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Arsenal is a compendium of magical firearms,
explosives, and armor for your d20 campaign.
Released in November 2002, Arsenal did not
utilize any of the new rules in d20 Modern Role
Playing Game. This Conversion Document
provides you with all the information you need to
use equipment from Arsenal in your d20 Modern
campaign.

The d20 Modern rulebook is 384 pages of gaming
goodness that neatly and elegantly addresses most
situations that a modern society will inflict on a
PC. The intricacies of modern finance, legal
matters, and so on are addressed in simple ways.
Fun and attractive classes (more than 20), gobs of
feats, and a very robust skill chapter provide

INTRODUCTION

players with unlimited options. If you’re interested
in a present-day (or thereabouts) campaign, d20
Modern is definitely worth a look.

The d20 Modern system is not that different from
the standard d20 system. Thanks to the limited
differences, Arsenal equipment can be used in a
d20 Modern campaign with very little effort. The
primary differences are d20 Modern’s rules for
massive damage, the lack of magic item creation
feats, and the replacement of concrete currency
values (such as gold pieces) with the elegant
Wealth system. Each of these is addressed in this
document.

In addition, the d20 Modern RPG makes some
assumptions about the type of campaign for which
it will be used. Basically, they assume a modern
world much like it is in real life. Relative to
fantasy campaigns, the modern campaign has
strong governments, international border control,
effective law enforcement, swift transportation,
instantaneous communication, and so on. PCs in a
modern campaign don’t have the luxury of
purchasing the most damaging weapon available.
Most municipalities don’t really want their citizens
running around with incinerators and enervators,
after all. These campaign considerations are also
discussed in this document.

MASSIVE DAMAGE
The d20 Modern RPG increases lethality of

~ massive damage. Basically, any time you take

damage from a single hit that exceeds your
Constitution score (feats can increase this), that
damage is considered massive damage. You must
then make a Fortitude save at DC 15 or your hit
point total is immediately reduced to —1!

Now, that’s lethal, especially with the powerful
weapons in Arsenal. A blaster pistol from Arsenal
can do 5d4 points of damage. With an average roll
that’s enough to do massive damage to most
ordinary folk. A heavy pistol or rifle does 5d6
(average 17.5) hit points of damage! Ouch!

This menacing lethality of firearms is very

realistic, of course. However, how much realism
do you want to have in your campaign? That is the
question you have to ask yourself. You should also




discuss it with your fellow players and GM. You
have some options in this regard.

No changes: Use the d20 Modern massive damage
rules and the Arsenal weaponry as presented. This
will result in your low-level PCs having a very
healthy aversion to gun battles — just like most
people in real life. Hearing that screaming
imprecator blast whiz by your ear is more
terrifying than someone walking on your grave.
When opting for standard rules, GMs should
provide players with numerous non-combat
solutions to adventure problems. Let the characters
exploit their Bluff, Diplomacy, and Intimidate
skills to a greater degree.

No Massive Damage: If you don’t like the
massive damage rules, just don’t use them. This
will provide for longer and more frequent
firefights. While Arsenal weapons are still quite
dangerous, they don’t have the threat of taking

down an 8" level PC in one shot.

Less

from

Arsenal Hold-out Pistol 2
Weapons: Pistol 3
A simple Heavy Pistol 3
way to :

reduce the Rifle 3
peril from Heavy Rifle 3
Arsenal Assault Rifle 3
weapons is ) ,

to reduce Sniper Rifle 3
the SMG 3
maximum HMG 3
setting for

weapons Auto Cannon 5
that inflict

hit point damage. You can tweak this option to
your liking, but consider the following
suggestions.

You should also reduce the damage of explosives
in a similar manner.

INTRODUC TION

MAGIC (F X))
CRERATION

This one is very simple. d20 Modern does not have
rules for letting PCs make magic items (called FX
items). So, the only way that PCs can get their
hands on Arsenal weaponry is to go out and buy
them.

WEALTH AND
PURCHASE DCS

d20 Modern uses a very elegant Wealth system
that abstracts a PCs buying power into a single
value. Each piece of equipment has a Purchase
DC, which the PC must equal to exceed on a
Wealth check in order to purchase it.

ITEM

Starting on page ## you will find tables containing
Purchase DCs for every item in Arsenal.

The DCs listed here assume a world very much
like our own except for the fact that technomagic
has superseded technology through the course of
scientific development and discovery. That is,
technomagic guns exist, while mundane firearms
do not. The blaster pistol 1s the Glock 17 of a
technomagic campaign, for example.

If you want to insert technomagic weapons into a
less magical campaign, it is as simple as
decreasing the availability of the items by
increasing their Purchase DCs. For example, in a
campaign where technomagic is a very recent
development and available only to top secret
government agents, you could increase the DCs by
+20 and the restrictions to Military. This would
make Arsenal weapons very rare indeed.

In a setting where magic coexists with technology,
such as in the three campaign models provided in
the d20 Modern rulebook, the modifier should be
lower. The exact modifier is left up to the specifics
of your campaign, but every +1 increase to a
Purchase DC will decrease the availability of the
items.

Of course, you are also free to adjust the Purchase
DCs as you see fit. If you want a lot of disruptors
in your campaign (and who wouldn’t!), go ahead
and lower the DCs.



CAMPAIGN
CONSIDERATIONS

The following discussion raises some concerns that
do not apply directly to crunchy rules. They’re
more fluffy topics that could result in some
interesting game play situations.

GO00D, BAD. I'M THE
GUY WITH THE GUN

Arsenal includes several weapons that behave
differently depending on alignment (the castigator,
devastator, imprecator, and vindicator). d20
Modern has a less strict system of allegiance. An
allegiance may be to good or evil, law or chaos,
but does not have to be. Such alignment weapons
will be less effective in a d20 Modern campaign,
due to the fewer number of targets. However, you
could use the alignment weapon stats for new
weapons that only effect targets of a specific
allegiance. How about the destalinizer, that inflicts
more damage on communists?

GOOD WERAPONS
BAD STATE C(AND
VICE VERSA)

The alignment weapons raise the interesting
question of governmental control. Would a “good”
state allow its citizens to possess weapons that do
more damage to good targets? Even more unlikely
is an evil state allowing its citizens to possess
castigators. In these and similar cases, you might
consider increasing the restrictions of diametrically
opposed weapons in some societies.

CRIMINAL DELIGHT

A few of the weapons and abilities in Arsenal
would be incredibly helpful to criminals in a
modern society. The disintegrator leaves no body,
for example. What self-respecting murderer
wouldn’t want one of those? To inhibit the
effectiveness of criminals, most governments
would place harsh restrictions on weapons that
make killing harder to investigate or prosecute.
This has been taken into consideration in the
restrictions for Arsenal items. However, if you
want to restrict something even more, feel free to
alter the values.

IN A
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POWERFUL MAGIC

The d20 Modern rulebook only allows for up to +3
enhancement bonuses to FX items. Many of the
special abilities in Arsenal exceed that value. You
may choose to restrict weapon and armor special
abilities to those with +3 market price modifier.

RESTRICTIONS ON
DISPEL

In a technomagic society, government would most
likely restrict the ability of the populace to dispel
magic. After all, you don’t want passengers in an
airliner casting dispel magic on the port wing’s
flight pods. And business don’t really want vandals
dispelling their vending machines. The Purchase
DCs and restrictions for the dispeller weaponry
reflects this.




ASE DCS

Blazer
Hold-out Pistol 12 Lic (+1)
Pistol 14 Lic (+1)
Heavy Pistol 16 Lic (+1)
Rifle 16 Lic (+1)
Heavy Rifle 17 Lic (+1)
Assault Rifle 18 Res (+2)
Sniper Rifle 17 Lic (+1)
SMG 17 Res (+2)
HMG 22 Mil (+3)
Auto Cannon 24 Mil (+3)
Biters Bruiser
Hold-out Pistol 12 Lic (+1) Hold-out Pistol 7 None
Pistol 14 Lic (+1) Pistol 10 None
Heavy Pistol 16 Lic (+1) Heavy Pistol 12 None
Rifle 16 Lic (+1) Rifle 14 None
Heavy Rifle 17 Lic (+1) Heavy Rifle 15 None
Assault Rifle 18 Res (+2) Assault Rifle 16 Lic (+1)
Sniper Rifle 17 Lic (+1) Sniper Rifle 15 None
SMG 17 Res (+2) SMG 15 Lic (+1)
HMG 22 Mil (+3) HMG 20 Mil (+3)
Auto Cannon 24 Mil (+3) Auto Cannon 22 Mil (+3)
Blasters Calefactor
Hold-out Pistol 10 Lic (+1) Hold-out Pistol 13 Lic (+1)
Pistol 13 Lic (+1) Pistol 15 Lic (+1)
Heavy Pistol 15 Lic (+1) Heavy Pistol 16 Lic (+1)
Rifle 14 Lic (+1) ebil 17 Lic (+1)
Heavy Rifle 16 Lic (+1) Heavy Rifle 18 Lic (+1)
Assault Rifle 17 Res (+2) Assault Rifle 18 Res (+2)
Sniper Rifle 16 Lic (+1) Sniper Rifle 18 Lic (+1)
SMG 16 Res (+2) SMG 17 Res (+2)
HMG 21 Mil (+3) HMG 23 Mil (+3)
Auto Cannon 23 Mil (+3) Auto Cannon 25 Mil (+3)
Blatguns
Pistol 18 Res (+2)
Rifle 20 Res (+2)




Devestator
Hold-out Pistol 13 Lic (+1)
Pistol 15 Lic (+1)
Heavy Pistol 16 Lic (+1)
. Rifle 17 Lic (+1)
Castigators , Heavy Rifle 18 Lic (+1)
I—l'old-out Pistol 13 L?c (+1) Assault Rifle 18 Res (+2)
Pistol 15 Lic (+1) : : :
Heavy Pistol 16 Lic (+1) Sniper Rifle 18 Lic (+1)
Rifle 17 Lic (+1) SMG 17 Res (+2)
Heavy Rifle 18 Lic (+1) HMG 23 Mil (+3)
Assault Rifle 18 Res (+2) Auto Cannon 25 Mil (+3)
Sniper Rifle 8 Lic (+1) Disintegrator
SMG 17 Res (+2) Heavy Pistol 28 Lic (+1)
HMG 23 Mil (+3) Rifle 31 Lic (+1)
Auto Cannon 25 Mil (+3) Heavy Rifle 33 Lic (+1)
Chillers Dispeller
Hold-out Pistol 12 Lic (+1) Pistol 15 Res (+2)
Pistol 14 Lic (+1) Heavy Pistol 16 Res (+2)
Heavy Pistol 16 Lic (+1) Rifle 16 Res (+2)
Rifle 16 Lic (+1) Heavy Rifle 17 Res (+2)
Heavy Rifle 17 Lic (+1) Sniper Rifle 17 Res (+2)
Assault Rifle 18 Res (+2) Auto Cannon 24 Mil (+3)
Sniper Rifle 17 Lic (+1) Enervator
SMG 17 Res (+2) Rifle 30 Mil (+3)
HMG 22 Mil (+3) Heavy Rifle 33 Mil (+3)
Auto Cannon 24 Mil (+3) Auto Cannon 35 Mil (+3)
Combos
Hold-out Pistol 11 Lic (+1)
Pistol 14 Lic (+1)
Heavy Pistol 16 Lic (+1)
Rifle 15 Lic (+1)
Heavy Rifle 17 Lic (+1)
Assault Rifle 18 Res (+2)
Sniper Rifle 17 Lic (+1)
SMG 17 Res (+2)
HMG 22 Mil (+3)
Auto Cannon 24 Mil (+3)




SE DCS

Feeblers Incinerators
Hold-out Pistol 11 Lic (+1) Rifle 19 Mil (+3)
Pistol 14 Lic (+1) Munders
Heavy Pistol 16 Lic (+1) Hold-out Pistol 10 Lic (+1)
Rifle 17 Lic (+1) Pistol 13 Lic (+1)
Heavy Rifle 18 Lic (+1) Heavy Pistol 15 Lic (+1)
Assault Rifle 18 Res (+2) Rifle 14 Lic (+1)
Sniper Rifle 18 Lic (+1) Heavy Rifle 16 Lic (+1)
SMG 17 Res (+2) Assault Rifle 17 Res (+2)
HMG 22 Mil (+3) Sniper Rifle 16 Lic (+1)
Auto Cannon 24 Mil (+3) SMG 16 Res (+2)

Flabbergasters HMG 21 Mil (+3)
Hold-out Pistol 11 Lic (+1) Auto Cannon 23 Mil (+3)
Pistol 14 Lic (+1) Neurolizers
Heavy Pistol 16 Lic (+1) Hold-out Pistol 11 Lic (+1)
Rifle 17 Lic (+1) Pistol 14 Lic (+1)
Heavy Rifle 18 Lic (+1) Heavy Pistol 16 Lic (+1)
Assault Rifle 18 Res (+2) Rifle 17 Lic (+1)
Sniper Rifle 18 Lic (+1) Heavy Rifle 18 Lic (+1)
SMG 17 Res (+2) Assault Rifle 18 Res (+2)
HMG 22 Mil (+3) Sniper Rifle 18 Lic (+1)
Auto Cannon 24 Mil (+3) SMG 17 Res (+2)

Imprecators HMG 22 Mil (+3)
Hold-out Pistol 13 Lic (+1) Auto Cannon 24 Mil (+3)
Pistol 15 Lic (+1) Paralyzer
Heavy Pistol 16 Lic (+1) Hold-out Pistol 11 Lic (+1)
Rifle 17 Lic (+1) Pistol 14 Lic (+1)
Heavy Rifle 18 Lic (+1) Heavy Pistol 16 Lic (+1)
Assault Rifle 18 Res (+2) Rifle 17 Lic (+1)
Sniper Rifle 18 Lic (+1) Heavy Rifle 18 Lic (+1)
SMG 17 Res (+2) Assault Rifle 18 Res (+2)
HMG 23 Mil (+3) Sniper Rifle 18 Lic (+1)
Auto Cannon 25 Mil (+3) SMG 17 Res (+2)

HMG 22 Mil (+3)
Auto Cannon 24 Mil (+3)
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Shockers
Hold-out Pistol
Pistol
Heavy Pistol
Rifle
Heavy Rifle
Assault Rifle
Sniper Rifle
SMG
HMG
Auto Cannon

Stunners
Heavy Pistol
Rifle
Heavy Rifle
Auto Cannon

Stupers
Hold-out Pistol
Pistol
Heavy Pistol
Rifle
Heavy Rifle
Assault Rifle
Sniper Rifle
SMG
HMG
Auto Cannon

12
14
16
16
17
18
17
17
22
24

13
15
17
I8

11
14
16
17
18
18
18
17
22
24

Lic (+1)
Lic (+1)
Lic (+1)
Lic (+1)
Lic (+1)
Res (+2)
Lic (+1)
Res (+2)
Mil (+3)
Mil (+3)

Lic (+1)
Lic (+1)
Res (+2)
Mil (+3)

Lic (+1)
Lic (+1)
Lic (+1)
Lic (+1)
Lic (+1)
Res (+2)
Lic (+1)
Res (+2)
Mil (+3)
Mil (+3)

Tanglers

Heavy Pistol

Rifle

Heavy Rifle

Auto Cannon
Tranquilizers

Heavy Pistol

Rifle

Heavy Rifle

Auto Cannon
Vindicators

Hold-out Pistol

Pistol

Heavy Pistol

Rifle

Heavy Rifle

Assault Rifle

Sniper Rifle

SMG

HMG

Auto Cannon
Wasters

Hold-out Pistol

Pistol

Heavy Pistol

Rifle

Heavy Rifle

Assault Rifle

Sniper Rifle

SMG

HMG

Auto Cannon

12
14
16
17

14
15
16
17

13
15
16
17
18
18
18
17
23
25

11
14
16
17
18
18
18
17
22
24

Lic (+1)
Lic (+1)
Lic (+1)
Mil (+3)

Lic (+1)
Lic (+1)
Lic (+1)
Mil (+3)

Lic (+1)
Lic (+1)
Lic (+1)
Lic (+1)
Lic (+1)
Res (+2)
Lic (+1)
Res (+2)
Mil (+3)
Mil (+3)

Res (+2)
Res (+2)
Res (+2)
Res (+2)
Res (+2)
Mil (+3)
Res (+2)
Mil (+3)
Mil (+3)
Mil (+3)




SE DCS vnmmmgg |

Mini 3 Hold-out Pistol 3 Lic (+1)
Pistol 4 None Pistol 4 Lic (+1)
Pistol Plus 6 None Heavy Pistol 4 Lic (+1)
Rifle 6 None Rifle 5 Lic (+1)
Rifle Plus 9 None Heavy Rifle 5 Lic (+1)
Max 10 None Assault Rifle 6 Res (+2)
Max Plus 13 None Sniper Rifle 4 Lic (+1)
SMG 6 Res (+2)
HMG 7 Mil (+3)
| e i [ Rsttcton] | poconen |0 | ey
DRP 5 +15 Lic (+1)
DRP 10 +25 Res (+2)
DRP 15 +35 Mil (+3)
DRP 20 +45 Mil (+3)
Dispel Resistance +3 +10 Lic (+1)
Dispel Resistance +10 +15 Res (+2)
Distance +10 -
Hardening +5 -
Nondetection 15 +5 Res (+2)
Nondetection 20 +10 Res (+2)
Nondetection 25 +15 Mil (+3)
Nondetection 30 +20 Mil (+3)
Seeking +15 -
Signature +5 - Bipod 7 -
Speed 125 ) Concealment holster 5 -
Spell Focus +2 +10 _ Darkvision Scope 14 -
Spell Focus +4 +15 - Holster 3 :
Spell Pen +2 +10 ) Lowlight Scope 12 -
Spell Pen +4 15 . Rifle Sheath 4 -
True Secking 425 ) Silencer 12 Mil (+3)
Woe +15 Res (+2) Targeter 15 -
Telescope +10 5 -
Telescope +20 7 -
Telescope +30 9 -
Telescope +40 11 -
Telescope +50 13 -
Tripod 9 -
Visual suppressor 14 Mil (+3)
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Concussors Negators
Hold-out Pistol 12 Lic (+1) Pistol 15 Lic (+1)
Pistol 14 Lic (+1) Heavy Pistol 16 Lic (+1)
Heavy Pistol 16 Lic (+1) Rifle 16 Lic (+1)
Rifle 16 Lic (+1) Heavy Rifle 17 Lic (+1)
Heavy Rifle 17 Lic (+1) Sniper Rifle 17 Lic (+1)
Assault Rifle 18 Res (+2) Auto Cannon 24 Mil (+3)
Sniper Rifle 17 Lic (+1) Psiburners
SMG 17 Res (+2) Hold-out Pistol 12 Lic (+1)
HMG 22 Mil (+3) Pistol 14 Lic (+1)
Auto Cannon 24 Mil (+3) Heavy Pistol 16 Lic (+1)
Disruptors Rifle 16 Lic (+1)
Hold-out Pistol 10 Lic (+1) Heavy Rifle 17 Lic (+1)
Pistol 13 Lic (+1) Assault Rifle 18 Res (+2)
Heavy Pistol 15 Lic (+1) Sniper Rifle 17 Lic (+1)
Rifle 14 Lic (+1) SMG 17 Res (+2)
Heavy Rifle 16 Lic (+1) HMG 22 Mil (+3)
Assault Rifle 17 Res (+2) Auto Cannon 24 Mil (+3)
Sniper Rifle 16 Lic (+1) Screamers
SMG 16 Res (+2) Pistol 18 Res (+2)
HMG 21 Mil (+3) Rifle 20 Res (+2)
Auto Cannon 23 Mil (+3)
Inflictors
Hold-out Pistol 13 Lic (+1)
Pistol 15 Lic (+1)
Heavy Pistol 16 Lic (+1)
Rifle 17 Lic (+1)
Heavy Rifle 18 Lic (+1)
Assault Rifle 18 Res (+2)
Sniper Rifle 18 Lic (+1)
SMG 17 Res (+2)
HMG 23 Mil (+3)
Auto Cannon 25 Mil (+3)




Bane 12 Lic (+1) Bane 13 Mil (+3)
Blast 16 Mil (+3) Blast 17 Mil (+3)
Captivation 15 Res (+2) Captivation 16 Mil (+3)
Caustic 17 Mil (+3) Caustic 18 Mil (+3)
Chaos 18 Mil (+3) Chaos 19 Mil (+3)
Confusion 13 Res (+2) Confusion 14 Mil (+3)
Dark 10 Lic (+1) Dark 11 Mil (+3)
Dispel 18 Res (+2) Dispel 19 Mil (+3)
Fear 13 Res (+2) Fear 14 Mil (+3)
Flash 12 Lic (+!) Flash 13 Mil (+3)
Frigid 17 Mil (+3) Frigid 18 Mil (+3)
Glimmer 12 - Glimmer 13 Mil (+3)
Glitter 13 Lic (+1) Glitter 14 Mil (+3)
Gravitic 17 Mil (+3) Gravitic 18 Mil (+3)
Grease 13 Lic (+1) Grease 14 Mil (+3)
Holy 18 Mil (+3) Holy 19 Mil (+3)
Incendiary 17 Mil (+3) Incendiary 18 Mil (+3)
Justice 18 Mil (+3) Justice 19 Mil (+3)
Knockout 16 Res (1+2) Knockout 17 Mil (+3)
Lightning 17 Mil (+3) Lightning 18 Mil (+3)
Mute 13 Lic (+1) Mute 14 Mil (+3)
Radiant 6 - Radiant 7 Mil (+3)
Smoke 10 - Smoke 11 Mil (+3)
Solar 18 Mil (+3) Solar 19 Mil (+3)
Sonic 17 Mil (+3) Sonic 18 Mil (+3)
Stun 15 Res (+2) Stun 16 Mil (+3)
Tangle 14 Res (+2) Tangle 15 Mil (+3)
Tear Gas 12 Res (1+2) Tear Gas 13 Mil (+3)
Tentacle 15 Mil (+3) Tentacle 16 Mil (+3)
Toxic 22 Mil (+3) Toxic 23 Mil (+3)
Unholy 18 Mil (+3) Unholy 19 Mil (+3)




Blast, small 20 Mil (+3) Smoke, small 15 Mil (+3)
Blast, large 2 Mil (+3) Smoke, large 17 M?] (+3)
Bosvhuge | 31| wies) (e R (S
Caustic, small 22 Mil (+3) Solar, large 28 Mil (+3)
Caustic, large 27 Mil (+3) Solar, huge 31 Mil (+3)
Caustic, huge 31 Mil (+3) Sonic, small 27 Mil (+3)
Chaos, small 23 Mil (+3) Sonic, large 27 Mil (+3)
Chaos, large 28 Mil (+3) Sonic, huge 31 Mil (+3)
Chaos, huge 31 Mil (+3) Tentacle, small 21 Mil (+3)
Fear, small 15 Mil (+3) Tentacle, large 26 Mil {+3)
Fear, large 18 Mil{+3) Tentacle, huge 30 Mil (+3)
Fear, huge 19 Mil (+3) Toxic, small 23 Mil (+3)
Frigid, small 22 Mil (+3) Toxic, large 29 Mil(+3)
Frigid, large 27 Mil (+3) E::;; l::lf:i ;z :;i g_z;
Frigid, huge 31 Mil (+3) Unholy, large 28 Mil (+3)
Holy, small 23 Mil (+3) Unholy, huge 31 Mil (+3j
Holy, large 28 Mil (+3)
Incendiary. small 22 Mil (+3) Bane 14 Mil (+3)
Incendiary, large 27 Mil (+3) Blast 19 Mil (+3)
Incendiary. huge 31 Mil (+3) Caustic 20 Mil (+3)
Justice, small 23 Mil (+3) Chaos 21 Mil (+3)
Justice, large 28 Mil (+3) Frigid 20 Mil (+3)
Justice, huge 31 Mil (+3) Holy 21 Mil (+3)
Knockout, small 16 Mil (+3) Incendiary 20 Mil (+3)
R 19 Mil (+3) Justice 21 Mil (+3)
Knockout, huge 20 Mil (+3) Knockout 19 Mil (+3)
Lightning, small 22 Mil (+3) L i 19 Mil (+3)
Lightning, large 27 Mil (+3) Mute 16 M?l (+3)
Lightning, huge 31 Mil (+3) ::;:fe ;? II:::: gg;
Mute, small 14 Mil (+3) Sonic 20 Mil (+3)
Mute, large 17 Mil (+3) Tentacle 18 Mil (+3)
Mute, huge 19 Mil (+3) Toxic 25 Mil (+3)
Unholy 21 Mil (+3)




Protective
Clothing
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Mil (+3)

Blinking +23 Lic (+1)

Chill Screen +43 Mil (+3)
Deflecti
3
Deflecti
+23

Fire Screen +43 Mil (+3)

Freedom +33 Lic (+1)

Misdirecting +18 Res (+2)

Dexterity +2 +13

Dexterity +6 +33

Dispel .
+13 Lic (+1)

Empowering +48 Mil (+3)

Nondetection +13 Mil (+3)

Reducing

Endurance +4 +23 Sealed +23

Enlarging +23 Signature +8

Favored +3 +18

Spider Climbing

Strength +4 +23

Favored +5 +28 - Water Breathing +13




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.

3.0ffer 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 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

OPEN GAME LICENSE

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 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 Rules 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.

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.

Arsenal d20 Modern Conversion Document Copyright 2002, Perpetrated
Press

Designation of Product Identity: The following items are hereby
designated as Product Identity in accordance with Section 1(e) of the
open Game License, version 1.0a: Any and all Perpetrated Press logos
and identifying marks and trade dress, including all Perpetrated Press
product line names; the following proper names: Kazanmurungund,
Wrack Vandal, Elemental Liberation Front, Warriors of Entropy,
Belicor; all artwork, symbols, designs, depictions, illustrations, maps,
likenesses, and graphic designs.

Designation of Open Game Content: All content not expressly identified
as Product Identity above.




