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Other Domains
In different contexts and sources 
certain Greek gods could have different 
domains then presented here. For example, 
Zeus could be a candidate for the charm 
domain due to his many loves and 
escapades or perhaps Hera could have the 
protection domain due to her protection 
of women. A player should speak with 
their GM prior to using a particular 
domain.

Other Gods
Presented here are what are generally 
considered to be the twelve Olympians. 
Sometimes others are added (Hades, Eros, 
and Hestia come to mind) or subtracted.

Neutrality
You will note that many of the deities 
here have a Neutral component to their 
alignment. This is because, while the gods 
interact with mortals, they have their 
own agenda. Most of the time, they are 
neither consistently good nor evil and 
tend to serve their own agenda rather 
than the agenda of any mortal. When 
favor is shown, it is often accompanied 
by wrath elsewhere. Because of this, most 
clerics have a choice of how they wish 
to channel energy. Just remember that 
using divine energy invokes the deity 
in question. Use it responsibly or you’ll 
earn the ire of the fickle and wrathful 
gods.

The Gods
the twelve olymPiAnS

Deity Alignment Domains Favored 
Weapon

Symbol

Zeus LN Air, law, weather Javelin 1 Thunderbolt

Hera 2 TN Community, nobility, 
destruction

Quarterstaff Peacock

Poseidon CN Water, Weather Trident Trident

Demeter CN Charm, community 
(cooperation), plant, 
weather (seasons)

Sickle, scythe Poppy, wheat, 
or other 
grain

Dionysus CN Chaos, charm, liberation, 
madness

Any improvised Grapes

Apollo CN Charm, darkness, healing, 
plant (decay), sun

Short bow The sun

Artemis 2 NG Animal, darkness, 
community

Long bow The moon 
or a deer

Hermes CN Community, travel, trickery Staff 
(caduceus)

Caduceus

Athena LG Artifice, knowledge, law, 
war (tactics)

Long spear Owl

Ares CE Destruction (rage), glory, 
war (blood)

Shield, short 
spear

Shield

Aphrodite 3 CG Charm, community (family) None Dove

Hephaestus N Artifice, fire, strength Hammer Anvil 4

1: And anything that deals electricity damage (including rays).
2: Artemis and Hera only accept female followers.
3: Aphrodite only accepts followers with at least 15 Charisma.
4: Or other blacksmithing equipment
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The Sea
In ancient mediterranean life, the sea 
was a key part of life. It provided food, 
trade, communication, and riches while 
threatening danger and even death to 
those who did not respect it. It was a 
place of deadly mystery. Many myths take 
place either as a result of sea travel or 
involving sea travel. When running a 
Greek campaign, try incorporating the 
sea and make it a dangerous place that 
hides a great deal of riches for those 
brave enough to challenge it.

Flaws
Greek tragedies are about mortals (or 
gods) surcoming to their flaws. As a GM, 
try having each character pick a tragic 
personality flaw. Hubris, overwhelming 
pride/arrogance, is an excellent flaw 
and is shared by many Greek heroes. It 
more literally refers to something that 
brought shame to the victim and pleasure 
for the one causing the humiliation (or 
abuse).

Acceptable Races
Greek myths are littered with a fantastic 
menagerie of creatures. The pantheon 
of gods rest atop Mount Olympus, the 
humans busy themselves with mortal 
concerns, the offspring of the gods 
cause trouble for mortals, mermaids stalk 
the water, roving centaur bands attack 
unprotected settlements, while minotaur 
hordes wage a constant war against 
anyone who is unlike them. When 
considering appropriate races, please 
consider the origin of the race. Those of 
English or Norse origin probably are not 
acceptable thematically (elves, gnomes, 
orcs, etc) though they can likely be made 
to fit. We suggest the following list of 
races for a Greek campaign setting:
• Human**
• satyr*
• centaur*
• minotaur*
• merfolk***
• half gods*.
*Race found in this document
****We suggest the heart of the sea 
alternate racial trait for humans from 
the Advanced Racial Guide
***This race can be found in the Advanced 
Racial Guide

Bronze Age Weapons
Many of the Greek myths took place 
during the bronze and early iron ages. 
We suggest you use the bronze age level 
technology rules from Ultimate Combat 
when running a Greek campaign setting 
if doing an early Greek campaign and 
allow iron weapons at a much higher 
cost.

The Gods
The gods of Mt. Olympus are very 
involved in the mortal worlds. They take 
sides in conflicts, they are wrathful to 
those who spite them and shower those 
whom they favor with amazing gifts. 
Gods, like mortals, have personalities, 
flaws, and can make mistakes. Speaking 
to a god is a thrilling experience (and 
can generally only be done in their 
presence or at one of their temples) and 
should be reserved for moments of great 
need. A god spurned is a powerful enemy 
to have. While gods and goddesses are 
active, they most often send others in 
their place unless the situation demands 
their attention directly. They speak 
through oracles and priests and fight 
though champions and faithful armies.

Magic
In Greek mythology magic is the purview 
of the gods. We suggest that, in a Greek 
setting, you focus on divine magic over 
arcane to the point of disallowing 
arcane spellcasters. You may be able to 
find ways to incorporate them (example: 
A celestial bloodline sorcerer or simply 
calling arcane magic “divine”). The term 
“paladin” might be better replaced with 
the term “champion of X god”. Oracles 
are a cornerstone of Greek mythology 
and should play a part in your game. 
On a related note, prophecy and stories 
of trying to escape said prophecy are 
common in the stories of the Greeks and 
make for very entertaining games.

Drafting the Epic
how to PlAy A Greek cAmPAiGn
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An interesting way to integrate the occasional arcane spell caster would be to 
have them worship the lesser goddess Hekate (the goddess of magic and secrets, 
N, whose domains are knowledge, protection, magic, plants, animals, and void). 
However, due to her association with the underworld this presents interesting 
conflicts for those who would worship her.

Only Artifacts
An interesting alternate rule for a Greek campaign is to allow only a few rare, 
powerful, magic items rather than a common trickle of magic items. Try giving your 
players access to a handful of artifacts or gear far stronger than they should have 
(a +5 sword for example) rather than the rather common +1-+3 gear players find at 
lower levels. This makes players feel like they really have something special. If taking 
this option, consider disallowing crafting feats.

Doru
two-hAnded mArtiAl weAPon
This long, light, spear was used by Greek soldiers. A character may take exotic weapon 
proficiency (doru) to wield this weapon one handed while wielding a shield in their 
other hand.

Makhaira
two-hAnded mArtiAl weAPon
Used by Greek cavalry, a makhaira is a curved slashing sword that resembles a 
falchion. It was swung from the saddle with heavy swings that could crack an 
opponent’s skull open or remove limbs.
A makhaira deals double damage when used from the back of a charging mount and 
may be wielded in one hand while mounted.
A makhaira counts as a falchion in addition to counting as a makhaira for the 
purposes of such things as feats, class features, etc.

Sarissa
Two-Handed Exotic Weapon
A 15 foot long wooden spear with a small leaf-shaped bronze or iron blade on 
the tip. A heavy bronze butt-spike balanced the weapon and could be used to brace 
it against charging infantry. They were generally used in formations to fend off 
oncoming attackers. Their immense weight assures that only the strongest can 
carry them. It requires special training to use.
A sarissa has a reach of 15 feet and can only attack creatures 15 feet away from the 
wielder. Small sarissa have a reach of 10 feet.
Any closer than that, the spear becomes a liability to the wielder.
A sarissa is susceptible to sunder attempts. Creatures attempting to sunder a sarissa 
get a +2 circumstance bonus to their CMB to do so.

Greek Equipment
new Greek weAPonS And Armor for your GAme

Weapon Cost Dmg 
(s)

Dmg 
(m)

Critical Range Weight Type Special

Doru 6 gp 1d4 1d6 19-20 x2 - 7 lbs P Reach

Makhaira 75 gp 1d6 1d8 19-20 x2 - 8 lbs S -

Sarissa 20 gp 1d6 1d8 20 x3 - 14 lbs P Reach (15)

Xiphos 10 gp 1d4 1d6 x3 - 2 lbs P/S -
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Xiphos
one-hAnded mArtiAl weAPon
A xiphos is a Greek shortsword which 
was generally used when a spear was 
used up. It had a leaf shape to it and 
could be used to both cut and thrust.
A xiphos counts as a short sword in 
addition to counting as a xiphos for the 
purposes of such things as feats, class 
features, etc.

Hoplon
Shield
This large, round, painted, wooden shield 
has the statistics of a heavy steel shield 
but is made out of wood.

Pelte
Shield
This crescent wicker shield covered in 
the hide of an animal was an effective 
skirmishing shield. This counts as a light 
wooden shield with no armor check 
penalty but has the hardness of leather 
or hide (2 hardness and 5 hp per inch of 
thickness).

Design Note: Armor & 
Shields
Armor in Greek warfare was lighter 
than that of traditional fantasy armor. 
Even hoplites (armored soldiers) in 
their panoply (full suit of armor) were 
not particularly well covered by later 
European standards. There are two ways 
to represent this. The first option (more 
accurate) is to disallow heavy armor. The 
second option is to allow heavy armor, 
but just assume that it looks different 
than it typically appears and, possibly, 
lower the armor check penalty by 2 and 
raise the max Dexterity by 2 to represent 
the lack of coverage. In compensation, 
all armor bonuses to AC from heavy 
armor is reduced by 2. Breastplate was 
the most common kind of armor for the 
best defended troops in ancient Greece.

Shields were almost exclusively made 
from strong wood or wicker and were 
quite heavy. Most would not survive a 
battle without needing to be repaired.
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Amazons
A race of warrior women who are as 
fierce as they are beautiful. They are 
daunting in their height but possess a 
natural grace and poise that few other 
mortals possess.

ABility Score rAciAl trAitS: Amazon
characters are strong and wise but are 
often unable to control their temper. 
They have a rough and militant culture 
that leaves little room for social 
niceties. Despite their renown beauty, 
they are often far too aggressive and 
domineering for their own good. They 
gain +2 Constitution, +2 Wisdom, -2 
Charisma

Size: Amazons are Medium creatures and
thus receive no bonuses or penalties due 
to their size.

BASe SPeed: Amazons have a base speed
of 30 feet.

tyPe: Amazons are humanoids with the
human subtype.

femAle: All Amazons are female.

wArrior women: Amazons are
proficient with all martial weapon.

miSAndry: Amazons have a natural
distrust that borders on hatred of all 
men. They treat all males as Unfriendly 
or Hostile by default. Amazons have a -4 
penalty on all Diplomacy checks when 
dealing with males due to this deep 
seated hatred. However, amazons gain 
a +2 racial bonus on all attempts to 
resist mind effecting abilities originating 
from a male. This also raises the DC by +2 
for all attempts for a male to sway an 
amazon (such as with Diplomacy).

AmAzoniAn StrenGth SurGe: An
Amazon may summon up a deep reserve 
of internal strength to grant herself 
+4 moral bonus to Strength for a short 
burst. This is normally accompanied by a 
fierce battle cry and lasts for a number 
of rounds equal to x2 her HD per day. 
These rounds need not be consecutive.

StrenGth of will: An amazon gains a
+2 bonus on all Will saves.

lAnGuAGeS: Amazons begin play speaking
Common. Amazons with high Intelligence 
scores can choose any languages they 
want (except secret languages, such as 
Druidic).

Satyr
Satyrs are fey who typically worshipers 
of Dionysus. They appear to be short 
humanoids with the legs and horns of a 
goat. Male satyrs typically posses thick, 
often overweight, bodies with copious 
body hair and chin beards.

ABility Score rAciAl trAitS (mAle): 
Male satyr characters are hardy of body 
and natural manipulators, but suffer 
from a lack of formal education due to 
a lack of interest in such things. They 
gain +2 Charisma, +2 Constitution, -2 
Intelligence.

ABility Score rAciAl trAitS (femAle): 
Female satyr are of a more slender 
build and have a distinctive grace 
about their form. When coupled with 
their manipulativeness, they are near 
unmatched in their duplicity when 
they employ it. Female satyr are often 
called “faun”. They gain +2 Charisma, +2 
Dexterity, -2 Intelligence.

Size: Satyr are Medium creatures and
thus receive no bonuses or penalties due 
to their size.

BASe SPeed: Satyr have a base speed of
30 feet.

tyPe: Satyr are Fey with the satyr
subtype.

leGend of PAn: A satyr character is
treated as +1 level higher when casting 
spells with the charm descriptor, using 
granted powers of the Charm domain 
and using bloodline powers of the 
fey bloodline. This trait does not give 
members of this race early access to 
level-based powers; it only affects powers 
that they could already use without this 
trait. If a satyr character has a Charisma 
score of 11 or higher, it also gains the 
following spell-like abilities:
• 1/day—charm person.
The caster level for these spell-like 
abilities is equal to the satyr’s character 
level.

StABility: Satyrs gain a +4 racial bonus
to their Combat Maneuver Defense when 
resisting a bull rush or trip attempt.

deAdly Gore: Satyr have horns built
for self defense, granting them a 
gore natural attack that deals 1d6 
bludgeoning damage.

lAnGuAGeS: Satyr begin play speaking
Common. Satyr with high Intelligence 
scores can choose any languages they 
want (except secret languages, such as 
Druidic).

New Races
new PlAyerS rAceS for the PAthfinder rolePlAyinG GAme
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Minotaur
Minotaurs are towering bovine creatures 
with an intimidating physicality about 
their movements. They have glazed eyes 
that sit in a bull’s head atop a thick 
human body covered in a coat of thick, 
shaggy, fur. Their digigrade legs end in 
split hooves.

ABility Score rAciAl trAitS: Minotaur
characters have the musculature of a 
bull that they use to their advantage 
in daily life. Despite their tendency to 
bully, they are not totally uncultured. 
They have a rich tribal existance which 
emphasizes familial loyalty and wisdom. 
They gain +2 Strength, +2 Wisdom, -2 
Intelligence

Size: Minotaur are Medium creatures
and thus receive no bonuses or penalties 
due to their size.

BASe SPeed: Minotaur have a base speed
of 30 feet.

tyPe: Minotaur are humanoids with the
minotaur subtype.

overSized weAPon: While a minotaur
character is Medium sized, they are 
nearer to Large size. This, combined 
with their brute strength, allows them 
to count as a Large creature for the 
purposes of determining what weapons 
they can wield.

nAturAl cunninG: Although minotaurs
are not especially intelligent, they possess 
innate cunning and logical ability. 
This gives them immunity to maze spells, 
prevents them from ever becoming lost, 
and a +2 racial bonus on attempts to 
track creatures.

Gore: A minotaur character gains a 1d6
gore attack.

dArkviSion: Minotaurs can see perfectly
in the dark up to 60 feet.

lAnGuAGeS: Minotaurs begin play
speaking Common. Minotaurs with 
high Intelligence scores can choose 
any languages they want (except 
secret languages, such as Druidic). 
See the Linguistics skill page for more 
information about these languages.

Alternate Racial Traits:
ProPhetic intuition: A tribe of
minotaurs with divine ancestors have the 
gift of limited prophetic intuition. This is 
an extraordinary ability as it does not 
actually come from any divine source, 
but lays deep in their intuition. These 
minotaurs, marked by rusty red fur, gain 
a +2 dodge bonus to AC against attacks 
of opportunity. In addition, after a 
hidden creature has attacked a minotaur 
with a melee attack, the minotaur 
automatically detects which square(s) the 
creature occupies. Finally, a minotaur is 
not treated as being flat-footed before 
they take an action in combat. They 
may still be rendered flatfooted by an 
opponent they are unaware of or who 
successfully feints them. This replaces 
oversized weapons.

mAzeBorn: A minotaur who is born in
a maze is constrained and live a lonely 
existence. Many are confined to these 
great mazes to protect treasures or 
seal away wicked things. A mazeborn 
minotaur who uses a charge action 
can make one turn of up to 90 degrees 
as part of the move, as long as each 
part of the move is at least 10 feet. The 
total movement for the round cannot 
exceed double the minotaur’s movement 
speed. Allied creatures do not impede this 
charge, though the mazeborn minotaur 
cannot attack from or end its move in 
an ally’s space. This replaces oversized 
weapons.
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Centaur
ABility Score rAciAl trAitS: Centaurs
are strong and hearty, but stubbornness 
and hubris flows in their veins. Their 
large size makes them even stronger but 
also makes them a little less nimble.
They gain +4 Strength, +2 Constitution, 
-2 Dexterity, -2 Charisma

Size: Centaurs are Large creatures and
have a -1 penalty to AC, -1 penalty on 
attack rolls, +1 racial bonus to CMD, 
and a -4 penalty on Stealth checks. (Stat 
adjustments from size included already).

BASe SPeed: Centaur have a base speed of
40 feet.

tyPe: Centaurs are monstrous
humanoids.

hArdy: +2 racial bonus on saving
throws against poisons, spells, and spell-
like abilities.

QuAdruPed: +4 racial bonus to CMD
against trip attempts. This also doubles 
the carrying capacity of the centaur 
relative to a bipedal creature with equal 
Strength.

underSized weAPonS: Although a
centaur is Large, its upper torso is the 
same size as that of a Medium humanoid. 
As a result, they wield weapons as if 
they were one size category smaller 
than their actual size (Medium for most 
centaurs).

mounted: A centaur counts as being
mounted. This may be amended on a 
case by case basis. The Mounted Combat 
feat only works against attacks of 
opportunity. They cannot use the Ride 
skill. Feats that require the Ride skill 
instead use Acrobatics. Centaurs never 
receive Ride as a class skill. If a class 
would give a centaur Ride as a class 
skill, the centaurs instead receives 
Acrobatics or Swim as a class skill 
(player’s choice).

lAnGuAGeS: Centaur begin play speaking
Common and Dwarven. Centaur with 
high Intelligence scores can choose 
from the following: Giant, Gnome, Goblin, 
Orc, Terran, and Undercommon. See 
the Linguistics skill page for more 
information about these languages.

level AdjuStment: +1

Demigod Template
(cr+2)
Born of a union of god and man, the 
demigods are powerful beings. Demigods 
are always physical manifestations of 
divine concepts, one of the best examples 
being Heracles and the 
concept of strength.

ABilitieS
divine Source: Every demigod has a
particular trait that fuels their powers. 
A demigod chooses one ability score 
modifier to determine their effects of 
their divine heritage. Once chosen, this 
decision cannot be changed. Temporary 
increases to their chosen ability score 
ability score, such as from spells like 
bull’s strength, are not counted when 
determining their divine source ability 
score.

divine heritAGe: Every demigod has
access to a non-alignment domain 
belonging to the god or goddess who 
serves as their parent. A demigod uses 
his or her divine source ability score 
modifier in place of his Wisdom modifier 
to determine the uses per day and other 
effects of their domain powers. At 5th 
level, a demigod gains the use of his 
1st level domain spell as a once per day 
spell-like ability. He uses his character 
level in place of their caster level, and 
his divine source ability score in place 
of Charisma. At 10th level and every 5 
levels thereafter, the demigod learns the 
next highest domain spell as a spell-like 
ability, and all previously gained spell-
like abilities can be used an additional 
time per day.

ABility Score modifierS: A demigod
receives a +2 to an ability score of their 
choice.
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Requirements
• rAce: Amazon

weAPon And Armor ProficiencieS:
An Amazonian warrior is proficient with 
all simple and martial weapons, light 
armor, and shields (except tower shields).
This ability modifies the weapon and 
armor proficiencies of the fighter.

Lust for Battle (Ex):
An Amazonian warrior gains +1 round 
per level of Amazonian warrior for 
her amazon strength surge racial trait 
(total of +3).
• At 3rd level she gains DR 2/women*

while using her strength surge.
• At 7th level the bonus she gets to her

Strength from her amazon strength
surge racial trait improves to a +6.

• At 11th level the DR improves to DR 5/
women*.

• At 15th level the bonus she gets
to her Strength from her amazon
strength surge racial trait improves
to a +8.

• At 19th level the DR improves to DR 10/
women*.

*This DR can only be overcome by a
weapon wielded by a female. Genderless 
creature (such as oozes)
This ability replaces armor training and 
armor mastery.

Powerful Draw (Ex):
An Amazonian warrior of 5th level or 
higher uses Strength in place of Dexterity 
to determine her bonus to hit with 
ranged weapons.
This ability replaces weapon training I.

Sister of War (Ex):
At 9th level an Amazonian warrior gains 
Weapon Focus with all weapons in the 
amazon weapon group. From this point 
on, she may take “amazon weapons” in 
place of a specific weapon for feats that 
require you to specify a specific weapon 
(such as Weapon Specialization, Greater 
Weapon Focus, etc) and the bonus applies 
to all weapons in the amazon weapon 
group (see below).
If an Amazonian warrior has the Weapon 
Focus feat with amazon weapons or 
gains it, she instead gains a +2 bonus 
on confirmation rolls with amazon 
weapons.
This ability replaces weapon training II.

AmAzon weAPon GrouP: Javelin, long
spear, short spear, doru, short sword, 
xiphos, long bow, and the short bow.

Weapons of the Titans 
(Ex):
At 13th level an Amazonian warriors 
wield count as magic and epic for the 
purpose of overcoming damage reduction.
This ability replaces weapon training III.

Wrath of Hera (Ex):
At 17th level, when an Amazonian 
warrior confirms a critical hit against 
a creature with an amazon weapon, all 
enemies adjacent to the creature who 
was critically hit take the amazon’s 
Strength modifier in sonic damage from 
the force of the impact (this damage is 
not multiplied or counted as a critical 
hit). The creature struck by the critical 
hit must make a Reflex save (DC 10 + 1/2 
Amazonian warrior level + Strength 
modifier) or be knocked prone. This ability 
replaces weapon training IV.

Femme Fatale (Ex):
At 20th level, any attacks made with 
weapons from the amazon weapon 
group automatically confirm all critical 
threats. In addition, any male struck 
by a critical hit with the weapon of 
an Amazonian warrior needs to make 
a Fortitude save (DC 10 + Amazonian 
warrior level + Strength modifier) or be 
killed.
This ability replaces weapon mastery.

Amazonian Warrior
A fiGhter ArchetyPe for AmAzonS
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The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b) “Derivative 
Material” means copyrighted material including derivative works 
and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the 
extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts, creatures, characters, 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” means the 
logos, names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products contributed 
to the Open Game License by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content.
5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark in 
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