyclone Tail Slap
Endurance
Ferocious Kick
Frightful Presence
Gator Guts

Great Cleave

Great Fortitude
Gulp’n’Swallow
Head Butt

Hinged Jaws
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Hook’n’Toss

Improved Critical (usually with bite)
Improved Initiative

Power Attack

Run

Scoop

Tail Slap

Track

Thunderquake

CONSCIENTIOUS MOUNT (General)
You are aware of your potential as a mount, and strive to make
riders feel at home.

Prerequisites: Mounts only, Wis 15+.

Benefits: This feat is for domesticated tyrannosaurs or
those who share a close kinship with a humanoid rider or part-
ner. This is extremely rare, but it’s not unknown. You strive to
make it easier for riders and trainers to handle you. The DC for
training or handling you (as with the Handle Animal skill) is 4
points lower than it would normally be, to a minimum of 1. The
DC for riding you (as with the Ride skill) is 2 points lower than
it would normally be.

Normal: The normal DC for training a T-rex is 20 plus its
hit dice.

CYCLONE TAIL SLAP (General)
You can crouch and spin, pivoting a full 360 degrees and slap-
ping everything around you with your tail.

Prerequisites: Tyrannosaurs only, Tail Slap.

Benefits: When you perform the full attack option, you
may give up your other attacks and make a cyclone tail slap. All
creatures within your reach (in any direction) are automatically
hit by your tail. This includes any allies. The attack causes tail
slap damage as indicated on table 1-4. Victims may make a
Reflex save (DC 20) to take half damage.

Creatures two or more sizes smaller than you (Medium-
size or smaller for a normal adult T-rex) may be pushed back.
They must succeed in an opposed Strength check against you or
be forced to the edge of your reach. Creatures one size smaller
than you may also be pushed back, but they receive a +4 bonus
to their Strength check.

FEROCIOUS KICK (General)
Your powerful kicks can cause terrible damage.

Prerequisites: Tyrannosaurs only.

Benefits: Most tyrannosaurs lack the coordination to use
their kicks effectively, but not you. You can lash out with a pow-
erful kick at any time. You gain an extra kick attack, which
causes damage as indicated on table 1-4.

In order to make a kick attack, you must use your tail for
balance. You cannot make a kick attack in the same round you
make a tail slap.



FRIGHTFUL PRESENCE (General)
As if you weren’t terrifying enough, you’ve practiced being
scary.

Prerequisites: Adult tyrannosaurus only (although the GM
may allow this for other races as well).

Benefits: You make a point of smearing your face with the
blood of your prey. You leave femurs protruding from between
your teeth. You’ve perfected a blood-curdling roar. And your
halitosis is unstoppable.

This feat works exactly like the Frightful Presence special
ability in the MM.

GATOR GUTS (General)
Your stomach can digest anything.

Prerequisites: Tyrannosaurs only.

Benefits: When you swallow an opponent, they take
greater than normal damage. The swallowed creature takes
3d8+8 points of crushing damage per round plus 16 points of
acid damage from your gizzard. A swallowed creature can cut
its way out by using claws or a Small or Tiny slashing weapon
to deal 35 points of damage to the gizzard (AC 24). Once the
creature exits, muscular action closes the hole;
another swallowed opponent must cut its
own way out.

Normal: A normal T-rex’s
stomach is described in detail on
page 2.

GULP’N’SWALLOW (General)
You’re a busy T-rex on the go. Why
waste time chewing when you can swal-
low opponents whole?

Prerequisites: Tyrannosaurs
only.

Benefits: You have per-
fected the technique of biting
and swallowing prey in a single
clean motion. You don’t even
try to penetrate the victim’s armor;
you just scoop them into your gul-
let where digestive juices will do
your work for you. You can make
a gulp’n’swallow attack against
any creature two or more sizes
smaller than you (Medium-size or
smaller for a normal adult T-rex).
You must declare your attack
before making it. Resolve the
gulp’n’swallow as a touch bite
attack (i.e., disregard AC
bonuses for armor). If your
attack succeeds, the target is

gulped and swallowed. (You don’t need to penetrate the armor
to swallow the creature.)

The constriction of being swallowed immediately causes
1d8 points of damage. Once inside your stomach, the victim
suffers the normal consequences: 2d8+8 points of crushing
damage per round, plus 8 points of acid damage. A swallowed
creature can cut itself out by using Small or Tiny slashing
weapons to deal 25 points of damage to your innards (AC 20).

A Huge T-rex’s gizzard can hold two Medium-size crea-
tures, four Small, and so on. Double these figures for larger T-
rexes.

HEAD BUTT (General)
You can slam prey with your skull prior to biting it.

Prerequisites: Adult tyrannosaurs only.

Benefits: As tyrannosaurs grow older and heavier, they
learn to use their skulls as weapons. You can make a head butt
attack. The head butt attack is in addition to your other attacks;
however, it must be made in accordance with some restrictions.
If you are going to bite, you can only bite after the head butt.
Furthermore, the bite must be against the same target as the
head butt, or another target within 5 feet.

A tyrannosaur head butt causes damage as indicated on
table 1-4.

HINGED JAWS (General)
Your jaws can unhinge so that
you can take enormous
bites.
Prerequisites:
Tyrannosaurs only.
Benefits: You can
use your Swallow
Whole ability on
creatures of one size
larger than normal. A
Huge T-rex could
swallow whole a Large
creature instead of a
Medium creature, for
example. Your gizzard still
holds the same number of crea-
tures. You cannot take this feat
more than once.

HOOK’N’TOSS (General)
You can use your teeth to
hook an enemy and toss
them aside.
Prerequisites: Tyran-
nosaurs only.
Benefits: Rather than
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bite an enemy, you can use one of your six-inch-long teeth to
hook them and toss them aside. This is useful for getting pesky
opponents out of your way.

You can only toss creatures smaller than you (Large or
smaller for a normal adult T-rex). You don’t need to penetrate
the armor; you just have to hook your tooth on something.
Resolve the hook’n’toss as a modified touch bite attack (i.e., the
target gets no AC bonus for physical armor, but does receive a
bonus for energy armor — the slick energy fields can keep you
from getting a hold). If the attack succeeds, you have hooked
the enemy and can toss them in the same action.

Creatures one size smaller than you can be tossed up to 20
feet; two sizes smaller, up to 40 feet; three sizes smaller, up to
80 feet; and so on. The distance can be any combination of ver-
tical height and horizontal distance. For example, you could
toss a human (size Medium) 40 feet straight into the air or 20
feet into the air towards a point 20 horizontal feet away, or you
could fling them 40 feet away at a nearly horizontal trajectory.

Tossed creatures may suffer falling damage, per the normal
rules: 1d6 damage per 10 feet fallen.

If your attack roll was sufficient to penetrate the target’s
armor (even though it was a touch attack), the “hook tooth” rips
into the target’s flesh as you make the toss. This causes damage
of 2d8 plus your Strength modifier.

This feat can also be used to hook creatures without toss-
ing them. The hooked creatures are carried around until freed.
They can free themselves with an Escape Artist check (DC 20).

SCOOP (General)
You can open your mouth and run forward, scooping opponents
into your bite.

Prerequisites: Tyrannosaurs only.

Benefits: You’ve developed the ability to open your mouth,
tilt your head sideways, and run forward, scooping smaller
creatures into your jaws like a bulldozer. As a full-round action
(which does not allow the normal extra 5-foot step), you can
move half your normal speed while scooping creatures into
your mouth. (It is acceptable to charge while scooping.)

Any creature that comes within your reach during your
movement, and is small enough for you to swallow (two or
more sizes smaller than you), is scooped into your jaws unless
they make a Reflex save (DC 20). If they make the save, they
dodge the scoop and are unaffected. If they choose to make an
attack of opportunity, they must forego the save and are auto-
matically scooped.

If you are size Huge, your jaws can hold two Medium-sized
creatures in this manner, four Small creatures, and so on. If you
are size Gargantuan, your jaws can hold four Medium-sized
creatures, and so on.

At the end of your movement, you may make a single
crushing bite attack against all creatures in your jaws. Make one
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attack roll and apply the result to all victims’ AC individually.
Roll once for bite damage and divide it evenly between all dam-
aged victims. (It’s like when you bite down on a mouthful of
peanut M&M’s — it takes more bites to chew them all up
because they move around and cushion each other.) You may
not grab or swallow creatures bitten in this way.

Creatures too large to be swallowed are unaffected by the
$COO0p.

TAIL SLAP (General)
You can slap enemies with your tail.

Prerequisites: Tyrannosaurs only.

Benefits: Tyrannosaurs normally use their tail for balance.
Their sense of balance improves as they grow older, so older
tyrannosaurs learn to use their tails as weapons. You can use
your tail to slap one opponent each round. A tyrannosaur tail
slap causes damage as indicated on table 1-4.

In order to make a tail attack, you must support yourself
fully with your legs. You cannot make a tail attack in the same
round you make a kick attack.

THUNDERQUAKE (General)
You can smash the ground with such force that you cause seis-
mic damage.

Prerequisites: Tyrannosaurs only; size Gargantuan or larger.

Benefits: When you perform the full attack option, you
may give up your other attacks and make a thunderquake attack.
You lift your body upward, then slam your feet into the ground
with as much force as possible, bringing the full weight of your
body to bear on one point. Your tail smacks the ground at the
same time. The focused force of your multi-ton body smashing
into the ground causes a small seismic attack centered around
yourself.

A thunderquake has two ranges: the impact zone and the
aftershock. The impact zone is the area within your normal
reach, extending to all sides. For example, a 200-year-old T-rex
has a 20 ft. reach, so the impact zone would affect all creatures
within 20 ft. All creatures within the impact zone (including
allies) take a physical blow as the force conducted through the
ground rebounds into their bodies. This attack does damage
equal to half of a tail slap (see table 1-4). There is no save. In
addition, affected creatures must make a Fort save (DC 14) or
be stunned for 1d4 rounds, and must make a Reflex save (DC
17) or be knocked prone.

The aftershock zone extends another segment of your
reach; in the above example, it would extend another 20 ft. past
the impact zone. Creatures in the aftershock zone suffer no
damage, but must make a Reflex save (DC 14) or be knocked
prone.

Thunderquake attacks do not affect flying or incorporeal
creatures.




Table 1-5: Tyrant Master Psionics

Age Power Maintenance Effective
Pts/Day Cost Level 0
400-405 2 1 1 2
406-410 3 1 2 3
411-415 4 2 3 3
416-420 6 2 4 3
421-425 9 3 5 3
426-430 13 3 6 3
440-450 18 4 7 3
451-460 24 5 8 3
461-470 30 6 9 3
471-480 38 7 10 3
481-490 46 8 11 3
491-500 55 9 12 3
500-520 65 11 13 3
521-540 76 13 14 3
541-560 87 15 15 3
561-580 100 17 16 3
581-600 113 19 17 3
601-620 127 21 18 3
621-640 141 23 19 3
641-660 156 25 20 3

Psionic Feats

Tyrant masters manifest psionic feats as they grow older.
Here is a list of common tyrannosaurus psionic feats. As you
can see, almost all focus on combat or physical ability, or else
improving on existing powers; few tyrannosaurs see any use for
other psionic abilities. Feats listed in bold are described in this
section.

Note: The rest of this section assumes you own the Psion-
ics Handbook. If you don't, treat tyrant masters as sorcerers
with a caster level equivalent to the “effective level” shown on
table 1-5. But they’re really meant to be psykers, not spellcast-
ers!

Aura Sense
Enlarge Power
Extend Power
Greater Psionic Focus
Heighten Power
Inertial Armor
Inner Strength
Longjaw
Maximize Power
Mental Adversary
Mental Leap
Mental Skinweave
Persistent Power

Powers Discovered

1 2 3 4 5 6
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Psionic Charge
Psionic Fist
Psionic Focus
Psionic Metabolism
Quicken Power
Rapid Metabolism
Return Shot

Scribe Tattoo
Speed of Thought
Stand Still
Unavoidable Strike

AURA SENSE (Psionic)
Your senses are finely attuned to the auras produced by living
creatures.

Prerequisites: Reserve power points 1+., Wisdom 13+

Benefi