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Author : Pierre Cuvelier, 2022. This document is available for free but 

remains copyrighted. You can use it in a reasonable way for gaming, but you 

cannot otherwise copy it, share it or alter it without my consent.You can 

contact me through the website of my roleplaying game Kosmos : 

https://kosmoslejeuderole.wordpress.com/  

 

This document is an amateur companion for the game Escape from Dino 

Island written by Sam Tung and Sam Roberts and illustrated by Sam 

Tung, published by Zine Edition, 2019. You need the core book to play. 

 

The game’s official page on Itch.io :  

https://samnite.itch.io/escapefromdinoisland  

 

I discovered this game thanks to the French translation published by Nicolas 

« Gulix » Ronvel in 2020 :  

https://www.gulix.fr/blog/escape-from-dino-island/  

 

Gulix also has a page on Itch.io: 

https://gulix.itch.io/  
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HERE’S THE SITUATION 
 

 

I. Mainland 
 

You’ve come to the island together. Why? 

 

Players: Choose one together or roll. 

1. Our plane/ship has been hijacked (mutiny, hostage taking, engine weirdly 

remote controlled). 

2. We got lost due to a storm/atmospheric turbulence/ electromagnetic 

disturbances. 

3. We got selected for a TV show. 

4. We are fleeing from a danger and we took refuge here by accident. 

5. We represent a union or a consumer organization to settle a dispute. 

6. We were called for an expert assessment as part of a legal case. 

 

 

III. Right now 
 

Where are you? 

 

Players: Choose one together or roll. Mark it on the map. 

1. Safe inside a dry giant pipe, while roars resonate in the distance. 

2. In a clearing where lies a dinosaur nest. It is desert but packed with eggs. 

3. On the side of a river, on a concrete dock with dinghies moored. 

4. At the foot of a giant tree on top of which still hangs a crashed helicopter. 

5. At the counter of a snack bar with nobody around. 

6. Facing the half-open door of worn-out public toilets. 

 

z 
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You know one way off this island (though there might be more). 

What is it? 
Players: Choose one together or roll. Mark it on the map. 

1. A cargo delivers equipment every two weeks. 

2. The microlights of the sportsclub near the cliff. 

3. The old hovecraft which provided transit to the mainland. 

4. An underwater tunnel leading to the neighbouring island. 

5. The small submarine used for one of the rides. 

6. The captive balloon used for one of the rides (but it has no steering device). 

 

s 
 

Why can’t we just leave? 

These two answers are called the OBSTACLES. 

 

There’s a problem… 
DM : Choose one. 

1. The other humans on the island are searching for the Heroes and don’t mean 

them well. 

2. The bridge we must cross has been carried away by the flooding 

river/typhoon. 

3. Two carnosaurs wait in ambush near the exit of the Heroes’ hiding place. 

4. A herd of big herbivores has built their nests on the runway. 

5. An NPC with vital information or evidence is wounded and untransportable. 

6. The Heroes have to cross a deadly zone (scorching, toxic, radioactive…). 

 

There is a mystery to be solved… 

Players: Choose one together or roll.  

1. Who funded our mission (with such an unusually high budget) ? 

2. Why did we have to sign a non disclosure agreement for no apparent 

reason ? 

3. Why did our brand new vehicle break down when we got near the island ? 

4. How is everything so clean on the island, even in the wild? 

5. Why did the person who hired us and was supposed to lead us decide on the 

last minute not to come? 

6. Why is the weather colder than expected and getting even colder? 
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THE DINO MASTER 
 

 

Mysteries of the island 
 

How are there dinosaurs? 

 

1. They are in fact humans who got transformed. 

First clue: secret data shows that they all have a partly human DNA. 

 

2. The island is part of a parallel Earth where dinosaurs never got extinct. 

First clue: several anomalies lead to think the Heroes crossed a portal 

at some point. 

 

3. They are extraterrestrial beasts from a planet which has reached the 

same evolutionary step as Paleozoic Earth. 

First clue: the wreckage of a spaceship holds cages and data about the 

exploration of this distant planet by the European Space Agency / 

Centre national d’études spatiales / NASA / Russia / China / aliens… 

 

4. They are pentasensorial illusions (using all five senses) and are part of 

an augmented reality videogame project that went wrong. 

First clue: dinosaurs respawn when killed (their body decomposes at 

an unnatural speed and they reappear at the same spot, unwounded, 

after a fixed amount of time). 

 

5. They are the products of a technology which makes real the hidden 

fears of all humans on the island. 

First clue: several NPC or Heroes have always been scared by 

dinosaurs since a traumatic event in their childhood. 

 

6. They reappeared naturally and are the signs of an evolutive 

proliferation similar to (but much quicker than) the « Cambrian 

explosion ». 

First clue:  the island forms a unique environment bursting with 

forms of life never seen elsewhere. 
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What is the purpose of the Complex? 

 

1. To discover a way of quickly killing all dinosaurs (weaponry, biological 

weapon, radioactivity, space-time manipulations…). 

First clue: a charnel house filled with the dead bodies of dinosaurs 

used as guinea pigs for terrifying experiments. 

 

2. Devising chimeras by crossing dinosaurs with other animal species. 

First clue: failed hybrids, mutilated or dying, locked in a laboratory. 

 

3. It is the lair of a sect determined to restore dinosaurs as the dominant 

species on Earth and to kill most part of mankind. 

First clue: bones and ritual accessories prove that humans are being 

offered as sacrificial victims to dinosaurs on the island. 

 

4. To shelter, care for and protect dinosaurs at all costs (while minimizing 

the danger they can represent). 

First clue: several buildings are veterinary clinics specializing in 

dinosaurs. 

 

5. A game reserve for extreme hunting. 

First clue: tree stands, equipped with gun racks, are built here and 

there, to watch and shoot dinosaurs. 

 

6. A university working with research facilities about dinosaurs and their 

time. 

First clue: a campus for students with a cafeteria and copies of 

various syllabi. 

 

r 
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What went wrong? 

 

1. A natural disaster has ravaged the Complex (typhoon, twister, 

earthquake, tsunami, red crab or green algae invasion…). 

First clue: recordings of vocal messages commanding evacuation or 

calling for help. 

 

2. An industrial incident has devastated the Complex (overactive time 

machine, overheating nuclear reactor, oil slick caused by a shipwreck, 

cloud of toxic gas from a pesticide silo…). 

First clue: an appropriate device shows dangerously high measures of 

waves / radioactivity / toxic substances. 

 

3. The Complex was targeted by an external human aggression (military 

assault, terrorist act, hostage taking…). 

First clue: bodies of dead security agents and of other people not 

from the island are evidence of a skirmish or attack. 

 

4. Dinosaurs have multiplied beyond control. 

First clue: an impressive number of nests, lots of eggs and youngs. 

 

5. Other forms of life have developed out of any control. 

First clue: incident reports describing unexpected apparitions of other 

species thought to be extinct (invasive mushrooms, poisoned trees, 

giant insects, sabertooth tigers, giant birds, dodos, etc.). 

 

6. The Complex was brutally deprived of all their fundings and shut 

down, without any thought of the consequences. 

First clue: documents evidence disastrous accounting, sudden layoffs 

and social conflicts. 

 

y 
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(Optional) Where is the island and how is it called ? 

 

DM : If you wish, choose one or roll a d20.  

(All these islands are fictional.) 

 

 

1. Central America, off the coast of Costa Rica.  

Name: Isla Rara (« Strange Island » in Spanish). 

2. South Pacific Ocean, to the South-East of New Zealand.  

Name: Ahiahi (« Sunset » in Maori). 

3. South Pacific Ocean, not that far off the southern coasts of Australia.  

Name: Brolga Island (« Island of the cranes » or « of big birds » in 

Gamilaraay, a native language). 

4. Indian Ocean, east of Madagascar.  

Name: Rivotra (« storm » in Malagasy language). 

5. Not far from the Channel Islands. 

Name: Stānas (« stones » in Old English). 

6. Atlantic Ocean, between Ireland and Iceland. 

Name: Gull (« gold » in Icelandic… or « sea bird » in English). 

7. Atlantic Ocean, off the Finistère and the coasts of France.  

Name: Gwallarnod (« unfortunate experience » in Breton). 

8. Off the cape of Good Hope, south of South Africa. 

Name: Skadu (« Shade » in Afrikaans). 

9. South Pacific Ocean, between Indonesia and Australia.  

Name: Darah (« Blood » in Malay). 

10. North Pacific Ocean, off the western coast of Canada.  

Name: Occasion Island. 

11. Atlantic Ocean, off the eastern coast of French Guiana. 

Name: Zo-ya (« The Bones » in French Guianese creole). 

12. Atlantic Ocean, not that far off the Cape Verde islands. 

Name: Ilha Turvo (« Island of Turmoil » in Portuguese). 

13. Atlantic Ocean, somewhere off Ascension Island. 

Name: Sooty Tern Island. 

14. In the Gulf of Oman, off the coasts of the United Arab Emirates. 

Name: Leïl (« Evening » in Arabic). 

15. In the Bay of Bengal, off the coasts of India and Myanmar. 

Name: Pākhi (« Bird » in Bengali). 

16. North Pacific Ocean, to the south-west of Japan. 

Name: Kōkaishima « Island of Regret » in Japanese). 
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17. Atlantic Ocean, to the south-west of the Chilian part of Tierra del 

Fuego, not far from the Cape Horn. 

Name: Isla del Hierro (« Iron Island » in Spanish). 

18. In the Black Sea, off the northern coasts of Turkey. 

Name: Ekşilik (« Acidity » in Turkish). 

19. In the Gulf of Mexico, off the Florida Keys. 

Name: Mercy Island. 

20. In the Gulf of Guinea, off the Nigeria and São Tomé and Príncipe.  

Name: Notxi (« Night » in Forro Creole). 

 

 

 
 

 

 

An extra idea for the island 

 

1. 
It is an artificial island entirely funded by a billlionaire / a 

corporation / an NGO / a sect. 

2. It is a former oil rig, converted and heavily revegetated. 

3. 
The island emerged from the sea due to local submarine 

volcanism only three years ago. 

4. 
The island forms a microstate with their own laws but most 

neighbouring countries do not recognize it. 

5. 
The island is the vastest part of an atoll. Its subsoil is entirely 

formed by a coral reef of a rare, lesser-known type. 

6. 
Everywhere on the island can be found troglodyte buildings, 

excavations, ruins, reliefs, statues, etc. made by natives who 

lived there before they were exterminated by the settlers. 
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NEW ISLAND SITES 
 

 

NATURAL 
 

Geysers and hot springs 
Hot and humid air, smell of sulfur, ferruginous water, rocky land. 

They might find. Pointy rocks, gas bubbles (sometimes toxic), plants useful 

for braiding ropes, ruins of a former spa resort or hydropower station, 

CERATOPSIDS, THEROPODS. 

• Temperature differences and moisture severely test the equipment. 

• Dinosaurs and Heroes rival for access to drinkable water. 

• Pursuit between geysers that (im)predictably gush scorching water. 

 

Islet 

Narrow, beaten by the waves, with abrupt, slippery rocks, smells of goemon 

and guano, wooden boards, cans, reefs showing in the nearby waters. 

They might find. Edible shells, a coded inscription, a wastewater drainage 

pipe from the Central, a secret entrance to the Complex, a wreckage, an NPC 

survivor, AQUATIC CREATURES, PTEROSAURS. 

• They are safe here at high tide, but when the tide ebbs, the thing that 

pursues them will be able to cross. 

• The islet hides a submarine / the door to a subterranean base / an animal 

with an enormous shell. 

 

ARTIFICIAL 

 

The Playground 
Gum surface, slides, merry-go-round and squeaking swings, scruffy bushes, 

screens playing ads. 

They might find. Bloody doll, snack, skipping rope, 

PACHYCEPHALOSAURIDS, DROMAEOSAURIDS. 

• A weeping adult. 

• A small dinosaur trapped or lying in ambush inside one of the games. 

• Someone hastily hid something important inside one of the games. 

• A flock of SMALL THEROPODS gathers on swings before they attack a 

group of singing children. 
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Garage of the staff 
Crude concrete pillars, coloured markings, flickering neons, dusty, humid air, 

water seepages, puddles of oil or petrol. 

They might find. Tools for car repairs, can of petrol, tyres, goggles for night 

vision in a glove compartment, a stair going down to underground galleries (or 

going up if the garage is in a basement), a staff vehicle (working, or not, or 

wrecked). 

• Finish the repairs and start quickly to flee an incoming threat. 

• The garage door gets stuck while closed… or open. 

• Dinosaurs gnaw the tyres of a car or mate inside it. 

 

The Greenhouse 

Moisty, stiffling air, pollen, glistening foliage, complex patterns on tree bark, 

little or no flowers. 

They might find. Intricate roots, edible or toxic berries, plants with medicinal 

properties, virus-transmitting mosquitoes, GIANT INSECTS, HADROSAURIDS, 

STEGOSAURIDS, DROMAEOSAURIDS, SMALL THEROPODS. 

• Dromaeosaurids close upon a tree on top of which a cleaner has taken 

refuge. 

• A flock of small theropods gets interested in a hive fixed to a tree trunk. 

• Dysfunctioning hydroponics or watering devices cause a flood. 

 

STRANGE PLACES 

 

Dinosaur Graveyard 

Gloomy and silent, bones of all sizes intact or broken, fetid mist. 

They might find. Pointy bones, a giant skeleton perfectly preserved, 

scavengers gnawing the marrow, bone dealers, DINOSAURS of a same given 

species of your choice. 

• The thick strata of bones slow the Heroes’ progress. 

• Dinosaurs come to die here or bring the bodies of other dinosaurs. 

• Examining the carcasses leads to revelations about the true nature of the 

island’s dinosaurs. 

v 
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A RANDOM OBJECT 
 

 

1. A flare. 

2. A pair of binoculars with night vision. 

3. A medical kit with morphin, salbutamol (for asthma), epinephrine 

autoinjector (antiallergenic). 

4. An advertising cap with a tiny propeller on top of it. 

5. A small, empty drawer (without the piece of furniture it comes from). 

6. A half-empty flask of perfume. 

7. Four wheel trims (the size of car wheels). 

8. A fast food meal in a cardboard box. 

9. A mobile storage device (floppy disk, CD, DVD, USB key, hard drive…). 

10. A Talkie-Walkie. 

11. A car battery. 

12. A toolbox. 

13. A roll of red-and-white warning tape. 

14. A pair of hiking shoes. 

15. A pillow of significant volume. 

16. A wooden boomerang with curious ornaments. 

17. A megaphone. 

18. A headlamp. 

19. A pencil case for school. 

20. A genuine leather handbag with wallet or purse, diary and pocket mirror. 

21. A pair of big shears for wire fences. 

22. Intact prescription glasses (for a very short-sighted person). 

23. A pair of boxing gloves. 

24. A folded survival blanket. 

25. Tools for arc welding (with a welding helmet and a small generator). 

26. A dinosaur tooth or claw. 

27. Paleontologist tools (hammer, brushes, toothbrush, protective chemicals to 

smear on fossils …). 

28. A remote control. 

29. An office chair (on wheels). 

30. Two paintball markers, with ammunition. 

31. A bunch of keys. 

32. A bike chain, with its padlock and the key. 

33. A windsurf board. 

34. A reinforced muzzle for a guard dog. 

w 
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35. A Stetson or Fedora hat. 

36. A diving equipment (mask, palms, tuba, oxygen bottle). 

37. An air rifle and sedative darts. 

38. A dino veterinary kit. 

39.  A roll of polypropylene rope. 

40. A wooden directional sign (broken). 

41. A wheelchair. 

42. A compass. 

43. Eclipse glasses. 

44. A cleanroom suit (for labo workers). 

45. A polymer bulletproof vest. 

46. An MP3 player with recordings of identified dinosaur roars and sounds. 

47. A condom and lubricant box. 

48. A huge paëlla frying pan. 

49. A dinosaur plushy (squeaks if you press its belly). 

50. A grooming brush for hair and feathers. 

51. A window frame with its seals half gnawed upon, but an intact pane. 

52. A shovel. 

53. A flute carved out of dinosaur bone. 

54. A skate board. 

55. A street light powered by a solar cell, with a removable battery. 

56. Big reinforced, waterproof boots. 

57. A headband imitating little ceratopsid horns. 

58. A pack of (new) babies’ nappies. 

59. An adult kick scooter. 

60. A wallet of classic board games (chess, draughts, ludo, 421…). 

61. Golf clubs and balls in a carry bag. 

62. A cleaning trolley with scrubbing brushes, bin bags, detergent. 

63. A tourist’s guide for a neighbouring country (obsolete). 

64. A fishing rod with baits. 

65. A mobile phone (discharged, without its charger). 

66. A pack of 3 triangular sandwiches (ham, tuna, soja & seeds). 

67. An outboard motor with its propeller (heavy as hell). 

68. A toy computer with its batteries. 

69. A spray of shaving foam. 

70. A professional camera. 

71. A small bag of screws and bolts. 

72. A vuvuzela (horn). 

73. A baby’s bottle with a cap that can be used as a cup. 

74. A statuette made out of rare wood in the semblance of a dinosaur. 

o 
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75. A small wheeled cement mixer, full of liquid concrete. 

76. A kite. 

77. A watertight flashlight, with batteries. 

78. A bicycle wheel. 

79. A notebook with a small pen attached. 

80. A transport cage for a small animal (a cat or a medium-sized dog). 

81. A hard hat. 

82. An automatic optical level on a tripod and a level staff. 

83. A set of polyhedric dice for ropleplaying games. 

84. An attaché case with a legal file inside. 

85. A sleeping bag for two adults. 

86. A box of photographic film (with important photos). 

87. A copy of George Sand’s novel Laura, or Voyage into the Crystal. 

88. A mariner sewing kit (big needle, string to mend sails, scissors …). 

89. A signed photograph of a famous pop singer. 

90. A lacerated car seat or plane chair. 

91. A spray of seemingly white paint (the paint glows in the dark). 

92. A cigarette packet. 

93. A big hunting knife. 

94. Jean trousers with their belt ; one of the legs has been torn apart. 

95. A giant toothbrush (for a big animal). 

96. A chewing gum packet. 

97. A freesbee. 

98. A luggage carrier (to be fixed on the top of a car’s roof). 

99. A handheld game console. 

100. A parachute. 

 

m 
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SELECTED TAXONOMY : ANNEXE 
 

 

Extinct buffaloes 
Some projects aim at 

resurrecting these extinct 

species of buffaloes, greater 

than the living ones. 

No. appearing : 5-50. 

Instinct : protect the youngs. 

Moves : 

• Move in herd. 

• Charge and gore. 

Examples : Bison latifrons 

(illustrated ; 2,5 m at the 

withers, horns 2 m large), 

Bison antiquus (2 m at the 

withers, horns 1 m large). 

 

Giant cephalopods 

These molluscs protected by 

impressive shells protruding 

their tentacles eat only fish, 

but disturbing them might not 

be the best idea. 

No. appearing : 1-5. 

Instinct : drift slowly. 

Moves : 

• Grab with tentacles. 

• Blow water or ink to 

burst forth the other way. 

• Creep back in its shell. 

Exemples : Cameroceras (long, straight shell, 6 m), Parapuzosia 

seppenradensis (giant ammonite, involute shell, 2,5 m). 
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Choristodera 

These big freshwater reptiles 

reminding of garvials can move 

almost as easily on earth as in 

the water. 

No. appearing : 1-3. 

Instinct : hunt a prey. 

Moves : 

• Chase mercilessly. 

• Cut something or someone. 

Examples : Simoedosaurus (up to 5 m), Champsosaurus (illustrated, 3-4 m 

long), Hyphalosaurus (1 m long; very long neck and tail). 
 

Dodos 

Gone extinct long after all others, during the 17th century, they are pretty 

much the mascots of gone animals. They eat the seeds of the tambalacoque (a 

very rare tree), but appear ready to try anything and can become aggressive 

sometimes. 

 No. appearing : 5-20. 

Instinct : peck everything. 

Moves :  

• Stampede! 

• Protect the nest. 

• Pinch ! 

Examples : Raphus cucullatus (1 m tall). 

 

Extinct elephantids 

These colossal ancestors of today’s elephants 

have coexisted with the first hominids, and 

some even with the first humans. 

No. appearing : 5-20 

Instinct : protect the youngs. 

Moves :  

• Menace with their tusks. 

• Grab with their trunk. 

• Trample. 

Exemples : Woolly mammoth (3 m at the withers), Stegotetrabelodon (4 m at 

the withers, 4 tusks, 2 of them extending the lower jaw). 
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Gastornis 

 

These giant walking birds lived during the 

Paleocene, shortly after the extinction of dinosaurs. 

There were probably omnivores. 

No. appearing : 1-5. 

Instinct : protect the eggs. 

Moves :  

• Chase at full speed. 

• Crush and grind in the beak. 

• Dig the earth with its talons. 

Exemples : Gastornis (2 m tall). 

 

Giant insects 

Which of them sting? Which are 

dangerous? Too late, they’re upon us! 

No. appearing : 10-100 

Instinct : fly all over the place. 

Moves : 

• Pester zigzagingly. 

• Sting the enemy. 

• Buzz in the ear at the worst moment. 

Examples : Meganeura [illustrated; 

dragonfly, wingspan 7-8 cm, doesn’t sting], Aenigmabracon [wasp]. 

 

Machairodontids 

Nicknamed « saber-toothed tigers », these big cats from the Pleistocene vary 

in size and can be deadly predators, 

even for humans. 

No. appearing : 1-3. 

Instinct : hunt a prey. 

Moves : 

• Track and trap a prey. 

• Tackle a prey to the ground. 

• Cut with their saber-teeth. 

Examples : Dinofelis, Machairodus, 

Megantereon, Smilodon (illustrated).  
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Megatheres 
These giant herbivores from the Pleistocene can 

go on two or four feet. Their enormous claws 

can be used to bend branches or defend 

themselves. 

No. appearing: 1-3. 

Instinct : graze the leaves. 

Moves : 

• Rise on their hind legs to intimidate. 

• Lash out with their claws. 

Examples : Megatherium americanum (6 m 

long). 

 

 

Pseudosuchians 

These quadrupedal, carnivorous reptiles, 

ancestors of today’s crocodiles, were fearsome predators. 

No. appearing: solitary. 

Instinct : hunt down a prey. 

Moves :  

• Pursue mercilessly. 

• Crush and grind with their powerful jaws. 

• Protect the eggs. 

Examples : Lotosuchus (2 m long, sail-like structure on the back), 

Saurosuchus (illustrated, 7 m long), Poposaurus (3,5 m long, bipedal, a sort of 

hybrid between a crocodile and a running lizard). 
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Sauropodomorphs 

These herbivorous dinosaurs 

with a small head, long neck 

and tail can be bipedal or 

quadrupeds, as they wish. 

What if they were much 

smarter than they seem? 

No. appearing: 5-15 

Instinct : stay away from 

predators. 

Moves :  

• Flee headlong. 

• Grab with their front legs. 

• Rise on their hind legs to 

intimidate predators or rivals. 

Examples : Anchisaurus (2 m), Plateosaurus (8 m long), Massospondylus (4 

m long). 

 

 

Scelidosaurids 
These herbivorous, four-legged dinosaurs, very quick, go with their back 

protected by rows of bony patches and pikes that are lighter than those of 

ankylosaurs and shorter than those of the stegosaurids.  

No. appearing : 1-5. 

Instinct : graze on the lowest 

plants. 

Moves : 

• Lie flat on the ground to 

protect its stomach. 

• Knock down someone by 

putting itself under their feet. 

Example : Scelidosaurus (4 m 

long). 
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More Dino Gimmicks 
 

Use these gimmicks whenever you want to give a dinosaur a memorable or 

unusual trait or behavior. 

 

1. Nocturnal. Sleeps during the day and feeds at night. 

2. Mummy is very angry. If this dinosaur is threatened, his or her mum will 

come and attack the aggressors. 

3. Immune to poison. Impervious to toxic substances, including sedative 

darts. 

4. Slimy skin. It secretes mucus or oil that makes impossible to take a firm 

grip on this dinosaur without proper equipment. 

5. Symbiosis. Acts in tandem with dinos of another species. 

6. Twinship. His or her twin is never far away and will always come to help. 

7. Soothing pheromones. Emits pheromones to calm down animals and lower 

their alertness. 

8. Parasite. This dinosaur bears a parasite (insect, mushroom, bacteria) that 

can be transmitted to humans. 

9. Stealth. Leaves little or no tracks. 

10. Keen sense of smell. Gets its bearings and hunts with smell, but has very 

limited sight and hearing. 

11. Mourning. Mourns the death of their kin and cares about their bodies. 

12. Foul. Releases a nauseating cloud to repel predators or surprise preys. 

13. False death. Can feign to be dead to lure predators or preys. 

14. Juvenile. This is a young dinosaur, and it can show (small size, fluff, short 

or absent horns …) or be told by its behaviour (alacrity, clumsiness, fear, 

ingenuousness). 

15. Wounded. This animal was wounded after an accident or a fight (against 

other dinosaurs, humans, a natural obstacle, or something altogether different). 

16. In heat. This can be told by the animal’s appearance (coulour, frilled neck, 

smells, sex in plain view) or behaviour (courtship ritual, aggressiveness). 

17. Food pouch. Can store a living prey or an object, either in a pouch of 

gular skin down its mouth or in its stomach, to digest it later or regurgitate it 

for its youngs. 

18. Luminescence. This animal’s skin or an appendix (tail, frilled neck, dorsal 

sail) can glow in the dark. 

19. Tele-empathy. This animal can convey an emotion by telepathy to close 

living beings, for communication, protection, or to hunt. 

20. Unusual tongue. Has a long, sticky, quick tongue. 
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Giant insects. Artist’s view of Meganeura uploaded by Dodoni, 2007. 

Machairodontids. Artist’s view of Smilodon populator, Archives of Pearson Scott 

Foresman, 1913. 

Megatheres. Artist’s view of Megatherium by DiGbd, 2007. 

Pseudosuchians. Artist’s view of Saurosuchus by Nobu Tamura, 2008. 

Sauropodomorphes. Artist’s view of Anchisaurus polyzelus, National Park Service, 

2020, public domain (retouched). 

Scelidosaurids. Scelidosaurus size comparison, by Paleogeek, 2018. 
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