The Beaster Bunny, Hippity Hoppity Beaster's On Its Way. 

By Laura Mumma
Name: The Beaster Bunny

TYPE: Medium Carnivore, 2-3 meters long

Number: 2-200

Move: Medium: NS: 25m/turn CS: 50m/turn MS: 125m/turn TS: 17m/turn, burrows: 25m/turn

IM/RS: 6/55

Stamina: 75

Attack: 75
NO. OF ATTACKS: 1

DAMAGE: bite 2d10, claws 1d10

SPECIAL ATTACK: poisonous bacterial infused bite 5S/10T
SPECIAL DEFENSE: none
NATIVE WORLD: Unknown
HABITAT: varied

GENETIC STABILITY: stable

DESCRIPTION:

The Beaster Bunny looks like a cross between a rabbit and a large lizard, rabbit eyes & body shape but covered in reptilian scales and fur. It has iguana like dorsal spikes, and the creature sheds much of its fur in summer months. This 2-3 meters long medium sized creature is carnivorous and lays clutches of large eggs of 20 to 200, which it incubates in warm mounds. Beaster Bunny eggs are white with blood red markings that are rather striking. The eggs are approximately 20 cm long, 15 cm wide, and weigh around 2 kilograms. Once established on a planet the species migrates with the seasonal changes to breeding nesting areas in warmer climates and then to hunting territories. The yearly Beaster Bunny migration in spring are something a kin to shark migrations in which 1000s of hungry carnivorous animals mass migrate towards their breeding and nesting areas from across the planet. Beaster Bunnies form underground warren systems and are territorial of these lairs towards invading species. Once the males mate with the females during the breeding period they disperse back across the planet, females often breed with multiple males, the female then create incubation mounds near their lair in usually a hot humid environment. The Sow Beaster Bunny guards the nest and her hunting territory. When the eggs hatch the fully formed offspring will continue to be guarded and protected by their mother who will begin teaching them to hunt and migrate the family pack in stages to new hunting territory as they mature. Young Beaster Bunny hunting packs can be very dangerous. The bite of the adult creature does 2d10, claws do 1d10, and has a poisonous bacterial infused bite 5S/10T. Baby Beaster Bunnies do 1d10, claws do 1d10/2 but the poison is full strength. Beaster Bunnies often bite prey and wait for it to die, tracking the poisoned prey animal until it dies. Beaster Bunnies will eat fresh kill or act as scavengers. Beaster Bunnies can live and hunt in as variety of climates but require a warm climate for breeding and nesting. Once a Beaster Bunny is fully mature they generally become more solitary hunters working in much smaller groups of 1-5 animals.
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Background:

The origin of the Beaster Bunny is hotly debated amongst scientists with some believing it is a Sathar bioform, others believe it was a native alien life-form that became a problem only after it’s predators became rare, while still others believe it is a mutant of the Terran Rabbit either accidentally created by a mutagenic exposure or a lab experiment that escaped into the wilderness. Regardless of how the Beaster Bunny came to be, they first where discovered on an outpost world that had been attacked by the Sathar in SWI. They have since spread to other planets. 
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History and Use In Your Setting:

The Beaster Bunny is inspired by a really bad film called Beatser Day by Snygg Brothers.  This creature is perfect for creating an ecological crisis for spring on a planet in your setting. Scenarios can vary including an animal rights group releasing the poor lab animals, a Sathar release of the critter as one of their creations of terror, the accidental release of the creatures from a colony’s lab as the result of a Sathar, pirate or competing corporation’s raid. This creature could actually a native alien life form of a world that has been accidentally spread or recently colonized. It could have evolved from mutagenic exposure on a Gamma Dawn type world. Adventures could involve investigating a colony that has stopped transmitting, surviving the migration of these creatures, escaping a lab compound infested with them, hunting for the cause of disappearing colonists, hunting for the eggs and stopping the eggs or specimens from being smuggled off world.

