CHARACTER NAME:

CLASS: RACE:
LEVEL: S1ZE:
ALIGNMENT: SPEED:
DEITY: GENDER:
PR HEIGHT:
Ability Scores
N IU0'Al ABILITY | ABILITY TEMP. TEMP WEIGHT:
NAME Score | Mopb. ScOrRe | Mob. EYE COLOR:
STR HAIR COLOR:
HOMELAND:
DEX FAMILY BACKGROUND:
CON SCARS, BIRTH MARKS, OR OTHER
DISTINGUISHING FEATURES:
‘ ; IS PERSONALITY TRAITS:

_  ARMOR SHIELD DEx S1ZE Misc
ToTar - Bonus + Bonus + Mobp + Mobp + Mobp + BAsE

Hit Points Saving Throws

TorAL TOTAL BASE ABILITY MAGIC Misc. TEMP.

SAVE Mop. Mopb. Mopb. Mopb.
CURRENT
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Melee Attack Bonus

BASE
_ STR S1ZE Misc. Misc. Misc. TEMP.
Torar = %TOTI‘:E ;( * Mon. *t Mop. T Mopo. T  Mop. * Mop. T Mop.

Ranged Attack Bonus

BASE
_ DEX S1ZE Misc. Misc. Misc. TEMP.
Torar = %Tgl‘:‘g ;( * Mopn. *t Moo. t Mop. *  Mop. * Mop. T Mop.

Initiative

Special Abilities and Feats Character llustration
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Skills

Misc. Rules Changes

Setting Specific

Key SKILL _ ABILITY

SKILL ABILITY | Mop. — Mob.

CRroSss
CLASS

U Appraise

U Balance

U Bluff

Q Climb

U Concentration
U Craft (

U Craft (

U Craft (

U Craft (

U Decipher Script

U Diplomacy

U Disable Device
U Disguise

U Escape Artist
U Forgery

U Gather Information
U Handle Animal

U Heal

U Hide

U Intimidate

U Jump

U Knowledge (

U Knowledge (

U Knowledge (

U Knowledge (

U Knowledge (

U Listen

U Move Silently

U Open Lock

Q Perform ( )
U Profession ( )
U Ride

U Search

U Sense Motive

U Sleight of Hand

U Spellcraft

U Spot

U Survival

U Swim

U Tumble

U Use Magic Device

U Use Rope

MaX. SKILL RANK (CLASS SKILL):
MaAX. SKILL RANK (CROSS-CLASS SKILL): _

Player’s Archive 3



BACKGROUND: Languages

Racial Abilities

AWARDS & HONORS:

QUOTE/PERSONAL SAYING:

Weapons and Armor

ToTAL
ATTACK
WEAPON BonNus DAMAGE CRITICAL RANGE WEIGHT TYPE SIZE NOTES

ARMOR MAX DEX CHECK SPELL
ARMOR TypE BonNus PENALTY PENALTY FAILURE SPEEDWEIGHT NOTES
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Mundane Equipment

EQUIPMENT LOCATION CARRIED WEIGHT NOTES
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Limit on Magic ltems Worn

One headband, hat,
helmet, or phylactery
on the head

One pair of eye lenses or
goggles on or over the
eyes

One amulet, brooch,
medallion, necklace,
periapt, or scarab
around the neck

One vest, vestment, or
shirt on the torso

One robe or suit of armor
on the body (over a vest,
vestment, or shirt)

One belt around the waist
(over a robe or suit of
armor)

One cloak, cape, or mantle
around the shoulders
(over a robe or suit of
armor)

One pair of bracers or
bracelets on the arms or
wrist

One glove, pair of gloves,
or pair of gauntlets on
the hands

One ring on each hand

(or two rings on one hand)

One pair of boots or shoes
on the feet

Coin Conversions

Copper piece (cp) = 1/10sp
Silver piece (sp) = 1/10gp
Gold piece (gp) = 1/10 pp
Platinum piece (pp) = 10gp

Scrolls

Copper Pieces

Silver Pieces

Gold Pieces

Platinum Pieces

Other Coins

Loans and Debts
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EQUIPMENT LOCATION CARRIED

Magical Equipment

WEIGHT

NOTES/MAGIC ABILITIES

Weight Carried

Light Load

Jewelry

Medium Load

Heavy Load

Lift Over Head

Gems

Lift Off Ground

Push or Drag

Other Valuables
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Experience Total

Needed for Next Level

Most Impressive Kills

NAME:

RACE:
STR: Hit Points
DEX:

CON: _
INT: Armor Class

WIS:
CHA:
INITIATIVE: ATTACKS:
DAMAGE: BAB:

SPEED:

SKILLS:

FEATS:

ABILITIES:

NAME:

RACE:

STR:

Hit Points

DEX:

CON:
INT:

Armor Class

WIS:

CHA:

INITIATIVE:

DAMAGE:

SPEED:

ATTACKS:
BAB:

SKILLS:

FEATS:

ABILITIES:
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ABILITY
Hit POINTS FEATS SCORE
LEVEL GAINED GAINED CHANGES NEW ABILITIES GAINED

1

10

11

12

13

14

15

16

17

18

19

20
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SPELL SAVE

SPELL
SAVE
DC

SPELLS
LEVEL PER
DAy

Bonus
SPELLS

1sT

2ND

3RrRD

4TH

STH

6TH

TTH

8TH

9TH

Arcane and Divine Secrets IK<nown

FORGOTTEN SPELLS DISCOVERED:

ORIGINAL SPELLS CREATED:

MAGIC ITEMS CRAFTED:

UNIQUE LORE ACQUIRED:

SPECIAL NOTES:

Domains and Granted Powers

Holy Symbol or Personal Mark

I0
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Spell List

SAVE SAVING
SPELL PREPARED DC LEVEL DAMAGE THROW RANGE DURATION DESCRIPTION

a

o g oovvyosywvwooywoovdovyovoovuovyvyvdoduouoouovgygdououodduouo o oo
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Spell List

SAVE SAVING
SPELL PREPARED DC LEVEL DAMAGE THROW RANGE DURATION DESCRIPTION

a

o vovoovdy vsvwvovyvosgwoyvonsgygyvowgooovoouo o 0o
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Spell List

SAVE SAVING
SPELL PREPARED DC  LEVEL DAMAGE THROW RANGE DURATION DESCRIPTION
a
Qa
a
a
Qa
a
a
Qa
a
a

Spellbook Spellbook Spellbook

NAME: NAME: NAME:

APPEARANCE: APPEARANCE: APPEARANCE:
SPELLS: SPELLS: SPELLS:

SPECIAL FEATURE(S): SPECIAL FEATURE(S): SPECIAL FEATURE(S):

Spell Components
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ATTACK MODES DEFENSE MODES

POWER SAVE

FREE
MANIFESTATIONS

POWER POINTS

Number of Psionic Powers Known

Psionic Powers KKnown

SAVING POWER POWER
POWER LEVEL RANGE AREA DURATION THROW RESISTANCE POINTS DESCRIPTION
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Henchman/Hireling Henchman/Hireling

NAME:

RACE:
CLASS:
DEITY:
STR:

DEX:

CON:
INT:

WIS:

CHA:
INITIATIVE:
DAMAGE:

SKILLS:

GENDER:

LEVEL:

ALIGNMENT:

Hit Points

Armor Class

ATTACKS:

FEATS:

EQUIPMENT:

NAME:

RACE:
CLAss:
DEITY:
STR:

DEX:

CON:
INT:

WIS:

CHA:
INITIATIVE:
DAMAGE:

SKILLS:

ALIGNMENT:

Hit Points

Armor Class

ATTACKS:

FEATS:

EQUIPMENT:

Henchman/Hireling Henchman/Hireling

NAME:

RACE:
CLaAss:
DEITY:
STR:

DEX:

CON:
INT:

WIS:

CHA:
INITIATIVE:
DAMAGE:

SKILLS:

GENDER:

LEVEL:

ALIGNMENT:

Hit Points

Armor Class

ATTACKS:
BAB:

FEATS:

EQUIPMENT:

NAME:

RACE:
CraAss:
DEITY:
STR:

DEX:

CON:
INT:

WIS:

CHA:
INITIATIVE:
DAMAGE:

SKILLS:

GENDER:
LEVEL:

ALIGNMENT:

ATTACKS:
BAB:

FEATS:

EQUIPMENT:
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Notable Ally or Enemy Notable Ally or Enemy

U ALy U ACQUAINTANCE U ENEMY
NAME:
RACE: GENDER:
CLASS: LEVEL:

CommonLy Founp AT:

IMPORTANT NOTES:

O ALy U ACQUAINTANCE U ENEMY
NAME:
RACE: GENDER:
CLASS: LEVEL:
CoMMONLY FOUND AT:

IMPORTANT NOTES:

Notable Ally or Enemy

U ALy U ACQUAINTANCE U ENEMY
NAME:
RACE: GENDER:
CLASS: LEVEL:

CommonLy Founp AT:

IMPORTANT NOTES:

Notable Ally or Enemy

U ALy U ACQUAINTANCE U ENEMY
NAME:
RACE: GENDER:
CLASS: LEVEL:

CommonLy Founp AT:

IMPORTANT NOTES:

Notable Ally or Enemy Notable Ally or Enemy

U ALLy U ACQUAINTANCE U ENEMY
NAME:
RACE: GENDER:
CLASS: LEVEL:

CoMMoONLY Founp AT:

IMPORTANT NOTES:

U ALLy U ACQUAINTANCE U ENEMY
NAME:
RACE: GENDER:
CLASS: LEVEL:

CoMmmMONLY FOunD AT:

IMPORTANT NOTES:
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Notable Ally or Enemy Notable Ally or Enemy

O ALLy O ACQUAINTANCE U ENEMY U ALy O ACQUAINTANCE U ENEMY
NAME: NAME:
RACE: GENDER: RACE: GENDER:
CLASS: LEVEL: CLASS: LEVEL:
CoMmMoONLY FOUND AT: ComMoONLY FOUND AT:
IMPORTANT NOTES: IMPORTANT NOTES:

Notable Ally or Enemy Notable Ally or Enemy

O ALLy O ACQUAINTANCE U ENEMY U ALy O ACQUAINTANCE U ENEMY
NAME: NAME:
RACE: GENDER: RACE: GENDER:
CLASS: LEVEL: CLASS: LEVEL:
CoMmMoONLY FOUND AT: ComMMONLY FOUND AT:
IMPORTANT NOTES: IMPORTANT NOTES:

Notable Ally or Enemy Notable Ally or Enemy

U ALLY U ACQUAINTANCE U ENEMY U ALy U ACQUAINTANCE U ENEMY
NAME: NAME:
RACE: GENDER: RACE: GENDER:
CLASS: LEVEL: CLASS: LEVEL:
CoMMONLY FOUND AT: CoMMONLY FOUND AT:
IMPORTANT NOTES: IMPORTANT NOTES:
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U TrRue O FALSE RUMOR:

SOURCE:

U TrRuE U FALSE RUMOR:

SOURCE:

U TrRuE U FALSE RUMOR:

SOURCE:

U TrRue O FALSE RUMOR:

SOURCE:

U TrRuE U FALSE RUMOR:

SOURCE:

U TrRuE U FALSE RUMOR:

SOURCE:

U TrRue O FALSE RUMOR:

SOURCE:

Adventure Notes Adventure Notes
SETUP: SETUP:
EMPLOYER: EMPLOYER:
PARTY MEMBERS: PARTY MEMBERS:
NPCs ENCOUNTERED: NPCs ENCOUNTERED:
MEMORABLE MOMENTS: MEMORABLE MOMENTS:
SPECIAL NOTES: SPECIAL NOTES:
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SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:

Mo Nores

SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:
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SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:

Ao Nores

SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:
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SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:

Mo Nores

SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:
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SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:

Ao Nores

SETUP:

SETUP:

EMPLOYER:

PARTY MEMBERS:

EMPLOYER:

PARTY MEMBERS:

NPCs ENCOUNTERED:

NPCs ENCOUNTERED:

MEMORABLE MOMENTS:

MEMORABLE MOMENTS:

SPECIAL NOTES:

SPECIAL NOTES:
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Guilds or Organizations Joined

MEMBERSHIP
GUILD/ORGANIZATION  RANK/TITLE LOCATION BENEFITS STATUS

Enemy Organizations

REASON FOR
ORGANIZATION L OCATION HosTtIiLIiTY KNOWN MEMBERS
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Current Adventure — Objectives and Discoveries

ADVENTURE OBJECTIVES:

EMPLOYER:

PARTY MEMBERS:

TREASURE DISCOVERED (NOT YET DIVIDED WITH PARTY):

CLUES/INFORMATION DISCOVERED:

IMPORTANT NOTES:

ISSUE/LEAD

Unresolved lssues and Leads

RESOLVED?

U YES

4 YES

U YES

U YES

4 YES

U YES

U YES

U No

U No

a No

U No

U No

a No

U No
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Current Adventure — Mapping

LOCATION NAME:

LEVEL:

MARCHING ORDER:

Draw it out.

NOTES:

Current Adventure — Mapping

LOCATION NAME:

LEVEL:

MARCHING ORDER:

Draw it out.

NOTES:
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Cities Visited

City STAYED AT MET EVENTS

Dungeons Explored

DUNGEON LOCATION PURPOSE CLEARED? NOTES

26 Player’s Archive



Character’s Keep, Home, or Other Holding
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Journal Entry
Month VYear

28
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Starting Occupations

An adventurer will hold many occupations as his
life unfolds, but the benefits of a starting occupation
are only applied once, at the time of character cre-
ation.

Many starting occupations have a prerequisite that
the character must meet to qualify for the occupation.
Each occupation provides a number of additional per-
manent class skills that the character can select from a
list of choices. Once selected, a permanent class skill
is always considered to be a class skill for the charac-
ter. If the skill selected is already a class skill for the
character, he or she gains a one-time competence
bonus for that skill.

Some starting occupations provide a a bonus feat,
bonus equipment, or some other special bonus.
Finally, some starting occupations affect the charac-
ter’s starting gold.

Choose one occupation from those presented here
and apply the benefits to the character as noted in the
occupation’s description.

Academic

Academics include librarians, archaeologists,
scholars, professors, and teachers. This is an occupa-
tion often associates with wizards and clerics.

Prerequisite: Int 14+.

Skills: Choose three of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Decipher Script, any Knowledge skill, Speak
Language, Spellcraft.

Starting Gold Bonus: +1d6x10.

Adventurer

While most characters are adventurers, few have led
the adventuring life during their formative years. The
character’s parents or guardians were adventurers and
the character often accompanied them during expedi-
tions.

Prerequisite: Con 14+.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Bluff, Climb, Disable Device, Escape Artist,
Intimidate, Jump, Knowledge (arcana, dungeoneering,
or geography), Move Silently, Ride, Spot, Survival,
Swim.

30 Player’s Archive

Bonus Feat: Select one of the following:
Alertness, Combat Reflexes, Endurance, Run, or
Toughness.

Starting Equipment Bonus: Light wooden
shield, backpack, bedroll, flint and steel, and water-
skin.

Blacksmith

Skilled with horses and manufacture of simple
weapons, the character spent many years as an appren-
tice to a master blacksmith.

Prerequisite: Int 12++.

Skills: Choose three of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Craft (Blacksmith), Craft (Weaponsmithing),
Handle Animal, Profession (Blacksmith), Ride.

Starting Gold Bonus: +1d4x10.

City Watch

Before setting off on his adventuring career the
character was a member of the city watch.

Prerequisite: Str 12+, Con 12+.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Gather Information, Intimidate, Knowledge
(local), Listen, Search, Spot.

Bonus Feat: Select one of the following:
Alertness, Combat Reflexes, Diligent, Investigator, or
Run.

Starting Gold Bonus: +1d4x30.

Criminal

This illicit starting occupation reveals a back-
ground from the wrong side of the law. This occupa-
tion includes bandits, burglars, thieves, and common
thugs.

Prerequisite: None.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Disable Device, Disguise, Forgery, Hide,
Intimidate, Move Silently, Sleight of Hand.



Bonus Feat: Select either Deceitful or Self-
Sufficient.
Starting Gold Bonus: +2d4x20.

Mercenary or Soldier

You were a mercenary warrior or soldier in a
king’s army. Many years were spent training for war
and participating in countless skirmishes and conflicts
against other kingdoms and goblinoid races.

Prerequisite: Str 12+.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill. Climb, Hide,
Move Silently, Survival, Swim.

Bonus Feat: Select one of the following: Athletic,
Combat Reflexes, Point Blank Shot, or Toughness.

Starting Equipment Bonus: Light wooden
shield, short sword, dagger.

Merchant

Either working in a large city or traversing the
trading routes of many kingdoms, the character has
learned the ways of barter and trade and swindling
customers.

Prerequisite: Int 12+.

Skills: Choose three of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Appraise, Bluff, Diplomacy, Gather Information,
Knowledge (geography, history, or local), Search,
Sense Motive.

Starting Gold Bonus: +3d8x10.

Religious

The character was raised in a religious monastery
or temple. While it is most likely the character will
worship the deity of those who raised him it is not nec-
essary. It’s almost as likely the character will be of an
opposite alignment as those who raised him.

Prerequisite: None.

Skills: Choose three of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Decipher Script, Knowledge (arcana, history, or
religion), Listen, Sense Motive.

Starting Gold Bonus: +1d8x10.

Rural

Farm workers, hunters, and others who make a
living in rural communities fall under this category.

Prerequisite: None.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Balance, Climb, Handle Animal, Ride, Survival,
Swim.

Bonus Feat: Select either Animal Affinity or
Track.

Starting Equipment Bonus: Backpack, bedroll,
waterskin, and 50’ rope.

Sailor

The character has spent many years sailing the
world’s seas, working hard at sea and learning his way
around some of the more frightening harbor cities in
the known world.

Prerequisite: Str 12++.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Bluff, Climb, Intimidate, Knowledge (geogra-
phy), Profession (sailor), Spot, Swim, Use Rope.

Starting Gold Bonus: +2d6x10.

Wizard’s Apprentice

This occupation is usually the domain of wizard
characters but that is not a prerequisite.

Prerequisite: Int 12+.

Skills: Choose two of the following skills as per-
manent class skills. If a skill the character selects is
already a class skill, he or she receives a +1 compe-
tence bonus on checks using that skill.

Appraise, Concentration, Decipher Script,
Knowledge (arcana), Spellcraft.

Special Ability: If the character is a spellcaster he
gains one bonus 1st-level spell slot. If the character is
not a spellcaster he may cast O-level spells as a first
level wizard. He starts play with a spellbook and three
0-level Wiz/Sor spells. The character’s spellcasting
ability may only be improved by taking levels in spell-
casting classes.
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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 mate-
rial including derivative works and translations (including
into other computer languages), potation, modification, cor-
rection, addition, extension, upgrade, improvement, compi-
lation, 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, pub-
licly 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. () "Product Identity"
means product and product line names, logos and identify-
ing marks including trade dress; artifacts; creatures charac-
ters; 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 abili-
ties; 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 associat-
ed 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 other-
wise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agree-
ment.
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You’re almost ready to create that new charac-

ter and start writing the details in your Player’s

Archive. But before you roll any dice, be sure to

grab the appropriate Player’s Archive PDF
expansion. Eleven different PDFs, one for each
core character class, are waiting for you at
www.philipjreed.com or www.roninarts.com.
Enhance your playing experience today!

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 sub-
tracted 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.

3.0ffer 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 con-
tributing original material as Open Game Content, You rep-
resent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights con-
veyed 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 copy-
right 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-adapt-
ability with any Trademark or Registered Trademark in con-
junction 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.
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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 Reference 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.

Player’s Archive, Copyright © 2003, Mystic Eye Games.
Philip Reed, author.
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