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m el C O m ' This role playing aid is specially

o designed to make the DM’s life '
easier. Within this simple 16-page booklet you’ll find a page for
recording every detail about your ongoing fantasy campaign. No
more searching through stacks of paper to find the name of th;
NPC blacksmith you never thought the players would visit again! Ni
more stuttering incoherently as you try to remember which uniden-
tified potion was cure light wounds and which one was poison! And no
more silly on-the-fly tavern names!

How to use this book: This book is very easy to use. Start by
filling in the name of your campaign on the front cover. Then read
over the vatious pages to record information as needed. You’ll no
that the most commonly used page — character combat stats — is the
centerfold. Othet commonly used information is also near the
book’s center. General reference material is on the inside covers.

Feedback: Was this role playing aid useful to you? Is there any-
thing in your campaign that this book doesn’t cover? Please let us
know! Send comments to goodmangames@mindspring.com. Please
be sure to visit our web site at www.goodman-games.com. Look for
other Goodman Games products at a game store near you!

Credits: Concept & Layout — Joseph Goodman; Cover Art — Drew Baker;

Interior Art — William McAusland; Graphic Design — Andy Hopp; Proofreader —
Ken Hart; Special Thanks — Bryon Dahlgren; Publisher — Goodman Games.

Rapdom DPC Craits Rapdom Caverp INames

Roll 1d20, then 1d4 for the column, then pick a trait from the options. The tavern, inn, house, hostel, or lodge of the...

Roll Trait A (1-2 on 1d4) Trait B (3-4 on 1d4) Roll Adjective Noun
Scar/tattoo/piercing/birthmark Wounded/injured/sick Besieged Maiden/lady/babe

Missing tooth/finger/limb Pustules/boils Roaring Dragon /wyvern

Sweaty or limps Squints/stares Ferocious Goblin/giant

Bad breath/strong odor/perfume Chews/smacks lips Golden Goose/rooster
Shaky/fidgets/twitches/jumpy Dirty/clean Manly/brave/heroic Cow/bull/dog

Unusual eyes/ears/teeth/nose Obsequious/proud King’s/queen’s Relic/token/oath
Coughs/sneezes/sniffles Drowsy/bookish Ancient/newborn Flagon/pint/mug/keg
Low/high voice Observant/clueless Ugly/beautiful /fair Ale/beer/spitits
Slurs/lisps/stutters/enunciates Artist/hobbyist/gamer Loyal/traitorous Cuckold/knight/miser/pauper
Shouts/whispers Collector/hunter Black/yellow/red/blue Flower/oak/tree

Bad hearing/eyesight Uses fancy words Verdant/derelict Mountain/river
Bald/hairy/long hair Miser/spendthrift Quiet/restful Nail/bucket
Albino/unusual skin color Pessimist/optimist Rusty/gleaming Horseshoe

Jewelry/fine clothes/wears rags Drunkard/teetotaler Famous/infamous Billiards/game/darts
Underdressed/overdressed Polite/rude Pearly Adventure

Hates/loves magic Facial tick/moody Dangerous Dungeon

Whistles/sings Aloof/overbearing Amazing Magician/monk/warrior/priest
Posture good/bad Individualist/conformist Weary/tited/footworn Farmer/peasant/blacksmith
Tall/short/skinny/ fat Hot tempered/neurotic Overstuffed/overflowing Pantry/kitchen/bar
Lazy/energetic Pious/irreverent (Possessive*) Conscience
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* Roll twice in the noun column and treat the first result as the possessive
Jorm. For example, “The Goblin’s Flagon,” or “The Maidens Adventure.”
Rapdom IPC INames -

Roll once to generate a random name, then roll twice to generate a descriptive suffix and prefix. For human descriptives, roll 1d4 and then roll again on ecither the (1) elf,
(2) dwarf, (3) gnome/halfling, or (4) orc column, then roll 1d4 again for the second word.

Proper Names (d20) Descriptive Suffixes or Prefixes (d20, roll twice)

Human EIf Dwarf Gnome/Halfing  Orc EIf Dwartf Gnome/Halfing

Boris Rinarius Droggon Goblopid Fangar Whistle Lead/Iron/Metal ~ Round

Laszlo Linaliel Hodri Poddybob Grafag Wind Blood Burrow Crusher
Kent Silariyes Khulmarn Midil Thurmak Forest/Leaf Barrel Fumble Blood
Hobard Aclerias Thrardik Pumble Crogar Silver/Gold Cave Doze Halberd
Osborne Thrailitil Dugnog Fonker Gorgrah Moon/Sun Builder/Digger Belly Breaker
Fronien Malkabite Throkog Glimbleglup Mormak Light/Night Stout/Oaken Frother Skull
Turog Aranilion Tugrak Gorbey Maaargak Soft Thunder Heart Smasher
Vuran Nierelis Darmnok Bejediped Thur Harsh Goblin/Giant Babble Grinder
Zak Sysyphax Horfog Soondop Krog Blade Troll/Orc Stomper Organ
Brad Thesinius Bavrog Froog Forg-ha Spear Stein/Mug Mumble Tooth
Osocles Sarinia Sigrok Beelop Kruduk Flower Boot Warm Eater
Ninjut Wovinilius Thagorin Nottinpomp Kagsal Horse Beard Lobber Man/EIf
Stefan Masaltin Kharkus Caryapip Sorkon Drifter Hearth Rain Fang
Garrick Eliel Fungron Willywick Gragnel Archer/Hunter Granite/Flint Puddle Rock
Morten Rasorilonon Tuvug Bellsuk Brang Riddle Slayer/Cleaver Duck Killer
Kushner Wialisiwil Brafig Witherway Borgrak Dancer Hill/Mountain Stumble Claw
Dahlgren Aneiad Tormik Smofillop G’nok Deer/Bear Deep Double Dog/Wolf
Ibach Osydeus Norgem Propanop Kodog Dove/Hawk Copper/Steel Batter Bat/Boar
Luke Thimisilak Arag Muddlemump Gugg Mountain Pick/Axe Sparkle Claw
Morrus Aliea Khurkuk Doorfus Amok Song Hammer Gem
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B Asic CAPAIGD IDFORM ACION

Campaign name:

ublisher (if published setting):

Published Resources Allowed ip Campaiqp

se this space to list campaign sourcebooks, world-neutral sourcebooks, and other material that you are allowing in this campaign, along with page numbers for easy refer-
ence. Be sure to include PtCs, spells, feats, and other character options that you’ve allowed. If you tend to allow everything, use this space to instead list what you don’t
allow. In the “book code” box, use a simple abbreviation for the book’s name (e.g,, “CGD” for “Complete Guide to Drow;” or even a symbol or shape). Then whenever
you have another reference to that book in this campaign tracker (such as a town, tavern, or NPC), you just list the book code and page number (as in, “CGD-15”).

Book Title Publisher Pages or Material Allowed
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orLD OVeRvVIEW

This page isn’t meant to duplicate a gazetteer for your campaign world. Rather, it’s a place to record the basics, as well as those things that you’ll have to remember on the
fly: who rules what kingdom? what’s the capital city? etc.

Basic Information
Record information on each major culture here. If your campaign focuses on one kingdom, use this space to record data on different regions.

Kingdom & Capital Ruler Political System  Alignment Population Religion

Fill in the names of the various coinages, and list any other kinds of currency that are commonly accepted.

CP known as: SP known as: GP known as: PP known as:

Other common cutrencies:

(Major Deities

Record information on major campaign-specific deities. If they come from published works, recotd their book code and page number.

Deity Name Alignment Domains Favored Weapon

Bolidags

List your world’s important holidays by the season or month in which they occur. Fill out the calendar more completely on the calendar page.

Holiday Significance Day, Season, and/or Month




(orlD OVERVIEW
(Daip Geograpbic Regjop

ost campaigns focus on one main geographic region, be it a kingdom, continent, or barony. Use this space to record general notes about this region in your campaign. It
ould be weather, politics, wars, religions, rulers, noble bloodlines, aristocratic crests, or anything else, as long as it’s appropriate to your campaign.

Guilds apd Oraapizations

Jse this space to keep track of organizations, their leaders, their minions, and their agendas. If the organization comes from a published resource, don’t forget to record its
ook code and page number. Record churches separately in the space below.

Name & Alignment Location Leader & Known Members Agenda & Notes

Churches apd Cults

ecord ongoing information on important churches and cults. Remember that campaign deities were recorded previously.

Name & Alignment Location Leader & Known Members Deity & Notes
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Cowng and Cilies

This isn’t meant as a place to record everything about each town — leave that for the gazetteer. Instead, this is where you record ongoing game events: the names of NPCs
encountered there, the things the PCs did there (was this the place they saved from the dragon or they place they burned to the ground?), and other reminders and notes.
Use the Events and Notes column to also record the date of the last PC visit.

Town or City Important NPCs and Locations (Temples, Libraries, etc.) Events and Notes

Caverps, Ipps, apd Shops

Again, this space is for ongoing play notes about taverns, inns, and shops, not full background. Don’t forget to record the book code and page number if the

tavern/inn/shop comes from a published source.

Tavern, Inn, or Shop Location Proprietor and Other NPCs Events and Notes

Other Locatiops

Name of Place Location NPCs or Monsters Events and Notes

| = W =



Ramors, Cremes, Anp Proc ChreADS

se this page to record general campaign themes that you are developing, as well as plot threads that you plan to drop in or which simply pop up over
e course of an adventure. Also record rumors relevant to each plot thread, or true rumors that have yet to develop into a plot. When you’re stuck for a
lot hook, come back and pull one from here. The “development” columns are optional; they can be used to plan each plot thread over the course of
ow, mid, high, and epic level adventures. (For example, a plot hook could evolve from a rumor about a single cultist (low) to the cult’s dungeon lair

nid) to the cult’s open war in the city streets (high) to its demonic master on another plane (epic).)

Development
Mid High

umor, Theme, or Plot Thread
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stats, if you prefer.
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(Major DPCs

This campaign tracker has space for two kinds of NPCs: important, recurring NPCs you’ll reference frequently, and the rest of them, which includes the blacksmiths and
tavern wenches whose names you make up on the fly because they seem so irrelevant but who the players always seem intent on revisiting. Record full character informa-
tion for major NPCs on these pages, but only name, class/level, and important exceptions for minor NPCs. Be sure to note the NPC’s distinguishing characteristics (big

nose, bloodshot eyes, etc.) and their relationship to the players — in their last encounter, were they hostile or friendly? Note: You can also use this page to record monster

NPC Name:

Race/Class/Lvl:

Location:

Str: Int:

Dex: Wis:

Deity:
Gender:

Init Mod:

Con: Cha:

Feats:

Spell Save DC:

Equipment:

Skills or Spells:

AC Hit Points
TehyAC:  MENErAC ML
BAB: | |erol: | |

1st Atk/Dmg:
2nd Atk/Dmg:
3rd Atk/Dmg:

Personality & Traits

NPC Name:
Race/Class/Lvl:
Deity:

Gender:

Init Mod:

Location:

Str: Int:

Dex: Wis:

Con: Cha:

Feats:

Spell Save DC:

Equipment:

Skills or Spells:

AC Hit Points
TchAC: ___ FFAC:
BAB: | | | |

1st Atk/Dmg:
2nd Atk/Dmg:
3rd Atk/Dmg:

Personality & Traits

NPC Name:
Race/Class/Lvl:
Deity:

Location:

Str: Int:

Dex: Wis:

Gender:

Init Mod:

Con: Cha:

Feats:

Equipment:

Skills or Spells:

Spell Save DC:

AC Hit Points
TchAC: _ FFAC:
BAB:l |Grpl: | |

1st Atk/Dmg:
2nd Atk/Dmg:
3rd Atk/Dmg:

Personality & Traits

NPC Name:
Race/Class/Lvl:
Deity:

Gender:

Init Mod:

Location:

Str: Int:

Dex: Wis:

Con: Cha:

Feats:

Spell Save DC:

Equipment:

Skills or Spells:

AC Hit Points
Tch AC: ___ FF AC: 1
BAB: | |Grol: | |

1st Atk/Dmg:
2nd Atk/Dmg:
3rd Atk/Dmg:

Personality & Traits
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NPC Name & Identity

DPCs

(Dipor NPCs

Class/Level

Location

Distinguishing Traits & Notes

Location:

Str: Int:

Align:

Dex: Wis:

________ Speed:

Con: Cha:

Fort:
Ref:

Will:

Spell Save DC:

AC Hit Points
Tch-AC: | “FRAcS
BAB: | |erot: | |

1st Atk/Dmg:
2nd Atk/Dmg:
3rd Atk/Dmg:

Personality & Traits

NPC Name:

Location:

Race/Class/Lvl:

Str: Int:

Dex: Wis:

Deity:
Gender:

Align:
Speed:

Fort:

Init Mod: Ref:

Con: Cha:

Will:
Feats:

Spell Save DC:

Equipment:

Skills or Spells:

AC Hit Points
TchAC: __ FFAC:
BAB: | lerol: | |

1st Atk/Dmg:
2nd Atk/Dmg:
3rd Atk/Dmg:

Personality & Traits
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Cr AR ACK

This page isn’t supposed to duplicate everything the players have on their character sheets. Attack bonuses, damage, and other rolls that they m

Character HP Init Armor Class Ability Scores
Max/Current Base/Touch/FF Str Dex Con Int

Special modifier?
(see below)

O O 0O 00 0 0 O

Special Nodifiers (Onaoing Spells, Poisons, Curses, efc.)

Check the box beside a character’s name if they are subject to special modifiers that you need to remember in play. This could include ongoing spells or magical effects,
poisons and curses, magic items, magical traps they triggered whose effects aren’t yet clear, or other such things.

= ' =
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Speed Weapon Skills

In Hand Listen Sense Motive Search Move Silently  Spot

Dop-Combat Stats

Character Classes & Levels Alignment & Deity




[cems

Use this page to record magic item charges, magic items that the party has not yet identified, and gems, art objects, and other valuables they have not had appraised.

Value/Abilities

Item Description & Who Carries It

Place/Adventure Acquired

Charges

E
!
\
!
)
]
\
!
Track party wealth as running total of treasure found in each session. Remember to Appropriate Wealth pet Character, by Level
include gp value of magic items. Compare to the wealth-by-level table to keep the
campaign on track. Level Wealth (gp) Level Wealth (gp) Level Wealth (gp)
2 900 9 36,000 16 260,000
3 2,700 10 49,000 17 340,000
Current party wealth: 4 5,400 11 66,000 18 440,000
5 9,000 12 88,000 19 580,000
6 13,000 13 110,000 20 760,000
Average per character: 7 19,000 14 150,000
8 27,000 15 200,000



CALEDD AR

Basic Cimekeeping
Hours per day: Days per week: Weeks per month: Months per year:
Fill in the names of the months that correspond to each season in your campaign, with up to 5 months per season. For example, the modern calendar would have
December, January, and February for the months of winter, with the 4th and 5th months left blank. Use custom season names if your campaign uses a different system

based around monsoons, the tides, or astrological phases, for example).

Season 1st Month 2nd Month 3rd Month 4th Month 5th Month

inter

Spring

summer

Fall

Daily Calepdar

!

1 in the names of the days along the top, then use hatch marks to mark off each day as it passes. Keep the marks small; once you complete one round through the calen-
lar, you can then start again with a second set. Each time a full month passes, record it with a hatch mark next to the appropriate month on the monthly calendar (above).
se the corners of the daily boxes to indicate daily phases of the moon, or other information as appropriate to your campaign. At the start of each game month, review
e holidays (recorded on the basic world information page) and note where they will occur on this month’s calendar, while at the same time erasing the holidays from last

onth.

Day of Week: Day of Week: Day of Week: Day of Week: Day of Week: Day of Week: Day of Week:

Wee,é 7
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€SsIOn DISCORY

Fill in one line after each game so you remember where you’re at the next week. Be sute to note any ongoing spell effects and character conditions.

Adventures, Events, & Accomplishments Total XP Earned Story Break Point




06

Use this and the next page as the definitive reference for each character’s current XP. Session dates should match session history on facing page. Fill in the blank lines along
the top with character names. For each session date, record how much XP the character gained, how much they spent (to create magic items, golems, or other such things)
of lost (due to negative levels or other effects), and the total XP they ended with. Remember, ending XP from last week’s session equals starting XP for this week’s session.

Character #1: Character #2: Character #3:

Gained Spent/Lost Ending Gained Spent/Lost Ending Gained Spent/Lost Ending
XP XP XP XP XP XP XP XP XP

0 e
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Use this and the previous page as the definitive reference for each character’s current XP. Session dates should match session history page. Fill in the blank lines along the
top with character names. For each session date, record how much XP the chatacter gained, how much they spent (to create magic items, golems, or other such things) or
lost (due to negative levels or other effects), and the total XP they ended with. Remember, ending XP from last week equals starting XP for this week’s session.

Character #4: Character #5: Character #6:

Gained Spent/Lost Ending Gained Spent/Lost Ending Gained Spent/Lost Ending
XP XP XP XP XP XP XP XP XP
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Rures ReFEREDCE

Rules Jowre Always Foraetting

it will fit, write down the whole rule. If it won’t fit, jot down the book and page number on which the rule appears, so you’ll be able to find it easily when it comes up.

Campaiqp Variapts

e elves and clerics unique in this campaign? Record campaign-specific rules and variants that you’ll need to keep in mind during play. Include races, classes, equipment,
d spells. If it doesn’t come up in play often, you don’t need to record it here, but if you’re constantly confronting it, write it down!
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house Ruai€s

House Rules — Combat House Rules — Magic and Other Areas




Cusfom Epcoupter Cable

Fill it the blanks to create a custom encounter table for your own campaign setting, You can also use this section to list which campaign-specific mon-

sters occupy which terrain types in your wotld. Use the book codes and page munbers for fast reference on where to find their stats.

Rell Dungeon Forest

Marsh

Desert

Aquatic Mountain  Hill

Plains

Tundra

Aerial Other
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This printing of DM C anpaizn Tracker is dore under
the Open Gaming Licemse, the D20 S ystem Trademark
License, the D20 System Trademark Logo Guide and
S s tem Reference Domument by pennis sion from Wizas
of the Coast, Inc. Subsequent printings will incorporate
final wersiors of the license, guide and domiment.
Designation of Product Idendity: The folloaring items
are hewhy desiznated as Product Identity in accorarnce
with Section 1(e) of the Open Game Licerse, version 1.0:
Ly ard all DM Campaign Tracker logos and identifiring
marks and tade dress; the terms DM Campaizn Tracker,
| Campaign Tracker, Session History, and XP Log; all capi-
talized fermms and proper nouns, also inchding but not lim-

ited to names of characters, areas, factions, and creatures;
and all arwork, stories, stordines, plots, thematic ele-
ments, symhbols, depictions, and ilhstrations, except ;ach
elaments that aleady appear in the System Referernce
Document.

Designation of Open Condent: Subject to the Product
Hertity desigration ahove, the following portiors of DR
Campaign Tracker are designated as Open Gaming
Cortent: the full text of pages 1-18, except for all artwark,
and such place names, character names, avbarork, and ter-
ninclogy which relates to declared Product Identity. Mo
arbarork is open content.
 Some of the portions of this book which are delineat-
ed OGC onginate fiom the System Refererce Dommert
and aw copyrizht © 1999, 2000 Wizards of the Coast, Ine.
The remainder of these OGC portions of these book ae

8 hereby added to Open Game Coment and, iff 5o used,
should bear the COPYRIGHT HOTICE “DM Camp aign.
Tracker by Joseph Goodman, Copyright 2004 Goodman
Games (contart goodmangamesi@ mindspring com, or see
warargoodman-games com).”

DM Canpaign Tracker is copyright © 2003 Goodman
Garres . 41l rights reserved.

Dungeons & Dragons ® and
Wizards of the Coast ® are
Registered Trademarks of
Wizards of the Coast, and are
used with Permission.

OFEN GAME LICENSE Vesionl.0a

The following text is the mroperty of Wizards of the
Coast, Ine. and 15 Copyright 2000 Wizards of the Coast,
Ine (“Wizards™). 41l Rights Feserved.

1 Do - (2 Contibutons ™ means the (SRRt
andfcr trademark ownes who have contrbuted Open
Game Contert, (b P Derivative Material” means copyright-
ed material inchding derivative works and tramslations
[inchiding irto other computer langnages ), potation, mod-
ification, additicn,
impovenent, conpilaion, abridgment or other form in
which an existing work may be recast tramsfbrmed or
adapted; () “Dis bl te™ mears to wproduce, license, rent,
lease, sell, broadcast, pablicly display, transmit cr other
wise distribute; (d)"COpen Game Contert” means the game
mecharic and inchides the methods, procedures, processes
and wutives to the extent smach content does not embody
the Product Identity and is an erhancement over the price
art and ary additioral content clearly identified as Open
Game Contert by the Combributor, and means any work
covered by this License, inchiding translations and deriva-
tive works under copyright law, but specifically exchides
Product Identity. () “Product Idertity” mears product and
product live names, logos and identifiring marks inchding
trade dress, artifacts; creataves characters; stories, story
lires, plots, thematic elements, dialogue, incidents, lan-
guage, arbrork, symbols, designs, depictons, likenesses,
fonnats, poses, concepts, themes and graphic, photograph-
ic and other vimal or mdio represertations; names and
d ptioms of ck spells, personal-
ities, tearns, perscmas, likenesses amd special abilifies;
places, locations, envimmments, creatres, equipment,
magical or supernataral abilities cr effects, logos, synbols,
or graphic designs; and any other trademark or wgisterd
trademark clearly idertified as Product idertity by the
owner of the Product Identity, amd which specifically
exchides the Open Game Content, (f) “Trad 17 means

correction extension, upgrade,

2. The Licerse: This License applies to amy Open
Game Comternt that comtains a notice indicating that the
Open Game Contert may onlybe Tsed under and in terms
of this License. Tou nnist affix such a notice to amy Open
Game Contert that vou Use. Mo terms may be added toor
mbhacted fiom this License except as described by the
License itself. Hao other terms cr conditions may be applied
to ary Open Game Coment distrbuted using this License.

3.0ffer and Acceptance: By Using the Open Game
Contert Tou indicate Your acceptance of the tenns of this
License.

4. Grart and Comsideration: In cors ideration for agree-
ing to use this License, the Conbributors grant You a per-
petial, woddwide, royalty-fiee, nonexchisive license with
the exact terms of this License to Use, the Open Game
Content.

5 Representation of duthonty to Contdbute: IF¥ou are
contributing criginal materal as Open Game Corntert, Tou
represent that Yoor Comrbutions are Your original cre-
ation andfor You have safficient rights to grant the rights
comeyed by this License.

& Motice of License Copyright: Tou nmst update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT HOTICE of any Cpen
Game Contert Yoo are copying, modifiring or dishdbuting,
and Fou nmst add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT HOTICE of
any original Open Game Contert you Distrdbute.

7. Use of Product Identity: Yo agree not to Use any
Product [demtity, inclading as an indication as to compati-
bility, except as expressly licersed in another, indeperdent
Agwement with the cwner of each element of that Praduct
Identity. ¥ou agree not o indicate compatbility or co-
adaptab ility with any Trademark or Begistered Trademark
in corjunctonwith a work contairing Open Game Content
except as expressly licemsed in amother independent
bgreement with the ocwner of such Trad k or

the logos, names, mark, sign, motto, desizrs that are used
by a Comtrbutor to identify itself or its products or the
associated products contibuted to the Open Game Licerse
by the Contibutor (g) “Use™, “Used” or “Using’™ means to
use, Distibute, copy, edit, format, modifiy, tramlate and
otherwise create Derivative Material of Open Game
Contert. () “Fou™ ar “Vour” mears the licensee in tems
of this agreement.

8. Heamtifiraton Ifyon distibate Cpen Game Conkrt Yoo
st cleady mdicate which portioes of fhe work that o ae dis-
trbnting ae OpenGane Comtent.

9. Updating the Licermse: Wizards or its designated
Agents may publishupdated versions of this Licerse. Tou
may use amny anthorized version of this License to copy,
modify and distibute any Open Game Content criginally
dis tributed urder a1y verion of flis License.

10 Copy of flis Licerse: You MUS Tinclde a copyof
this License with every copy of the Open Game Contert
Tou Dis tribnate.

11. Use of Contintor Credits : Tou may not market or
advertise the Open Game Contert using the name of any
Cortrbutor urless Tou have wiithen permission fiom the
Cortributor to do so.

12 Inability to Comply: If it is impossible for Yo to
comply with any of the tenms of this License with wspect
to some or all of the Open Game Contert due to statate,
udicial crder, or goverromental regulatiom then Tou may
1ot Use any Open Game Material so affected.

13 Tenmination: This License will terminate antomati-
cally if Yom fail to comply with all terns herein and fail to
oure much breach within 30 days of beconuing aware of the
breach. & 1l sublicenses shall survive the termination of this
Licemse.

14 Refonnation: I any provision of this License is
held tobe unenforeesble, such provision shall be reformed
only to the extent necessary to make it enforcesble.

15 COPYRIGHT HOTICE

Open Game License v 1.0 Copyright 2000, Wizards
of the Coast, Inc.

Syziem Rules Document Copyright 2000 Wizards of
the Coast, Inc.; Author Jomathan Tweet, Monte Cook,
Skip Williams, based on original material by E. Gary
Gygax and Dave Armesan.

DM Campaign Tracker by Joseph Goodman,
Copyright 2004 Goodman Games (comact good-

Registered Trademark. The use of ary Product entity in
Open G ame Content does not comstitate a challenge to the
owrership of that Product Identity. The owrer of ay
Product Identity used in Open Game Contert shall retain
all rights, title and interwstin and to that Product Identity.
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Use this space to track initiative results with a dry-erase or magic marker.
Use a rag to simply wipe the book clean after each combat. Ah, the wonders of lamination!

Count Activated PC/NPC/Monster Count Activated PC/NPC/Monster

Are you caught off guard when your A first-of-its-kind playing aid, the
players decide to visit the NPC black- campaign tracker is an essential tool for
smith from four sessions ago? Do you third edition DM's. Gone are the days of
have trouble remembering whether an paper scraps and loose-leaf notebooks!
unidentified potion of bull's strength is The DM Campaign Tracker is a carefully
the blue one or the sparkly green one? designed booklet with spaces to record
And when was that dwarven religious all information about an ongoing cam-
holiday again? paign: NPC stats, XP logs, session

history, character reference, world info

and more. Just as every player needs a
ISEN 0-9746681-1-7 character sheet, every DM needs a cam-
paign tracker!
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