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Alligator/Crocodile

Armor Class: 14

Hit Dice: 3

Move: 12/ 24 Swim

Actions: 1

Attack Damage: Bite d6, Tail Slap d4

Special: *Grapple/Drown, 18 STR, Toughness +1
Bonuses: +2 to Melee attacks, +3 to Melee damage, +1 to
Initiative, +8 to Swim, +3 to Spot, +3 to Listen
Morale: 6

Terror: 6

HDE: 3

*Grapple/Drown: Alligators and Crocodiles will attempt to
latch onto a victim when they bite (Grab attack) and if near
water, attempt to pull the victim into the water until drowned.

Bear (Black)

Armor Class: 13

Hit Dice: 3 + 3 HP

Move: 12

Actions: 1

Attack Damage: Claw d6, Bite d6, Charge

Special: *Keen Sense of Smell, **Roar, Toughness +2, 18 STR
Bonuses: +3 to Melee attacks, +3 to Melee damage, +4 to Spot,
+2 to Listen, +4 to Climb

Morale: 5

Terror: 9

HDE: 3

*Keen Sense of Smell: Can re-reroll a failed Spot or Listen
check once if they can smell the target.

**Roar: All enemies within 60’ must make a Courage save or
they are stunned with fear for d4 rounds.



Bear (Grizzly)

Armor Class: 15

Hit Dice: 7 + 7 HP

Move: 12

Actions: 2

Attack Damage: Claw d6, Bite 2d4, Charge

Special: *Keen Sense of Smell, **Roar, Toughness +3, 20 STR
Bonuses: +4 to Melee attacks, +4 to Melee damage, +5 to Spot,
+3 to Listen

Morale: 7 Terror: 11 HDE: 8

*Keen Sense of Smell: Can re-reroll a failed Spot or Listen
check once if they can smell the target.

**Roar: All enemies within 60’ must make a Courage save or
they are stunned for d4 rounds.

Bear (Polar)

Armor Class: 15

Hit Dice: 7 + 7 HP

Move: 12

Actions: 2

Attack Damage: Claw d6, Bite 2d4, Charge

Special: *Keen Sense of Smell, **Roar, Toughness +3, 20 STR
Bonuses: +4 to Melee attacks, +4 to Melee damage, +5 to Spot,
+2 to Listen

Morale: 7 Terror: 11 HDE: 8

*Keen Sense of Smell: Can re-reroll a failed Spot or Listen
check once if they can smell the target.

**Roar: All enemies within 60’ must make a Courage save or
they are stunned with fear for d4 rounds.

Boar (Wild)
Armor Class: 11
Hit Dice: 2 + 2 HP
Move: 9
Actions: 1
Attack Damage: Tusk d6, Charge
Special: Toughness +1
Bonuses: +1 to Melee attacks, +1 to Melee damage, +4 to
Critical & Death saves, +4 to Spot, +2 to Listen
Morale: 5 Terror: 6 HDE: 2
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Cat (Cheetah)

Armor Class: 14

Hit Dice: 3 + 3 HP

Move: 24

Actions: 1

Attack Damage: Bite d6, Claws d4, *Pounce

Special: Keen Senses, Stealth, can run at x6 Move, Seize the
Moment +1

Bonuses: +2 to Melee attacks, +2 to Melee damage, +5 to
Initiative, +7 to Spot, +5 to Listen, +8 to Track, +8 to Stealth,
+6 to Jump, +6 to Climb

Morale: 5

Terror: 6

HDE: 3

*Pounce: If you Jump 10’ and do a melee attack, it deals
double damage if successful.

Cat (Lion)

Armor Class: 16

Hit Dice: 5

Move: 16

Actions: 1

Attack Damage: Bite d6, Claw d4, *Pounce

Special: Keen Senses, Toughness +1, **Roar, can run x4 Move
Bonuses: +3 to Melee attacks, +3 to Melee damage, +2 to
Initiative, +6 to Spot, +3 to Listen, +6 to Track, +3 to Stealth,
+8 to Jump, +8 to Climb

Morale: 6

Terror: 9

HDE: 5

*Pounce: If you Jump 10’ and do a melee attack, it deals
double damage if successful.

**Roar: All enemies within 60’ must make a Courage save or
they are stunned with fear for d4 rounds.



Cat (Mountain Lion)

Armor Class: 15

Hit Dice: 3

Move: 18

Actions: 1

Attack Damage: Bite d6, Claw d4, *Pounce

Special: Keen Senses, Stealth, Toughness +1, can run at x4
Move

Bonuses: +2 to Melee attacks, +3 to Melee damage, +4 to
Initiative, +7 to Spot, +4 to Listen, +9 to Track, +9 to Stealth,
+8 to Jump, +8 to Climb

Morale: 5

Terror: 7

HDE: 3

*Pounce: If you Jump 10’ and do a melee attack, it deals
double damage if successful.

Cat (Tiger)

Armor Class: 16

Hit Dice: 6 + 6 HP

Move: 18

Actions: 1

Attack Damage: Bite d6, Claw d4, *Pounce

Special: Keen Senses, Stealth, **Roar, can run x4 Move
Bonuses: +4 to Melee attacks, +3 to Melee damage, +3 to
Initiative, +6 to Spot, +4 to Listen, +7 to Track, +6 to Stealth,
+8 to Jump, +7 to Climb

Morale: 6

Terror: 9

HDE: 6

*Pounce: If you Jump 10’ and do a melee attack, it deals
double damage if successful.

**Roar: All enemies within 60’ must make a Courage save or
they are stunned with fear for d4 rounds.



Chimpanzee

Armor Class: 13

Hit Dice: 3 + 3 HP

Move: 12

Actions: 1

Attack Damage: Bite d4, Punch d4

Special: Keen Senses, *Pack Mentality, Prehensile Feet,
Toughness +1

Bonuses: +2 to Melee attacks, +3 to Melee damage, +1 to
Initiative, +8 to Climb, +4 to Spot, +4 to Listen, +2 to Track
Morale: 5

Terror: -

HDE: 2

*Pack Mentality: If in a group of 5+, they each gain +1 to Melee
attacks & +1 to Melee damage

Deer, Buck

Armor Class: 13

Hit Dice: 3

Move: 12

Actions: 1

Attack Damage: Bite d4, Horns d4, Kick d4, Charge
Special: Toughness +1, can run at x3 Move
Bonuses: +2 to Melee attacks, +1 to Melee damage, +2 to
Initiative, +4 to Spot, +4 to Listen, +2 to Track
Morale: 4

Terror: -

HDE:3



Dog (Feral)

Armor Class: 12

Hit Dice: 1

Move: 18

Actions: 1

Attack Damage: Bite d6

Special: Keen Senses, *Pack Mentality, can run at x3 Move
Bonuses: +1 to Melee attacks, +1 to Initiative, +4 to Spot, +4
to Listen, +5 to Track

Morale: 4

Terror: -

HDE: 1

*Pack Mentality: If in a group of 5+, they each gain +1 to Melee
attacks & +1 to Melee damage

Dog (Guard/ Police Dog)

Armor Class: 13

Hit Dice: 1 +1 HP

Move: 18

Actions: 1

Attack Damage: Bite d6

Special: Keen Senses, Toughness +1, can run at x3 Move,
*Pack Mentality

Bonuses: +1 to Melee attacks, +1 to Melee damage, +2 to
Initiative, +6 to Spot, +5 to Listen, +5 to Track, +1 to Courage
save stat

Morale: 7

Terror: 5

HDE: 2

*Pack Mentality: If in a group of 5+, they each gain +1 to Melee
attacks & +1 to Melee damage



Eagle

Armor Class: 13

Hit Dice: 1

Move: 6/ 24 (Flying)

Actions: 1

Attack Damage: Bite d4, Talons d4, Swoop d6 (needs 50’ to
dive)

Special: Keen Senses, Flying

Bonuses: +1 to Melee attacks, +2 to Initiative, +7 to Spot, +5
to Listen, +5 to Track

Morale: 6

Terror: -

HDE: 1

Elephant

Armor Class: 15

Hit Dice: 5 + 5 HP

Move: 10

Actions: 1

Attack Damage: Tusks (d6), Trample (d10)
Special: Toughness +3, Prehensile Trunk, 21 STR
Bonuses: +6 to Melee attacks, +5 to Melee damage, +4 to Spot,
+2 to Listen, +4 to Charge attack

Morale: 5

Terror: 6 (in combat)

HDE: 6

Gorilla

Armor Class: 15

Hit Dice: 6 + 6 HP

Move: 12

Actions: 1

Attack Damage: Bite d6, Punch d6, Charge
Special: Keen Senses, Toughness +2, 20 STR
Bonuses: +4 to Melee damage, +4 to Melee damage, +6 to
Intimidation, +3 to Spot, +3 to Listen, +5 to Climb
Morale: 8

Terror: 10

HDE: 7



Horse

Armor Class: 11

Hit Dice: 2 + 4 HP

Move: 12

Actions: 1

Attack Damage: Bite d4, Kick d4

Special: Can run at x4 Move, Toughness +2
Bonuses: +1 to Melee damage, +4 to Spot, +3 to Listen, +8 to
Jump

Morale: 5

Terror: -

HDE: 2

Raccoon

Armor Class: 13

Hit Dice: Y2

Move: 15

Actions: 1

Attack Damage: Bite d4-1, Claw d4-1

Special: Can run at x4 Move, can eat garbage, possibly Rabid,
Dark Vision, *Pack Mentality

Bonuses: +3 to Spot, +3 to Listen, +8 to Climb, +4 to Swim,
+2 to Initiative, +5 to Dig, +7 to Stealth

Morale: 3

Terror: -

HDE: %

*Pack Mentality: If in a group of 5+, they each gain +1 to Melee
attacks & +1 to Melee damage



Shark, Great White

Armor Class: 14

Hit Dice: 6 + 6 HP

Move: 12/ 32 Swim

Actions: 1

Attack Damage: Bite 2d6, Charge underwater

Special: *Smell Blood, **Frenzy, Toughness +2

Bonuses: +4 to Melee attacks, +4 to Melee damage, +3 to
Initiative, +10 to Swim, +5 to Spot

Morale: 7

Terror: 12

HDE: 7

*Smell Blood: Sharks can sense prey up to 1 mile away.
**Frenzy: Sharks are driven into a frenzy at the smell of blood,
giving them Advantage on all rolls but lowering their AC by 2
when they smell blood.

Snake, Boa

Armor Class: 11

Hit Dice: 2

Move: 12/ 24 Swim

Actions: 1

Attack Damage: Bite d4, Constrict d6-1

Special: *Venomous Bite, **Constrict

Bonuses: +2 to Melee attacks, +1 to Melee damage, +8 to
Climb, +8 to Swim, +2 to Initiative

Morale: 5

Terror: 6

HDE: 2

*Venomous Bite: Make a save against Poison. If failed, the
target takes an additional 1 damage from the venom at the
start of the next round. Then they re-roll the Poison save. If
they fail again, they take 2 damage next turn. Repeat each
round adding 1 to the damage.

**Constrict: the snake can wrap itself around an opponent by
making a Grab attack. If successful, the target suffers an
additional d4 damage at the start of each round until a
successful STR is made to break.
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Snake, Poisonous Small

Armor Class: 12

Hit Dice: 1 HP

Move: 9/ 16 Swim

Actions: 1

Attack Damage: Bite 1 damage

Special: *Venomous Bite

Bonuses: +2 to Melee attacks, +2 to Initiative, +4 to Swim, +3
to Spot

Morale: 4

Terror: 4

HDE: Y

*Venomous Bite: Make a save against Poison. If failed, the
target takes an additional 1 damage from the venom at the
start of the next round. Then they re-roll the Poison save. If
they fail again, they take 2 damage next turn. Repeat each
round adding 1 to the damage.

Wolf

Armor Class: 13

Hit Dice: 2

Move: 21

Actions: 1

Attack Damage: Bite d6

Special: Keen Senses, Toughness: Cold +2, can run at x3
Move, *Pack Mentality

Bonuses: +2 to Melee attacks, +1 to Melee damage, +3 to
Initiative, +6 to Spot, +6 to Listen, +7 to Track

Morale: 6

Terror: 6

HDE: 2

*Pack Mentality: If in a group of 5+, they each gain +1 to Melee
attacks & +1 to Melee damage.
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DESIGNATION OF PRODUCT IDENTITY "SURVIVE THIS!! Dark Places &
Demogorgons™" and the "Dark Places & Demogorgons™" logo are copyright and
the Product Identity of Eric Bloat and Bloat Games, 2018. All art is copyright by
the artists and was licensed for use by Bloat Games.

DESIGNATION OF OPEN CONTENT All other content not designated Product
Identity is open content.

OPEN GAME LICENSE Version 1.0a

The following is the property of Wizards of the Coast, Inc. 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.
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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 coadaptability 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 1.0a Copyright 2000, Wizards of
the Coast, Inc. System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff,
Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and
Dave Arneson.

White Lies roleplaying game, Copyright 2015 DwD Studios; Author Bill Logan.
Skyscrapers & Sorcery, Copyright 2015 Sleeping Griffon Productions; Author
Anthony C. Hunter

SURVIVE THIS!! Zombies!, Copyright 2015 Bloat Games; Author Eric Bloat
SURVIVE THIS!! Dark Places & Demogorgons, Copy right 2017 Bloat Games;
Author Eric Bloat & Josh Palmer
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