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If Oleksa himself is confronted with any of this information, 
he will deny that she left willingly and will inform the 
adventurers that she has very likely been taken by a band 
of clever outlaws who have lately been raiding caravans and 
pilgrims travelling through the Pass of the Goat and have, 
thus far, evaded capture.  Astute observers will see Oleksa 
twitch over this and they may guess that he knows more 
than he is telling.

The truth is that Juliana has run away from Oleksa, who 
she was forced to marry.  Her true love, a young man from 
Arenjun’s soldiery, called Bogdan, helped her to escape with 
some loyal men at his command.  Bogdan and his men 
were too honest for the corrupt bureaucracy of Arenjun and 
fled the city two months previously, turning to banditry to 
survive.  They have raided a couple of caravans belonging 
to Oleksa in the meantime  (it is a lie that they have robbed 
pilgrims).  Juliana told Oleksa that she would never give 
herself to him and would be reunited with her lover and 
Oleksa is certain that this is what has happened.  Naturally, 
he will not tell the adventurers this; in fact, he has no 
intention of letting anyone who knows about this abduction 
live, let alone pay them a reward.

The adventurers should attempt to track the ‘kidnappers’.  
Asking questions of the palace guard and the watchmen, it 
will be relatively simple to discover that a lone rider, carrying 
a woman, raced out of one of the gates last night.  The road 
from that gate does indeed lead up into the mountains and 
towards the lofty Pass of the Goat.

A skilled tracker would be useful at this point.  The 
adventure diverges here, dependant upon the characters’ 
success at tracking.  If the party have a capable scout, he 
may be able to find the trail of a single horseman leaving 
the road some miles outside of Arenjun and heading up into 
the hills.  If the tracks are followed, the adventurer will have 
to cross dangerous terrain, encountering some of the local 
wildlife and a couple of surprises that Bogdan has left for 
any who follow him.

If the adventurers are unable to follow Bogdan’s tracks, 
they will need to travel on up the road and look for further 
clues.  They will come to a small village at the entrance of 
the Pass of the Goat where they may ask questions.  The 
locals will be more-than-usually nervous around strangers 
and will suggest, at best, that they may be able to assist 
the adventurers but that they are somewhat troubled by 
problems of their own.  It is at this point that Iovinicus, the 
village’s newly acquired bully, swaggers out of a nearby hut 
and begins to make trouble.  He will demand to know what 
the adventurers are doing in his village and will, eventually, 
challenge one of them to a wrestling match.

Should a brave adventurer defeat Iovinicus in this brawl 
he will slink away, allowing the villagers to assist the 

adventurers.  They can always dispose of him in another 
fashion, of course, but he is a dangerous man and will not 
hesitate to draw his sword if threatened seriously.  The 
villagers know that the bandits have made their camp up in 
the hills and can give suitable directions on how to approach 
the place by little-known paths.  Following this route, the 
adventurers will avoid the traps set by Bogdan but may 
encounter similar problems with local beasts.

The adventure will come back onto the same route at this 
point.  Having survived Bogdan’s traps or negotiated a 
successful outcome in the village, the adventurers will find 
themselves travelling through the peaks along an old path 
that leads up along the spine of the mountains into desolate 
and broken land away from the Pass of the Goat.  At some 
point they will spot something at the foot of a dangerous 
slope below the path.  An agile climber can find his way 
down to find some wooden timbers, an old and rusted iron 
cage containing many bones and a couple of other skeletons, 
each wrapped in fragments of black and red robes.  This is 
all that remains of a slave caravan that tumbled from the 
path on the way to the temple of Kovag-Re; a scholar or 
historian may be able to identify some of the items in the 
wreckage.

When the adventurers reach the bandit lair, they again have 
a number of options: negotiation, scouting, all-out attack, 
etc.  Their own agenda will also come into play at this point 
– do they want to return Juliana for the reward?  Allow her 
and her lover to escape?  Kidnap her and ransom her for 
even more money?  In an ideal world they will, perhaps, 
recognise that the bandits are not bad men and will at least 
talk to them.

Regardless of the decisions of the players, some short time 
into the proceedings, Oleksa and his guard (who have been 
following the players) will arrive to deal with the problem 
in a terminal fashion.  Oleksa has no intention of paying 
for the return of his wife and will be aiming to kill the 
adventurers after they have taken the bandits out and are 
weakened.

In all likelihood the adventurers and bandits will join forces.  
The battle will go against them, however, as the campsite 
is surrounded by archers.  Fortunately, nearby, there are 
some cave entrances that the bandits know lead into tunnels 
that will be very defensible.  Bogdan, Juliana and any 
surviving men will retreat to the nearby caves and the 
adventurers would be wise to join them.  The ensuing 
combat should be entertaining as the adventurers 
and surviving bandits get pushed down deeper into 
the caves.

Eventually, the players will arrive in 
the ancient temple to the forgotten 
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the flowerbed below (Search roll DC: 10) show where a horse 
stood.

One of the guards can confirm that there was a man in the 
corridor outside all night and that nobody left through the 
door until Oleksa came bursting out a couple of hours ago.  
He voices his opinion that the kidnapper either struck Juliana 
unconscious or gagged her to prevent any noise.  This is, of 
course, wrong.  An alert adventurer (Sense Motive roll DC: 
20) might spot that one of the servants, a rotund, middle-
aged woman, is smiling slightly to herself.  Questioning will 
reveal that she is Vesna, maidservant to Juliana.  More careful 
interrogation of the woman herself will make it obvious that 
she is pleased that Juliana has escaped from Oleksa.

Should any guard detect this line of enquiry, he will attempt 
to intervene to prevent Vesna from speaking, sending her 
from the room on some false errand.  Whether or not this 
is successful, he will slip away to inform Oleksa of the 
confirmation that it was Bogdan.

Further Questioning of Oleksa: The adventurers may 
choose to confront the Governor with what they have 
discovered so far.  If this happens, he will grow angry at any 
suggestion that Juliana would have left willingly.  He will seek 
to muddy the waters by saying that the kidnapper was likely 
one of the cunning bandits who have been preying on poor 
pilgrims up near the Pass of the Goat.  He says that none 
who have seen them have lived and will further suggest, in 
hushed tones, that the bandit may have used sorcery or been 
in league with some devil to have been able to enter and leave 
the palace without being seen.  The adventurers may be able 
to determine that he is spinning a tale (Sense Motive roll DC: 
Oleksa’s Bluff total) and that he has some great hatred for these 
bandits that he mentions (if the Sense Motive roll beat Oleksa’s 
bluff by more than 5).

The Kidnapper Leaves the City: Some questioning at the 
city gates will easily reveal that a horseman galloped through 
Arenjun’s northern gate just before it closed for the night.  
The man was obviously in a considerable hurry but was also 
being careful not to lose the large bundle that lay across the 
horse’s neck in front of him.  Naturally, this was Juliana being 
taken out of the city, hidden in a large blanket.  The road 
from this gate leads towards the mountains and the Pass of 
the Goat.

The Trail Beyond Arenjun: It will be important at this point 
to note whether the adventurers have the skills of a tracker 
at their disposal.  Wise players may well wish to hire such a 
person in Arenjun but, given their lack of coin, this will be 
difficult and Oleksa will not advance them any money.  If 
the players hesitate at following a man on horseback without 
any way to determine his route, it can be pointed out that 
the road and the Pass of the Goat are the only ways into the 
mountains for many leagues.  Anyone travelling on the road 

desirable.  A good starting place might be the scene of the 
crime...

Lubomyr the Servant
Medium Humanoid (1st level Zamorian thief)
Hit Dice: 1d8+1 (6 hp)
Initiative: +4 (+1 Dex, +3 Ref )
Speed: 40 ft.
DV (Dodge vs. Ranged): 12 (+1 Dex)
 (Dodge vs. Melee): 12 (+1 Dex)
 (Parry vs. Melee): 8 (-2 Str)
DR: 0
Attack: Stiletto +1 melee finesse (1d4-2, Crit. 20 x4, AP 1)
Special Attacks: Sneak Attack (stiletto) +1d8 damage
Space/Reach: 5 ft. (1)/5 ft. (1)
Saves: Fort +0, Ref +3, Will +1
Abilities: Str 7, Dex 12, Con 10, Int 12, Wis 12, Cha 10
Skills: Appraise +5, Diplomacy +4, Gather Information +4, 

Hide +5, Knowledge (local) +5, Listen +7, Search +5, 
Spot +7

Feats: Alertness, Fleet-Footed

The Governor’s Apartments: The apartments are in 
something of a shambles.  Whilst the luxurious bed is 
undisturbed and has obviously not been slept in, the 
windows stand open and the light silk curtains flutter in a 
gentle breeze cooling the room.  A few pieces of male and 
female clothing lie scattered upon the floor, some near the 
doorway and some near a large chest, which is against a wall.  
The chest stands open.

Sharp-eyed and sharp-witted adventurers will be able to piece 
together the night’s events.  A rich robe and a fine-but-torn 
silken dress lie near the doorway.  The first belongs to the 
Governor; the second is Juliana’s wedding gown which was 
ripped off by Oleksa upon entering the room.  Seconds later, 
he was struck from behind – a small stain of blood on the 
floor a couple of feet away (Search roll DC: 10) marks the spot 
where his head lay for most of the night.

Juliana then ran to her chest and swiftly searched through it, 
discarding her unwanted clothing nearby, to select some more 
suitable travelling attire.  She also took such small pieces of 
jewellery and personal items as she could easily carry.  It is 
notable that there are a number of obvious works of art 
around the room – two solid silver candlesticks, an elephant 

statuette from Vendhya and a tasteless golden bedpan – that 
could have been easily stolen by the kidnappers but were 

not.  (Lubomyr and the guards will be keeping an eye on 
the characters to make sure nothing is stolen.)

Bogdan then lowered Juliana out of the window 
to his horse below and then jumped out 

after her.  The windowsill shows a 
boot-print (Search roll DC: 10) 

to mark the intruder’s passage 
and hoof-prints in 
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Appendix 1 - Non-
Player Character 

Details

Oleksa the Stout
Medium Humanoid (Zamorian 2nd level Noble/1st level 
Thief)
Hit Dice: 1d8+1 (6 hp)
Initiative: +3 (+0 Dex, +3 Ref )
Speed: 30 ft.
DV (Dodge vs. Ranged): 10 (+0 Dex)
 (Dodge vs. Melee): 10 (+0 Dex)
 (Parry vs. Melee): 10 (+1 level, -1 Str)
DR: 0
Attack: Poniard +2 melee finesse (1d6-1, Crit. 19-20 x2, AP 1)
Special Attacks: Sneak Attack (poniard) +1d8 damage
Special Qualities: Title, Rank Hath Its Privileges, Wealth, 
Trapfinding
Space/Reach: 5 ft. (1)/5 ft. (1)
Saves: Fort +1, Ref +3, Will +2(5)
Abilities: Str 8, Dex 10, Con 12, Int 16, Wis 9, Cha 15
Skills: Appraise +11, Bluff +10, Decipher Script +9, Diplomacy 
+8, Disable Device +7, Gather Information +10, Hide +5, 
Intimidate +10, Knowledge (local) +7, Knowledge (nobility) 
+9, Listen +4, Open Lock +4, Sense Motive -1, Sleight of 
Hand +4, Spot +6
Feats: Diligent, No Honour, Persuasive
Languages: Zamorian, Brythunian, Corinthian, Hyperborean, 
Hyrkanian, Kothic, Nemedian, Ophirean, Shemitish, Stygian
Possessions:  Poniard

Oleksa has been the Governor of Arenjun for many years indeed, 
growing fat on the punitive taxes and occasional outright 
robbery that his position has made possible.  He is rotten to the 
core, not shrinking from theft, treachery or murder to further 
his aims.  He is, however, a physical coward and will not involve 
himself in personal combat ... after all, one has minions to do 
that for one, no?

Oleksa spotted Juliana some months ago when Bogdan, his 
guard captain of the time, was romancing her.  He decided that 
the woman should belong to him and has manoeuvred such that 
Bogdan was forced to flee the city and then put pressure on her 
family to force Juliana to marry him.

His motivations are to recover Juliana and to ensure that 
no others outside of his personal guards survive.  He hates 

Bogdan with the passion that a corrupt man has for one 
who is honest and wants Juliana purely for the decoration 

that she provides his palace.  In manner, he is given 
to moving from the role of the magnanimous 

princeling to the threatening criminal in 
the middle of a sentence.  For example,  

‘Come now, my most welcome guests.  
Surely you would not wish to 

refuse me?  It would be a pity to have your heads mounted on pikes 
over the north gate!’

Bogdan of Arenjun
Medium Humanoid (3rd level Zamorian Soldier)
Hit Dice: 3d10+3 (24 hp)
Initiative: +13 (+4 Dex, +4 Improved Initiative, +5 Ref )
Speed: 25 ft.
DV (Dodge vs. Ranged): 16 (+1 level, +4 Dex, +1 Dodge 
feat)
 (Dodge vs. Melee): 16 (+1 level, +4 Dex, +1 Dodge feat)
 (Parry vs. Melee): 12 (+2 level, +0 Str)
DR: 7 (breastplate 6, steel cap +1)
Attack: Arming sword +7 melee finesse (1d10, Crit. 19-20 x2, 
AP 2); or Hunting bow +7 ranged (1d8, Crit. 20 x2, AP 1)
Space/Reach: 5 ft. (1)/5 ft. (1)
Saves: Fort +4, Ref +5, Will +1
Abilities: Str 10, Dex 18, Con 12, Int 10, Wis 10, Cha 11
Skills: Disable Device +4, Knowledge (geography) +6, Open 
Lock +8, Ride +13, Sleight-of-Hand +8
Feats: Dodge, Improved Initiative, Skill Focus (Ride)
Languages:  Zamorian, Brythunian, Corinthian, Hyrkanian, 
Kothic, Nemedian, Ophirean
Possessions:  Breastplate, Steel Cap, Arming Sword, Hunting 
Bow

Bogdan was that most rare thing in Arenjun – an honest man.  
He was not, however, a stupid one and managed to attain 
a high position, that of a captain in the Governor’s guard 
through hard work and being in the right place at the right 
time.  Unfortunately, his undoing came from his romance with 
the lady Juliana.  They would meet at times in the palace and it 
was only inevitable that the covetous Oleksa would see the fair 
woman and desire her for his own.

Oleksa arranged for evidence of wrongdoing to be planted in 
Bogdan’s quarters and then attempted to arrest him and have 
him executed.  Fortunately for the guard captain, he was popular 
with some of his men who helped him to escape and fled with 
him into the mountains.  Since then they have survived and had 
their revenge by preying upon the trade caravans belonging to 
Oleksa.

Bogdan is motivated by a need for revenge upon Oleksa but 
chiefly by his love of Juliana.  He will risk everything, including 
his men, the adventurers and his own life, to free her from 
Oleksa.  However, he is a decent man and will do what he can 
to keep casualties to a minimum amongst his friends.  Bogdan 
is blunt-speaking and pragmatic and will have no patience with 
those that attempt to fool or threaten him.  For example,  ‘You 
want to speak with Juliana alone?  I think not.  Do you take me for 
an idiot?  And please remove your hand from your sword-hilt...’

Lady Juliana
Medium Humanoid (1st level Zamorian Noble)
Hit Dice: 1d10-1 (9 hp)
Initiative: +4 (+2 Dex’ +2 Ref )
Speed: 30 ft.
DV (Dodge vs. Ranged): 12 (+2 Dex)
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 (Dodge vs. Melee): 12 (+2 Dex)
 (Parry vs. Melee): 9 (-1 Str)
DR: 0
Attack: Stiletto +2 melee finesse (1d4-1, Crit. 20 x4, AP 1)
Special Attacks: Sneak Attack (poniard) +1d8 damage
Special Qualities: Title, Rank Hath Its Privileges, Wealth
Space/Reach: 5 ft. (1)/5 ft. (1)
Saves: Fort -1, Ref +2, Will +1
Abilities: Str 8, Dex 14, Con 8, Int 11, Wis 8, Cha 18
Skills:  Diplomacy +8, Disable Device +2, Handle Animal +8, 
Knowledge (history) +4, Open Lock +6, Perform +8, Sleight of 
Hand +4
Feats: Run

 Languages:  Zamorian, Brythunian, Hyrkanian, Shemite
Possessions:  Stiletto

Juliana is from a minor noble family of Zamora.  Her parents 
have little money or influence and they saw a good match for her 
in Captain Bogdan.  Unfortunately, they were unable to stand 
up to the pressures put upon them by Oleksa (cruel taxes, threats 
of violence and so on) and were forced to agree to his proposal of 
marriage to their beautiful daughter.

She has no appreciable skills as far as this adventure is concerned 
– in court life and in matters of trading she has some knowledge 
but those days are behind her now that she has run away with 
Bogdan.

Juliana’s motivations are to stay free from Oleksa’s clutches and 
to remain with Bogdan.  Everything else is unimportant to her.  
Her personality is sweet-tempered if a trifle weak-willed.  She is 
wont to do something silly (run off alone into the tunnels in the 
middle of the fight, for example) but will try her best to help out 
if told to do something by a suitably commanding person.  For 
example,  ‘I’m sorry?  You want me to carry that?  But it’s covered 
with blood and ... well, I will do my best.’ 

As an aside, she is a student of history and will be able to step 
in to identify the temple of the Cult of the Blooded Stones if no 
player is able to do so.

Iovinicus the Brythunian
Medium Humanoid (2nd level Brythunian Soldier)
Hit Dice: 2d10+2 (18 hp)
Initiative: +2 (+1 Dex, +1 Ref )
Speed: 30 ft.
DV (Dodge vs. Ranged): 11 (+1 Dex)
 (Dodge vs. Melee): 11 (+1 Dex)
 (Parry vs. Melee): 15 (+1 level, +4 Str)
DR: 0
Attack: Unarmed strike +6 melee (1d4+4, Crit. 20 x2, AP 
0); or Grapple +10 melee (1d4+4, Crit. 20 x2, AP 0); or 
Greatsword +6 melee (2d10+4, Crit. 19-20 x2, AP 8)
Space/Reach: 5 ft. (1)/5 ft. (1)
Saves: Fort +4, Ref +1, Will -1
Abilities: Str 18, Dex 13, Con 12, Int 8, Wis 8, Cha 8
Skills:  Climb +10, Intimidate +5, Jump +6, Swim +6
Feats: Brawl, Improved Grapple, Improved Unarmed Strike, 
Power Attack

Languages: Brythunian, Corinthian, Nemedian, Zamorian
Possessions:  Greatsword

The mighty Iovinicus is a bully through-and-through.  He has 
served as a soldier and mercenary under a number of leaders but 
usually makes himself unpopular, forcing him to move on.  He is 
not a murderer, however, preferring a less lethal form of violence 
to achieve his ends, namely a life of ease.  He has only been in 
the village for a couple of weeks but has already managed to 
acquire one of the huts for himself and has the villagers jumping 
at his call.

He is extremely muscular with a shaven head and an enormous 
moustache curling across his upper lip and is given to swaggering 
about the village bare-chested, with a large sword strapped across 
his back.  He is most skilled with his fists but is capable enough 
with the blade as to prove a threat if necessary.

He is motivated purely by his desire for a life of ease and his need 
to prove himself the stronger in any confrontation.  He will not 
initiate any lethal combat and will attempt to dissuade any from 
starting it with him.

Iovinicus is a larger-than-life character, loud, boisterous and 
somewhat menacing.  He is also given to referring to himself in 
the third person.  For example,  ‘You wish to speak with this man?  
He works for Iovinicus! And Iovinicus has need of his time ... unless 
you wish to prove yourself the stronger?’ 

The Five Blooded Stones
Large Outsider (demon)
Hit Dice: 4d8+4 (22 hp)
Initiative: +0 (-2 Dex, +2 Ref )
Speed: 20 ft.
DV (Dodge): 6 (-2 Dex, -1 natural, -1 size)
DR: 15 (natural)
Attack: Slam +8 melee (2d8+4, Crit. 20 x2, AP 8)
Space/Reach: 10 ft. (2)/10 ft. (2)
Saves: Fort +10, Ref +2, Will -
Abilities: Str 18, Dex 6, Con 12, Int 8, Wis 8, Cha 8
Skills: Listen +0, Spot +0
Feats: None

The Stones were created by the Hungry God, Kovag-Re to act 
as his ‘mouth’ in the world of mortals.  Composed of a rock-
like material, they lie dormant unless activated by contact with 
human blood.  When that happens they animate, sliding and 
bending in a disturbing manner, so as to crush anyone nearby 
and to absorb their blood through the sorcerous stone and give 
it to Kovag-Re.  Unfortunately, they have been starved for 
so long that they will no longer stay within the temple 
when activated and will want to kill everybody present 
and then to move out onto the surface to continue their 
rampage.

Normal weapons and attacks will 
affect them no more than they 
might affect a boulder – a 
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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 
authorised 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. 

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.

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, based on 
original material by E. Gary Gygax and Dave 
Arneson.
Conan the Roleplaying Game is (C) Conan 
Properties International LLC.
The Black Stones of Kovag-Re is (C) 2004 
Conan Properties International LLC. 
CONAN(R), CONAN THE BARBARIAN(R) 
and related logos, character, names, and 
distinctive likenesses thereof are trademarks 
of Conan Properties International LLC 
unless otherwise noted. All Rights Reserved. 
Mongoose Publishing Ltd Authorized User.
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