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OTHER SUPPLEMENTS AND COUPONS

OTHER DARWIN’S WORLD 
SUPPLEMENTS

OTHER SUPPLEMENTS
A number of advanced classes, feats, mutations, and articles 
of equipment mentioned in this book won’t be found in 
the basic Darwin’s World 2nd Edition rulebook.  Below are 
the relevant characters (feats, mutations, class abilities) 
mechanics from those supplements.  

If you don’t find something below, it is either already 
factored into the stat block or is not truly needed for the 
adventure.  Equipment from those supplements is not 
included below and GMs who don’t own the respective book 
can simple swap that gear for something similar.  

We’ve also provided some coupons should you wish to fill 
out your Darwin’s World collection.

THE BROKEN AND THE LOST
Flank Attack:  Fighting in packs, the Horde Warrior 

often finds the opportunity to slip in unnoticed and lunge at 
an opponent’s exposed weak side.  As such, she receives a 
damage bonus whenever she is flanking her target.  A Horde 
Warrior may only use a melee weapon in a flank attack.

Junk Crafter: The items the character crafts employ 
junk for many secondary components, making them much 
cheaper to make – but just as effective.  When making any 
item the cost in raw materials is halved.

Know The Signs: You gain +2 to Search checks when 
looking for traps, and +2 to Spot and Listen checks when 
detecting an ambush.  Even if you are surprised, following 
the surprise round you receive +2 to your Initiative roll.

Mimic:  If you have observed another person actively 
using an item of technology (for example, firing a weapon, 
using a medical device, or any miscellaneous tech item), you 
may make an Intelligence check at DC 15.  If successful, you 
understand its rudimentary functions and may employ it as if 
you were proficient with it.

This effect lasts for 1d4 + your Intelligence modifier 
rounds, after which time the complexity of the item 
confounds you.  You may use this feat again on the same 
item again.

Ophidianism: The mutant’s ground speed is reduced 
by two-thirds (round to the nearest 5 ft. increment).  The 
mutant is limited to walking speed; she may not trot or run.  
Balance, Climb, Jump, and Swim checks suffer a -6 penalty, 

though Escape Artist checks are made with +2 racial bonus.
Pack Tactics: You gain +2 to attack and skill checks when 

fighting with one or more characters who also possess this 
feat.

Play Possum:  If you are lying prone, you can use the 
Bluff skill as a move action to pretend you are dead, gaining 
a +4 competence bonus to check for success.  If successful, 
you can attack from prone catching your opponent(s) flat-
footed for your first attack.  You can only do this once in an 
encounter.

Ritual Scarification: The character’s massive damage 
threshold is increased by +1 and he receives a +1 bonus to 
Willpower saves.

Sand in the Eyes: As a full-round action, you can grab a 
handful of sand or dirt and fling it at a nearby target.  Treat 
this as a ranged touch attack, with a range increment of 5 
feet.  If you hit the target, it must make a Reflex save equal 
to your modified attack roll or be blinded for 1d4 + your 
dexterity modifier rounds.

Shaman: You can perform one ritual per day, affecting 
all who receive it with the same bonus.  You can affect one 
person per point of Charisma bonus each day (you may 
include yourself as one of those affected), and they must 
be present when you conduct the ritual; the ritual takes 1 
hour to complete.  The effect lasts for 12 hours afterwards.  
You must choose what type of ritual to perform from the 
following:

Ritual of Blood Frenzy:  By ritually executing a captive 
or slave (as long as it is sentient) as painfully as possible 
in front of your men, you inspire them with a bloodthirsty 
frenzy.  For the duration, your men are immune to fear 
effects, and further gain a +1 morale bonus to attack and 
damage rolls.

Ritual of Flagellation:  While the shaman chants wildly, 
participants engage in excruciating self-mortification.  At 
a cost of 1d4 hit points all participants in the ritual become 
immune to the effects of massive damage (i.e. they do not 
need to make massive damage saves) for the duration.

Ritual of Flesh-Eating:  All participants eat the flesh of an 
animal, mutant beast, or person killed in the last 24 hours.  
Depending on which of the creature’s attributes was highest 
(Str, Con, Dex, etc.), the participants in the ritual gain a +2 
morale bonus to that attribute for the duration.
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Shared Glory:  At 2nd level the Horde Warrior learns 
to better aid his fellow warriors in battle.  When using the 
Aid Another action in melee combat his ally gains a +4 
circumstance bonus to his attack rolls or Defense.

Slippery Foe:  If an attacker who is flanking you misses 
with a melee strike, he must roll again to see if he hits the 
opponent threatening you from the other side.  If he does, 
he inflicts normal damage as if he had attacked that person 
instead.

Stargazer: You receive a +2 bonus to Navigate checks.  In 
addition, the DC for making Navigate checks to cover great 
distances is 20 regardless of the length of the trip.

Stubborn Ox: You automatically stabilize when reduced 
to –1 or lower hit points.  In addition, you recover hit points 
naturally automatically.

Sworn Enemy:  Choose a general group from the 
categories below; you receive a +2 bonus to damage rolls 
against enemies from any of the backgrounds listed as part 
of that group.

Terrorize:  Whether through the use of mimicking 
ferocious animal cries, the liberal application of war paint 
to make her seem “ghostly,” wearing animal pelts and 
skulls to emulate a wild beast, or merely utilizing bloody 
self-mutilation to show her insensitivity to pain, the Outcast 
Survivor is able to dishearten her enemies.  By spending a 
full-round action the Outcast Survivor forces all enemies 
within 30 feet to make a Will save (DC 10 + charisma 
modifier + the character level) or become shaken for 1d4 
minutes.  Those that save are immune to this ability for the 
rest of the day.

Twist the Blade: If you successfully hit an opponent 
in combat with a piercing melee weapon, your weapon 
becomes momentarily lodged in him.  You can use your 
succeeding attack (if any) to twist the blade, automatically 
inflicting damage without needing to roll to see if you hit.  
Otherwise there is no effect.

This benefit can only be exploited once per round.
Unbreakable:  Your damage reduction increases by +1/-

.  This stacks with other damage reduction abilities and 
features.

War Chat:  If you spend 1 full minute building up a chant 
you gain a +1 morale bonus to attack and damage rolls with 
melee weapons for the duration of the next combat.

Wounding Blow:  At 2nd level the Tribal Stalker can 
use an action point to turn any successful attack that causes 
injury into a wounding blow.  A wounding blow inflicts 
normal damage but also causes bleeding at the rate of 1 
hit point per round.  Cumulative wounding blows cause 
cumulative bleeding (i.e. two hits cause the victim to bleed 
at a rate of 2 hit points per round).  A wounding blow will 
continue to bleed for 10 rounds (or until healed through 
healing medicine or a Treat Injury check at DC 15).

A Tribal Stalker receives a +5 circumstance bonus to 
Survival checks when tracking a foe affecting by a wounding 
blow (this is not cumulative).

FOUNDATION / METAL GODS
Arms Pupil: You can employ virtually any mundane 

object as a melee or thrown weapon without penalty, doing 
base 1d8 damage regardless of what it really is.  The object 
must be of Medium-size or larger.  For the first round the 
object is employed, your opponent is considered flat-footed 
as a result of being taken off guard.

Battlefield Leader: As Rallying Leader, except any ally 
that is within line-of-sight of you (regardless of range) may 
re-roll.

Combat Medic: You can use the Restore Hit Points ability 
an additional time each day on a character.

Master Artificer: The time required to create an item that 
you have seen and studied is halved.  

Master Mechanic: The amount of damage you repair by 
using the Repair skill is doubled.

Rallying Leader: Allies within 30 feet of you who fail to 
save against fear, panic, or routing (of any kind) may take a 
re-roll, using your Will save.  Only one re-roll is allowed per 
ally per combat.

Urban Warfare: You gain a +1 bonus to attack rolls, and 
a +2 bonus to the following skills in urban terrain: Balance, 
Climb, Hide, Knowledge (Tactics), Spot, Survival.

METROPOLIS RHO
Peacekeeper: When using a nonlethal weapon with 

which you have the appropriate Weapon Focus, you inflict 
an additional dice of damage.  For example, a character 
with this feat using a stun baton would inflict 4d6 points of 
nonlethal damage with each hit.  This feat can only be taken 
once.

Peacemaker: When using a nonlethal weapon with which 
you have the appropriate Weapon Focus, if your damage 
exceeds the target’s Constitution score the save to avoid 
being knocked unconscious is made with a -2 penalty.

SANDWALKERS
Massive Obesity: The mutant suffers a -2 penalty to 

Constitution.  In addition, any time she moves at more than 
her base speed (walking) she must make a Fortitude save at 
DC 15 or become fatigued.

Advancement:  Each time this defect is advanced, the 
penalty to Constitution increases by 1 and the Fortitude save 
DC to avoid becoming fatigued increases by 2.



PAGE 3

OTHER SUPPLEMENTS AND COUPONS

PAGE 3

OTHER SUPPLEMENTS AND COUPONS

CLICK THE 
COVER FOR 
COUPON

http://www.rpgnow.com/?coupon=67410
http://www.rpgnow.com/?coupon=33876
http://www.rpgnow.com/?coupon=60289
http://www.rpgnow.com/?coupon=44621
http://www.rpgnow.com/?coupon=68985
http://www.rpgnow.com/?coupon=67715
http://www.rpgnow.com/?coupon=58018
http://www.rpgnow.com/?coupon=53759
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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.

The Ruin At The End Of The World: Other Supplements, Copyright 2006, 
RPGObjects; Author Dominic Covey

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, Abberant, Black Hand, Blessed Ladies, Children of Adam, Coiled Dragon, 
Geek Squad, Ghouls, Guardsmen, Swarm, Highwayman, Horse Clans, Hospitlars, 
Howlcats, Learned, Mariners, Militiamen, Nyr Men, Pariah, White Knight.

Designation of Open Gaming Content: The following sections of The Ruin At The End 
Of The World: Other Supplements 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™.

All text is open content.


