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15 Startown Hazards (EABA)

Contents

SIKE! e 4
Introduction .........c.ceeeveveeveueeeeeeeeeee. 1 Deadly Mold........ccccoiiiiiiiiiiiin, 5
Open Game Content........c.coeereeveenene. 1 Toxic Spill ..c.eeveviiniiiciinieeccn 5
EABA NOUCE ..o 1 TOXIC DUSE..viieiieeiieciieeee e 6
Falling Danger .........cccoceevverneincenn. 2 Bomb Threat .....ccccoecvvevcvieeiieeieeieeee, 6
Procession .........ccceceevevevereveeieeeiereeennns 2 Air Conditioning Surprise ..................... 7
L00Se CIOVET ....ovevevieiiiereieieeieeveeeeans 3 Food Poisoning..........cccccceeiviiiininncnne. 7
Sports Event......ccccceecrrrecccecea, 3 Sleeping Ivy.....cccooiiiiiiiiiiiiiin, 8
Runaway Vehicle .......ccooovverineincnnnn. 4 Donations.......cccceeveveeveneneeneneneeeenn 8
Swarm of Thieves ..........cccceevvveveverenennne. 4 Bonus — News Reporter...........ccccoceeeee 9
Introduction Open Game Content

Cities can provide many challenges to a
group of characters. Aside from all the
normal difficulties that come from dealing
with millions of people, at times it can
seem like fate itself is trying to cause
trouble for the characters while they are in

a city.

15 Startown Hazards offers a selection
of such hazards. While the title refers to
a startown (a city built around a starport),
the hazards can apply to any city the
characters find themselves in. Whether
you want a hazard that can slow the
characters down in their adventure, be
used as a source of a sidequest or even
take up a full adventure, you are sure to
find options here that you can use in your
own game.

All the skills and system details discussed
in 15 Startown Hazards arc for the
EABA system, published by BTRC.
Converting the details to another system
should prove fairly simple if you need to.

With the exception of any text in italics,
all of the text of this PDF is presented
as open game content. While this means
absolutely nothing to your campaign, it
does give other publishers permission to
use this material as long as they follow

the open game license (see the end of this
PDF).

EABA Notice

T his work contains material copied from or
derwed from EABA, the roleplaying system created
by BTRC. You may not copy, modsfy, and/or
distribute this material except in compliance with
the EABA Open Supplement License. “lo learn
more about EABA, visit the BTRC web site at
hitp://www. btre.net.

SOS - Space Opera Support

The Space Opera Support line from Polgarus Games is an aid for busy gamemasters
running a game in a space opera setting. No setting is assumed — the products are
intended to be as generic as possible so they can be used in most settings. If you need
quick adventure ideas, a planet or space station for the PCs to visit, or even passengers
to travel on the PCs ship and cause trouble, Space Opera Support is the answer!
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Possible NPC
Names

Betsey Mansi
Shirleen Brunston
Boyd Raducha
Van Mcquitty

Usha Vent

Santos Neurohr
Darnell Uhm
Jacquiline Vallieres
Aubrey Leese

Jan Creekmur

Toshiko Primack

Falling Danger

In any city where there are tall buildings
the danger of falling objects is present. In
some cases the objects may be messy but
non-lethal, but even a small object can do
some damage if dropped from enough
height. Usually the falling object has been
accidentally dropped, but if the characters
are paranoid it may be hard to convince
them that it was an accident!

There 1s almost no limit to what could
fall on or near a character. Here are a few
suggestions:

¢ Water (if the characters are lucky it
may be clean water, but more likely
dirty water that has just been used for
cleaning). If they’re lucky, the bucket
won’t be falling with the water. No
damage, they are just wet.

¢ Rubbish from a rubbish bin (food
wrappers & leftovers, loose bits of
paper, cans, etc). 1d+2 non-lethal huts.

¢ A small souvenir like object (thrown
through a window as part of an
argument). 3d+0 half-lethal hits.

¢ A toy (a doll, or a ball, or some sort
of toy projectile — perhaps even a toy
gun that looks very real at first glance).
3d+0 half-lethal hits.

¢ Clothes (perhaps after someone
has just broken up with his/her ex-
partner). 1d+0 non-lethal hits.

¢ A suitcase (like the last suggestion
— the suitcase could even fly open on
the way down, spilling its contents
everywhere). 3d+2 lethal hts.

¢ A suicide jumper (but was it suicide?)
5d+0 lethal hats.

¢ Construction materials (new building,
renovations, etc). 4d+0 lethal hits.

Characters have a chance to get out of the
way of a falling object — if they succeed at

an Average (7) Agility task, they manage to avoid
being hit. Optionally, the gamemaster may
give the characters a chance to spot the
hazard before they are in a position to be
hit by it.

Procession

In the crowded streets of the city it’s

not always easy to move quickly from
point to point. Movement, especially fast
movement, becomes even more difficult
when your path is blocked by a slow-
moving procession of some kind. This
hazard should be encountered when the
player characters are in a hurry, such as
when they have limited time to reach a
specific place in the city or when they’re
involved in a chase, and you want to
increase the tension in the game. This
hazard assumes the characters are on foot,
but it can be just as effective at slowing the
characters down if they are in a vehicle.

The first step in implementing this hazard
is determining the size of the procession.
You can either roll randomly on the
following table or simply select an entry
that fits your needs at this time.

| D6 Procession Size

Small procession, 6d6 people on
1 | foot; hazard remains in effect for a
minute.

Small procession mixed, 7d6 people
2 | on foot and 1d6 cars/floats; hazard
remains in effect for 1d3 minutes.

Medium procession, 6d6x2 people
3 | on foot; hazard remains in effect for
1d3+2 minutes.

Medium procession mixed, 7d6x2

people on foot and 2d6+2 cars/
floats; hazard remains in effect for
1d6+2 minutes.

Large procession, 6d6x3 people on
5 | foot; hazard remains in effect for
2d6 minutes.

Large procession mixed, 7d6x3
people on foot and 3d6+4 cars/
floats; hazard remains in effect for
3d6+4 minutes.

Trying to move through the area of the
procession can be difficult. If a character
tries, have them make a Fate roll (not a Fate check
— just a normal roll with their Fate attribute using
the “best three”). If the result s good enough to
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succeed at an Easy (5) task, movement is possible
but only at 1/4 the normal rate. If the roll was
good enough to succeed at an Average (7) task
movement is possible at half the normal rate. If
they failed the task roll movement is impossible at
the moment due to the procession bunching close
together (check again afier 10 seconds).

A roll should be made for every character
trying to move through the procession. A
result where some characters are able to
move through the procession while others
aren’t is perfectly acceptable!

In case the characters need to move along
the same path as the procession, the
procession moves at a rate of 50 meters

a minute. This is not a suggested use for
this hazard though. It is better used as
something the characters must cross and
not something they move with or against.

Exactly what the procession is (a funeral,
a protest, a celebration) is left up to the
gamemaster to decide.

Loose Cover

Every large city has to run most of

their utilities underground, from sewer
systems and stormwater drains to
communications, gas and in some cases
power. While most of the pipes used are
usually too small to allow a person to
pass through them (with the exception
of sewers and drains), even small pipes
have access and junction points. In cases
where the access points are below ground
and have only a simple cover, there is a
potential for a hazard.

When a cover is not properly set into place
the furst individual to step on the cover must make
a Challenging (9) Agility roll; on a_failed roll the
character or creature stumbles and takes 1d+0
lethal hits to the leg as well as falling prone.

On a successful check the character or
creature simply stumbles and knocks the
cover off but is otherwise unaffected by
the hazard. Particularly small characters (like a

child) that fail the Agility roll must make a second
Challenging (9) Agility roll or slp into the now
open hole.

Any effects that occur from falling into
the hole (damaging something in the hole,
taking further damage from equipment

in the hole) are left up to the gamemaster
and may depend on what they have fallen
mnto.

Sports Event

The entire city is ecstatic — one of its
sports teams (gamemaster to choose the
sport) has finally made it to the finals

for the first time in decades. All over the
city there are banners, posters and other
decorations up urging the team on, and
many people in the city are talking about
the upcoming game.

While this won’t affect the characters too
much during the lead up to the game, on
the day of the game everything in the city
closes down. Shops and businesses close
for the day, public transport is no longer
running, and even hotels and the starport
are operating on skeleton staff. If the
characters go outside, it’s like they’re in a
ghost town.

This can impact the characters in several
ways. If they need anything (items,
paperwork), they won’t be able to get it
on the day of the event (too bad if they
have a time limit they are up against).
Criminals may see this as a perfect
opportunity to step up their activities;
they could target the characters, or the
characters may come across them in the
middle of their crime spree. Finally the
aftermath of the game will see the streets
fill with people either in celebration of
their win, or angry at their loss. If the
team lost, it is very possible that the
situation could turn into a riot.

Possible Ship
Names

Time Bandit
Allegiance
Maverick
Lady Luck
Saga
Retriever
Deception
Merinda
Quetzal
Pimpernel

Impetuous
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Possible City
Names

Redcliffe
Grafton
Benalla
Henzada
Lashio
Virum
Chiatura
Samtredia
Irbid
Dunedin

Kasala

Runaway Vehicle

Most vehicle accidents happen suddenly
and without warning. In game terms these
cases often boil down to simply not being
in the way when it happens if you'’re a
pedestrian, or making a driving skill check
to avoid the accident if you are driving

a nearby vehicle. A runaway vehicle is
something different.

It could be some thieves on a joyride. It
could be a vehicle driving down a hill
that has had its brakes fail. It could even
be a vehicle that is rolling away because
the owner didn’t park it correctly. In all
cases, onlookers have a chance to see the
runaway vehicle and get out of the way.

Anyone in the path of the oncoming
vehicle must make a Challenging (9) Agility roll
lo get out of the way in time. If they fail, they are
hit by the vehicle and take 5d+0 lethal hus.

Truly heroic characters may attempt to
save someone else from the hazard. An
Average (7) Agility roll allows the character to
push any one character within 3 meters of their
location out of harms way. If they do this, they
must then make a Hard (11) Agility roll to
also get out of the way of the runaway vehicle
themself-

Swarm of Thieves

In crowded marketplaces it is not
uncommon for a band of pickpockets to
work together, descending on the area like
a swarm of locusts. While this could be
played out as a series of pickpocket skill
rolls, the gamemaster can elect to present
the situation as a specific hazard to the
marketplace.

What this boils down to is that the longer
the character spends in the market, the
greater the chance that they will have
their pockets picked (this chance may

be increased or decreased depending on
the characters appearance — someone
who appears “well off” is more likely to

be targeted than someone wearing rags).
Once they have been in the market all
the characters should make an Awareness
roll, with the difficulty of the task being
determined by how long they spend in
the market. A brief stay (just passing through)
will have an Easy (5) difficulty, while a long
stay (spending time looking for just the right item)
could have a Challenging (9) or even Hard (11)

difficulty.

If they fail the roll something is stolen
from their pocket (most likely their wallet)
unless the player has said beforehand that
they are taking specific steps to prevent
such loss. If the character simply succeeds
at the task, nothing happens (the character
doesn’t have anything stolen, but the area
is too crowded for the character to have
spotted the pickpocket attempt). If they
succeed at the task by more than four points they
spot one of the thieves in action.

If the character makes any sort of attempt
to call out or stop the pickpocket, all the
other thieves working the crowd quietly
try to disappear (leaving their accomplice

behind).

Strike!

The characters have been unlucky enough
to run into industrial action between a
union and a major employer (either the
government or a corporation). As a result,
the union members have now gone on
strike.

The gamemaster has many options on
how the strike can affect the characters,
depending on who exactly is striking. The
strike could be at the starport (making

it impossible to move cargo in or out, or
to even get a ship refuelled). The strike
could involve hotel workers (meaning the
characters receive almost non-existent
service; no food, no room cleaning, etc).
The public transport industry could

be on strike (at least doubling any time
required to move through the city from all

Polgarus Games



15 Startown Hazards (EABA)

the chaos on the roads). In a worst-case
scenario the strike could involve more
than one industry as other unions join in,
throwing the city into total pandemonium.

The strike will last 1d6 days unless the
characters have some way of becoming
involved and help calm the situation
down.

Deadly Mold

At times weather conditions can be perfect
for allowing mold to grow. While most

of the time this isn’t a problem (just an
inconvenience for those who have to clean
it), the characters are unlucky enough to
find a patch of mold that proves to be
dangerous.

Even though it looks like any other mold,
this growth will surprise anyone who
disturbs it by suddenly releasing a cloud
of spores that clings to everything within
a 5-meter radius. Any spores landing on
the skin cause immediate irritation, giving
a nasty stinging sensation and causing

the skin to go red and puff up. A more
dangerous risk is getting the spores in the
eyes or inhaling them.

A character has a chance to avoid the worst of

the spores by making a Challenging (9) Agility
lask. If they succeed, they manage to avoid
inhaling any spores or getting them in
their eyes, and only get the spores on their
hands or arms. The character takes 1d+1 non-
lethal huts from the spores irritating the skin.

If they fail, they are covered in spores

(on the skin and in the eyes) as well as
breathing them in. The character takes

3d+0 half-lethal hits, from skin irritation and
damage to the lungs. The character also has
difficulty with their vision for the next
2d6 hours (making their vision blurry and
increasing any task that requires vision by
one difficulty level). Their sight returns to
normal after the elapsed time.

To add insult to injury, the cloud of
spores will drift in the air and start a new
patch of mold if they land on a moist
surface. When they learn of the problem
the authorities will cordon off the area,
not allowing anyone or anything in or
out until they have hosed the area down
with strong chemicals designed to kill the
mold. Whether these chemicals do what
they are supposed to or not is up to the
gamemaster!

Toxic Spill

The characters are near a tanker
transporting toxic chemicals to a factory
when it is involved in an accident. The
content of the truck begins to spill out
onto the road, forming a dull green-
coloured mist as it contacts the air and
splashes on the ground.

While some players may immediately
panic and assume chlorine gas, this
chemical thankfully isn’t as nasty. Fven so,
anyone caught in the must (its a Challenging (9)
Agility task to get out of the way) must make a
Formudable (13) Health task. If they fail they
lake 2d+1 half-lethal hits, and they have severe
nausea & dizziness for 4d6 minutes (the nausea
leaves after this time — the dizziness will last for a
JSurther 1d3 hours). If they succeed at the Health
lask they suffer a coughing fit and feel light headed
while i the must, but are otherwise okay.

The mist will spread to cover an area 100
meters around the accident site within
one minute. The mist will slowly dissipate
on its own (reducing the area it covers

by half every 30 minutes). A light breeze
will simply shift the area of effect, while

a strong breeze will get rid of the mist
entirely.

Authorities will arrive on the scene with
2d6 minutes and start clearing away or
rescuing everyone who hasn’t already left.
They won’t allow anyone within the crash
site, no matter what the reason.

Possible NPC
Names

Kelvin Rhoten
Rudy Guilliams
Lucretia Brazel
Rudolph Mazzei
lone Theuret
Malcolm Dewindt
India Ishak

Randal Tidmore
Vernice Nish
Gerardo Panameno

Loren Busbee
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Possible Club
Names

Mesata
Baraki
Fidels
Hi-Fi
Elio’s

Jet
Afterdark
Liquid
Kaleido
Deco

Platform One

Toxic Dust

This hazard is less visible than the
previous one, and is usually a long-term
problem. Some large-scale destructive
event (the destruction of a building, a
huge fire, etc) has released a lot of dust
that is contaminated with toxic chemicals
into the surrounding area. This hazard
has three distinct stages, with symptoms
(and the game effects) varying depending
on the stage.

1. The initial destruction: Any dust
generated here is visible to everyone,
and unless the event is unexpected
precautions are easy to take. Exposed
characters must make a Hard (11) Health
check every 5 minutes. If they fail, afier 1d6
hours the character will take 2d+1 lethal hits.
They will also develop a headache and
a feeling of fatigue and nausea. Finally,
if the player rolls a 1 or 2 on a d6, they
will feel short of breath. The physical
symptoms will last for 1d6+3 days, and
will make any task attempted one level
higher in difficulty.

2. Dust lying on the ground: Once
the dust has settled, there is still the
problem that the dust is laying on all
the surrounding surfaces. A person
can touch a contaminated surface
and get the dust on their hands, or
the wind could pick up the dust and
make it airborne again. Most of this
dust will be washed away after a storm
has passed through the area. Gharacters
must succeed at a Formidable (13) Health
task every 30 minutes that they are in the
contaminated area. Failure means that
after 1d6 days the character will feel
generally unwell (like they are catching
something, but it never fully develops).
This will last for 1d6 days, during
which time any skill checks requiring
concentration are one level higher in

difficulty.

3. Dust inside: In some ways this is
the worst stage, as it is the least visible
and hardest to get rid of. Some of the
dust can make its way inside buildings,
staying there for months or even years
unless the building is decontaminated
(a slow and costly exercise). Characters
must make an Easy (5) Health check every
day they spend in the contaminated building
If they fail, after 1d6 weeks the
character will start to suffer from daily
migraines, and feel constantly fatigued
— these effects will last for 2d6 weeks
after the character has left the area.

In addition there is a chance of long-
term health damage occurring, 7#e
character must continue to make an Easy (5)
Health check every week after they fail the first
check — if they fail for that week, one attribute
(any attribute but Fate, gamemasters choice)

is lowered by 1 point. No attribute can go
below 50% of its original value, and hospital
treatment (one week for every attribute point
lost) will restore lost attribute values.

Gamemasters can of course change
around the symptoms, making them more
or less serious.

Bomb Threat

While the characters are involved in
something complex and preferably
illegal, in the midst of their activities

a huge contingent of law enforcement
and other authorities suddenly arrive.
The authorities demand that everyone
evacuate the area —a bomb threat has
been made, and the authorities are taking
it seriously.

The characters will have to deal with the
panic caused by the bomb threat, the
additional people who will crowd the area
to watch what is going on, and possibly
trying to hide what they have been up to
from the authorities.
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Air Conditioning Surprise
Almost every modern building has air
conditioning of some sort, and in the
future this trend will only continue. Air
conditioning systems make it very easy for
germs to spread to a lot of people very
quickly. Even if the system has some sort
of filtering system that attempts to kill
any such disease, it only takes one poorly
maintained system to affect hundreds if
not thousands of people.

Characters need to make a Health check
when they enter a diseased building to
resist the effects of the disease in the air.
Additional checks may be required if the
characters spend any length of time in the
building (perhaps one every hour for a low
threat bug, or one every ten minutes for a
more nasty bug). The precise symptoms
of the disease are up to the gamemaster,
but here are a few possibilities:

¢ A cold like disease with more severe
symptoms. It is an Average (7) Health
check to resist the disease (check every hour).
The disease takes 2 days to incubate then hits
suddenly, causing the victim to temporarily
lose 1d6 points of Strength and in most cases
requiring the victim to take to bed. After
1d3 days in bed the symptoms start to
leave (and points to start returning to
Strength). One point will be regained
every day, and it will take 1d6 more
days before the character feels totally
better.

* A nastier version of the above disease,
requiring a Challenging (9) Health check
every 30 minutes but taking 5 days to
incubate if the character fails. When the
symptoms hit, the character will temporarily
lose d6+1 points from both their Strength
and Health. It takes 1d6 days before the
symptoms start to leave (and points from the
attributes start to be regained). One point
will be regained to either Strength or Health
(players choice) every 2 days. It will be a
further 2d6 days until the character
feels totally better.

¢ A stomach bug with an Easy (5) Health
check to resist, but requiring checks every
15 minutes. Symptoms hit within 24
hours, causing severe diarrhea, nausea
and possibly vomiting. The symptoms
will last for 1d6 days, and make any
task the victim attempts at least one
level of difficulty higher.

The longer the time for onset, the more
difficult it may be for authorities to track
down the source of the outbreak (although
if enough people get sick the cause should
be fairly obvious). Depending on the
severity of the disease the authorities may
simply send out a public warning, or they
may try to track down and quarantine
everyone who has been exposed to the
disease (for fear that it will spread further).

In most cases, unless another character
is spending a lot of time in close quarters
with a sick character they are unlikely

to catch the disease themselves. If the Possible NPC
gamemaster wishes, they can have other Names
characters make the same health checks as
the sick character, but at a lower difficulty. Lisa Bolduc

i } Tony Rittenhouse
Food Poisoning
Like the previous hazard, this one can Mike Wheatley
affect a lot of people fairly quickly.
The poisoning may be caused by a Cindy Esquibel

contaminated product used in the food
(a particular meat for example), poor
hygiene while the food was prepared,
poor food storage between when it was

Joshua Mcfall

made and when it was served, or even Tony Mattingly
contaminated water that has been used in

the cooking and preparation of the food. Dale Polson
Possible symptoms that a character could Bruce Benn

experience include nausea, abdominal
pain, vomiting, diarrhea, fever, headache
or fatigue. The symptoms of food

Jacob Bosco

poisoning can appear within a few hours,
but in some cases can actually take days
to appear depending on which microbe is

Carolyn Cummins

causing the poisoning, Dennis Hague
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Possible Bar
Names

Water Rat

The Brewery

Zu Bar

Captain’s Bar

The Watering Hole
Burleigh Arms
Flying Pig

The Empress

Rat and Parrot
Five Bells

The Green Dragon

When characters eat contaminated food
they will need to make a Health check to
resist getting sick. The gamemaster should
decide in advance the difficulty of the task
(only one check needs to be made for each
serve of contaminated food), how long
the symptoms will take to appear, and any
precise affects on the characters’ attributes
or skills. A few examples (not modelled on
any particular form of food poisoning):

* Challenging (9) Health check to resist.
Symptoms (within 3 hours) are severe
abdominal pain, headache and fatigue.
Symptoms last 1d6 days, and any task
the victim attempts while sick is +3
points in difficulty higher.

* Hard (11) Health check to resist.
Symptoms (2 days later) are nausea,
vomiting, fever and fatigue. Symptoms
last 3d6 days and in severe cases (failing a
second Hard (11) Health check) require the
character to be admitted to hospital. The
character is unable to do anything and
requires full bed rest for the first 1/2
of the rolled poisoning time, and only
perform minor tasks (at two levels of
difficulty higher) until the end of the

poisoning time.

Sleeping lvy

Sleeping Ivy looks like any other ivy

plant, but is at its best once a year when

it blooms, becoming covered all over with
small white flowers. While the flowers look
very pretty, when they are fully open they
have a sedative effect on anyone breathing
in their scent. Any living creature that
comes within 2 meters of a large patch

of flowering sleeping ivy must succeed at a
Challenging (9) Health roll. Failure means they
start to take 2d+0 non-lethal huts every 5 seconds
they stay within 2 melers of the sleeping wy. If
any attribute drops to 0d+0 or lower (because of
damage penalties), the character falls asleep for
1d6 hours.

Sleeping creatures are helpless. If
someone slaps or wounds them they can
be woken as normal, but loud noises
don’t affect them. When the character
reawakens, all non-lethal damage
sustained from the plant is removed

and that plant will no longer affect the
character.

Luckily the flowers on the ivy only open
for one day before dying off. Any plant
the characters discover is likely to be in a
very out-of-the-way location — perhaps at
the end of an alley or on the wall of an
abandoned building.

At the gamemasters discretion sleeping
ivy could be an extremely rare plant (with
few people aware of its existence), or

a genetically engineered plant that has
somehow “escaped” from where it is being
cultivated (who created it and why it has
been created could lead to many follow-on
adventures).

Donations

Depending on the nature of the campaign
this could be played up as humorous,
something that’s very annoying (to both
player and character), or even something
that causes paranoia in the characters as
they try to uncover a hidden meaning;

While staying in the current city, the
characters are hounded at every turn by
members from a charity or foundation
asking them for donations. The charity is
familiar to the characters, and they will
see many other collectors around the city
as they travel through it. Anyone they
ask will say that the charity usually has a
fundraising effort at this time of year.

Almost no matter where the characters
go or what the characters are doing, a
collector will be nearby to ask them for a
donation. If the characters are trying to
follow someone discretely, the collector
will try to hold them up by engaging
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them in conversation as they try to get a
donation. If the characters are trying to
hide and observe something or someone
the collector will call them out and draw
attention to the characters.

Even if the charity hands out some sort of
token for giving a donation, by the time
they run into the next collector the token
will have somehow fallen off or gone
missing. If the characters cause any harm
to a collector, a huge public outcry will
follow from the “callous thugs” attacking
those trying to help the less fortunate, and
the authorities will do their best to find
those responsible.

If the characters visit the city again at
a later date, no collectors will be seen
anywhere.

Bonus — News Reporter

In any of the hazards that the characters
find themselves in above, there is a chance
that a news reporter will be nearby

to see them handle the situation and
capture the moment on film. If they act
heroically, the reporter may spin a story
about how an average citizen has acted
out of kindness and saved the day. If they
have acted poorly or have committed a
crime, the reporter will have a story on
the social decay in the city and the lack
of law officers available to catch common
criminals.

Either way, the characters may have to
deal with their faces being shown in news
reports. Not something they may want to
happen if they are in hiding or working
undercover!
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(“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game
Conter )" Derivative Material” means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
(:()mpilati()u abridgment or other form in which an existing work may be re transformed or adapted; (c)
“Distribute” means to re] pmdu(( license, rent, lea 1, broadcast, publ isplay, transmit or otherws
(d)”Open Game Content” means the game mechanic and includes the me th()d\ procedures, proc
to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identifiecd 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) € Pr()du( t Ides ntlty means prudu( t and product line names, logos and identifying marks including trade d
2 °TS; S lots, thematic elements, dialogue, incidents, language, artwork,
(:l)ts themes and graphl( ph()t()gmphl( and other \’l\udl

istribute;
s and routines

’ ions, environments, creatures, e quipmt nt, mdgi( al or supe: rndtuml (Ll)iﬁ
s, symbols, or gmph d( signs; and any other trademark or registered trademark cle:
entity 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) “U C
or “Using” means to use, Distribute, copy, edit, format, modi
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
“ontent that you Use. No terms may be added to or subtracted from this Licen: sept as described by the License
itself. No other terms or conditions may be applied to any Open Game Content ibuted using this License.
3.0Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this

License.

rly identified as

Prc »dm t

translate and otherwise create Derivative Material of

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
\v()rldwidr, r()yalty-fr(',(:, non-exclusive license with the Jse, the Open Game Content.

ct terms of this License to

H ~ontributing original material as Open Game Content, You
thdt Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
by this License.
6.Notice of License Clopyright: You must update the COPYRIGHT NOTICE portion of this Lice
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 C()]xt(,rlt 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 O
9. Updating the
any authorized
under any v
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 adver

1se to include the

Game Content.

: Wizards or its designated Agents may publish updated versions of this License. You may use
>rsion of this License to copy, modify and distribute any Open Game Content originally distributed
on of this License.

se the Open Game Content using the name of any
Jontributor 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.
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Blacksburg Tactical Research Center has made EABA supplements by third
parties possible under the terms of the EABA Open Supplement License.

EABA Open Supplement License, Version 1.1

The following License governs the copying, modifying and distributing of
EABA-compatible material. By copying, modifying, and/or distributing such
material, you are agreeing to be bound by the terms of this License. The
content of this license may not be modified, but format, size and placement
may be adjusted to suit the nature of a particular EABA-compatible work.

1. Application

This License applies to supplement material compatible with EABA produced
by any individual or entity other than BTRC. It does not extend to any other
products or works by BTRC. EABA itself is a copyrighted work and may
not be copied, modified, translated or distributed without permission from
BTRC. This license does allow specific, limited sections of EABA to be used
in EABA-compatible supplement material, as delincated in section 3.2.

2. Definitions in this License
“Copyright Notice” means any copyright notice applying to EABA, EABA-
compatible material or derivative works.

“EABA-compatible” means a work which is not EABA but which refers to, is
compatible with, and/or depends upon EABA in order to be fully utilized.

“Distribute” means to distribute by any media and in any form, whether
gratis, for a direct or indirect fee, or any form of exchange. “EABA” means
the copyrighted EABA roleplaying system, as expressed in the downloaded,
printed, electronic storage media or any other versions of the product.

“The EABA Open Supplement License notice” means the following: “This
work contains material copied from or derived from EABA, the roleplaying
system created by BTRC. You may not copy, modify, and/or distribute this
material except in compliance with the EABA Open Supplement License. To
learn more, visit the BTRC web site at http://www.btrc.net.”

“You” or “Your” means an individual or a legal entity exercising rights under
this License.

3. Consideration

In consideration for agreeing to use this License, effective on the date You
accept this License, BTRC grants you a world-wide, royalty-free, non-
exclusive License to the permitted uses described below.

3.1. You may Distribute Your EABA-compatible or derivative material,
provided that You must in every instance retain and prominently reproduce
in all copies the EABA Open Supplement License, the Copyright Notice, and
this License.

3.2. You may include terminology specific to EABA, page format, blank
reference sheets or diagrams from EABA and add to or expand upon EABA
rules or rule concepts, so long as these do not exactly or conceptually
reproduce existing EABA rules.

3.3. You may copy and Distribute Your EABA- compatible work, provided
that You must in each instance send a copy of the EABA-compatible work to
BTRC (if hardcopy or data storage medium) or btrc@btre.net (if electronically
transmitted) so that it can be archived publically if a freely available work, or
kept for private archival purposes if not.

4. Representation

By Distributing Your EABA-compatible work, You represent that it is Your
original creation and/or that You have sufficient rights to Your EABA-
compatible works to make the grants described in this License.

5. Versions of the License

BTRC may publish revised and/or new versions of this License from time
to time. Each version will be given a distinguishing version number. New
EABA- compatible works must always use the most recent version of the
License from the BTRC web site. Once an EABA-compatible work has been
published under a particular version of this License, You may continue to use
it under the terms of that version or You may choose to use it under the terms
of any subsequent version of this License published by BTRC. No one other
than BTRC has the right to modify the terms of this License.

6. No warranty

You expressly acknowledge and agree that use of EABA is at Your sole and
entire risk. EABA is provided “as is” and without warranty of any kind. BTRC
expressly disclaims all warranties and/or conditions, express or implied,
including but not limited to, the implied warranties and/or conditions of
satisfactory quality, merchantability, fitness for a particular purpose and non-
infringement of third party rights. No oral or written information or advice
given by BTRC shall create a warranty.

7. Limitation of liability

Under no circumstances shall BTRC be liable for any incidental, special,
indirect or consequential damages arising out of or relating to this License
or Your use of EABA, whether under a theory of contract, warranty, tort
(including negligence), products liability or otherwise. In no event shall
BTRC total liability to You for all damages under this License exceed the
amount of ten dollars (US$10.00).

8. Trademarks

“EABA” is a trademark of BTRC. Subject to the terms and conditions of
this License, BTRC hereby grants You, effective on the date You accept
this License, a world-wide, royalty-free, non-exclusive License to use the
trademark “EABA” for the sole purpose of Distributing EABA-compatible
works. Acceptable graphic representations of the EABA logo are available
at www.btrc.net.

This License does not grant You any rights to use the trademark or trade name
“BTRC”, “Blacksburg Tactical Research Center” or any other trademarks or
trade names belonging to BTRC except as part of this License agreement.

9. Termination

This License and the rights granted herein will terminate automatically
without notice from BTRC if You fail to comply with any term or terms of
this License and fail to cure such breach within 30 days of being notified of
such breach by BTRC.

9.1. Where BTRC determines that a purportedly

EABA-compatible work is in fact a violation of copyright, this constitutes
a breach of this License. BTRC may terminate this License and the rights
granted herein if You fail to cure such breach within 30 days of being notified
of such breach by BTRC. BTRC may, at it’s option, use any applicable
copyright law to protect it’s intellectual property rights. EABA

9.2. Where BTRC determines an EABA-compatible work does not comply
with subsection 4.1 of this License, this constitutes a breach of this License.
BTRC may terminate this License and the rights granted herein if You fail to
cure such breach within 30 days of being notified of such breach by BTRC.
9.3. Upon termination, You agree to immediately stop any further copying,
modifying, and/or Distributing of the EABA-compatible work in question.
Except in the case of copyright violation, You will not be liable to BTRC
for compensation, indemnity or damages of any sort solely as a result of
terminating this License in accordance with its terms, and termination of
this License will be without prejudice to any other right or remedy of either
party.

9.4. Termination of Your License by BTRC shall not be effective to terminate
the License of anyone else enjoying rights under this License.

10. Miscellaneous

10.1. This License will not be construed as creating an agency, partnership,
joint venture or any other form of legal association between You and BTRC,
and You will not represent to the contrary, whether expressly, by implication,
appearance or otherwise.

10.2. Nothing in this License will impair the BTRC right to acquire, license,
develop, market and/or Distribute products that perform the same or similar
functions as, or otherwise compete with Your EABA- compatible work.

10.3. Failure by BTRC to enforce any provision of this License will not be
deemed a waiver of future enforcement of that or any other provision. Any
law, regulation, or rule of interpretation which provides that the language of a
contract shall be construed against the drafter will not apply to this License.
10.4.Ifany provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

10.5. This License constitutes the entire agreement between the parties with
respect to the subject matter thereof.
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