ATHFINDER

ROLEPLAYING GAME COMPATIBLE

—




GAUATLET CONE UANDED)
|

Bludgeoning — 1d2 1d3

Simple
Weapon
(Un-
armed)

x2 2gp 1 Ib.
w

WEAPON QUALITIES

UNARMED STRIKE CONE UANDED)
|

Bludgeoning — 1d2 1d3

Simple
Weapon

x2 - (Un-

armed)

TO HIT BONUS TO DAMAGE BONUS
nonlethal

WEAPON QUALITIES

DAGGER (ONE HANDED)

Plercing or 10 ft¢. 1d3 1d4

Slashing

Simple

19 - 20 Weapon
x2 (Light
Melee)

2gp 11b.

|

WEAPON QUALITIES

DAGGER, PUNCHING CONE HANDED)
e |

Piercing — 1d3 1d4

CRITICAL COoST WEIGHT WEAPON TYPE

Simple
Weapon
x3 (Light

Melee)

ap 1 ib.

2

WEAPON QUALITIES

GAUATLET, SPIKED (ONE WANDED)
|

Piercing — 1d3 1d4

CRITICAL COST WEIGHT WEAPON TYPE

Simple
Weapon
(Light
Melee)

TO HIT BONUS TO DAMAGE BONUS
———

x2 Sgp 11Ib.

WEAPON QUALITIES

MACE, LIGHT CORE WANDED)
e |

Bludgeoning — 1d4 1d6

Simple

Weapon
4 Ib. (Light
Melee)

TO HIT BONUS TO DAMAGE BONUS
-———

x2 S5gp

WEAPON QUALITIES




SICKLE CONE UANDED)

Slashing — 1d4 1d6

Simple
Weapon
(Light
Melee)

TO HIT BONUS TO DAMAGE BONUS ”
trip

x2 6 gp 2 Ib.

WEAPON QUALITIES

CLUR CONE WANDED)
e

Bludgeoning 10 ft. 1d4 1d6

CRITICAL COST WEIGHT WEAPON TYPE

Simple
Weapon
(Melee)

x2 —-— 3 Ib.
w

WEAPON QUALITIES

MACE, UEAVY CONE UANDED)
o

Bludgeoning — 1d6 1d8
Simple
x2 12 gp 8 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

MORNINGSTAR CONE HANDED)
s

Bludgeoning, — 1d6 1d8

and Piercing

CRITICAL COST WEIGHT WEAPON TYPE

Simple
x2 8 gp 6 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS SPECIAL

WEAPON QUALITIES

JORTIPEAR (ONE HANDED)
|

Piercing 2 0 ft. 1d4 1d6

Simple
x2 1gp 3 1Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

LONGSPEAR (TWO UANDED)
|

Piercing — 1d6 1d8

Simple
x3 Sgp 9 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
breach, reach

WEAPON QUALITIES




QUARTERSTAFF (TUO UANDED)

ouncor rore [ suvcs [~ sonsce () [l oeusce |

1d4 | 1d6 |
1d4 1d6

Bludgeoning —

CRITICAL COST WEIGHT WEAPON TYPE

Simple
Ib. Weapon
(Melee)

x2 4
TO HIT BONUS TO DAMAGE BONUS
double, monk

WEAPON QUALITIES

GPEAR (TUO HANDED)
|

Piercing 2 0 ft. 1d6 1d8

CRITICAL COST WEIGHT WEAPON TYPE

Simple
x3

2

Weapon
(Melee)

gp 6 Ib.
TO DAMAGE BONUS
brace

WEAPON QUALITIES

CROSSROW, EAVY CONE HANDED)

e |
Piercing 120 ft. 1d8 1d10
Simple
19 - 20
x2 50 gp 8 Ib. Weapon
(Ranged)

00000000 00000000
00000000 00000000
00000000 00000000

00000000 00000000
00000000 00000000
00000000 00000000

WEAPON QUALITIES

CROGSROW, LIGUT CONE/TUWO UANDED)

e |
Piercing 80 ft. 1d6 1d8
Simple

19 220 35 gp 4 Ib. Weapon

x (Ranged)

]

TO HIT BONUS TO DAMAGE BONUS
-———

Q0000000 OO000000

00000000 0000000
00000000 0000000
00000000 0000000

WEAPON QUALITIES




DART (ONE HANDED)
DAMAGE TYPE m DAMAGE (M)

Piercing 2 O ft. 1 d3 1 d4

Q
©
73
S

WEIGHT WEAPON TYPE

CRITICAL

Simple
x2 5sp 112 Ib. Weapon
(Ranged)

TOTAL AMMUNITION AMMUNITION COUNT

00000000 00000000
00000000 00000000
00000000 00000000
00000000 00000000
00000000 00000000

00000000 00000000

WEAPON QUALITIES

JAVELIN CONE WANDED)
s

Piercing 30 ft. 1d4 1d6
Simple
x2 1gp 21Ib. Weapon
(Ranged)

TO HIT BONUS TO DAMAGE BONUS
————

WEAPON QUALITIES

aLING (ONE HANDED)
DAMAGE TYPE m DAMAGE (M)

Bludgeoning 50 ft. 1d3 1d4

I

CRITICA COST m WEAPON TYPE
Simple

x2 — 0 Ib. Weapon
(Ranged)

TO HIT BONUS TO DAMAGE BONUS

|
|

TOTAL AMMUNITION AMMUNITION COUNT

000000 00000000
000000 00000000
000000 00000000
00000000 00000000
00000000 00000000
00000000 00000000

WEAPON QUALITIES

AXL, TUROWING CONE HANDED)
o

Slashing 1 0 ft. 1d4 1d6

CRITICAL COST WEIGHT WEAPON TYPE

Martial
x2

Weapon

8 (Light

Melee)

ap 2 Ib.

WEAPON QUALITIES

AMMER, LIGUT (ONE WANDED)
s

Bludgeoning 20 ft. 1d3 1d4

CRITICAL COST WEIGHT WEAPON TYPE

Martial
x2

Weapon

1 (Light

Melee)

ap 2 Ib.
”

WEAPON QUALITIES




UANDAXE (ONE HANDED)

s |
Slashing

s
1d4 1d6

Slashing

—— 1d3 1d4

Martial 18 20 Martial
Weapon Weapon
x3 6 gp 3 Ib. (Light 8y,
Melee)

b.
(Light
Melee)
TO HIT BONUS TO DAMAGE BONUS TO HIT BONUS TO DAMAGE BONUS
—— p——
WEAPON QUALITIES

WEAPON QUALITIES

PICK, LIGHT CONE HANDED)

dAP (ONE HANDED)
|

s
— 1d3 1d4

Piercing

Bludgeoning — 1d4 1d6
— er

Martial
Weapon
x4 4 gp 3 Ib. (Light

Martial
1 Weapon
Melee) (Light
Melee)

”

TO HIT BONUS TO DAMAGE BONUS
nonlethal
WEAPON QUALITIES

WEAPON QUALITIES

JUIELD, LIGUT (ONE UANDED) JPIKED ARMOR CONE WANDED)
|

e
Bludgeoning — 1d2 1d3

Piercing

- 1d4 1d6
[ cmmea |

Martial
. . Weapon
x2 special| | special p

Martial
(Light x2 special| | special | | Wearon
Melee)

(Light
Melee)
TO HIT BONUS TO DAMAGE BONUS TO HIT BONUS TO DAMAGE BONUS
—— —
WEAPON QUALITIES

WEAPON QUALITIES




GPIKED SHIELD, LIGUT CONE WANDED)
|

Piercing — 1d3 1d4

CRITICAL COST WEIGHT WEAPON TYPE

Martial
Weapon
(Light
Melee)

TO HIT BONUS TO DAMAGE BONUS
————

special| | special

WEAPON QUALITIES

SUORD, SHORT CONE WANDED)
|

Piercing — 1d4 1d6

CRITICAL COoSsT WEIGHT WEAPON TYPE

19 - 20 Martial

- Weapon

X2 10 gp 2 Ibs. (Light
Melee)

TO HIT BONUS TO DAMAGE BONUS
————

WEAPON QUALITIES

BATTLEAXE CONE WANDED)
|

Slashing — 1d6 1d8
Martial
x3 10 gp 6 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

FLAIL CONE UANDED)
e |

Bludgeoning — 1d6 1d8
Martial

8g b. Weapon

(Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, trip

WEAPON QUALITIES

LONGSUWORD (ONE UANDED)
|

Slashing — 1d6 1d8

CRITICAL COST WEIGHT WEAPON TYPE

Martial
19 20 15 gp b. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

PICK, HEAVY (ONE HANDED)
e |

Piercing — 1d4 1d6
Martial
x4 8 gp 6 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
-———

WEAPON QUALITIES




RAPIER CONE UANDED)
|

Piercing — 1d4 1d6

CRITICAL COST WEIGHT WEAPON TYPE

Martial
18 20 20 gp b. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
————

WEAPON QUALITIES

GCIMITAR CONE UANDED)
|

Slashing — 1d4 1d6

CRITICAL COoSsT WEIGHT WEAPON TYPE

Martial
18 -220 15 gp 4 Ibs. Weapon
x (Melee)

TO HIT BONUS TO DAMAGE BONUS
————

WEAPON QUALITIES

GlIELD, HEAVY (ONE HANDED)
|

Bludgeoning — 1d3 1d4
Martial
x2 Special| | Special Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

JPIKED SUIELD, NEAVY (ONE NANDED)
e |

Piercing — 1d4 1d6

CRITICAL COoST WEIGHT WEAPON TYPE

Martial
Special| | Special Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

TRIDENT (ONE WANDED)
|

Piercing 1 0 ft. 1d6 1d8

CRITICAL COST WEIGHT WEAPON TYPE

Martial
x2 15 gp 4 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
brace

WEAPON QUALITIES

WARNAMMER CONE HANDED)
e |

Bludgeoning — 1d6 1d8
Martial
x3 12 gp 5 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
-———

WEAPON QUALITIES




FALCHION CTUWO HANDED)
|

Slashing — 1d6 2d4

CRITICAL COST WEIGHT WEAPON TYPE

Martial
18 20 75 gp b. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
————

WEAPON QUALITIES

GLAIVE (TUO HANDED)
|

Slashing — 1d8 1d10

CRITICAL COoSsT WEIGHT WEAPON TYPE

Martial
x3 20 gp 10 Ibs. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
reach

WEAPON QUALITIES

GREATAXE (TUO HANDED)
|

Slashing —_— 1d10 1d12
Martial
x3 12 gp 20 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

GREATCLUR (TWO UANDED)
e |

Bludgeoning —— 1d8 1d10
Martial
5¢g b. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
———

WEAPON QUALITIES

FLAIL, NEAVY (TUWO WANDED)
|

Bludgeoning — 1 d 8 1 d 1 O
Martial
19 220 15 gp 10 Ib. Weapon
x (Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, trip

WEAPON QUALITIES

GREATSUORD (TUWO HANDED)
e |

Slashing — 1d10 2d6
Martial
19- 20 50 gp 8 Ib. Weapon
x2
(Melee)

TO HIT BONUS TO DAMAGE BONUS
-———

WEAPON QUALITIES




GUISARME (TUO HANDED)
|

Slashing — 1d6 2d4

CRITICAL COST WEIGHT WEAPON TYPE

Martial
x3 9 sp 12 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
reach, trip

WEAPON QUALITIES

WALRERD (TUWO WANDED)
|

e
forcimgor | | 108 | | 1d10

CRITICAL COoSsT WEIGHT WEAPON TYPE

Martial
x3 10 gp 12 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
brace, trip

WEAPON QUALITIES

LANCE (TUWO NANDED)
|

Piercing — 1d6 1d8

CRITICAL COST WEIGHT WEAPON TYPE

Martial
x3 10 gp 10 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
reach

WEAPON QUALITIES

RANSEUR (TUWO HANDED)
e |

Piercing — 1d6 2d4

CRITICAL COoST WEIGHT WEAPON TYPE

Martial
x3 10 gp 12 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, reach

WEAPON QUALITIES

SCUTHE (TUWO WANDED)
|

Piercing or —— 1d6 2d4

Slashing

CRITICAL COST WEIGHT WEAPON TYPE

Martial
x4 18 gp 10 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
.
trip

WEAPON QUALITIES




DAMAGE TYPE

Piercing

LONGROW (TUWO UANDED)

e |
100 ft.

1d6

DAMAGE (M)

1d8

x3

75 gp

WEIGHT

3 Ib.

-
<

WEAPON PE

Martial
Weapon
(Ranged)

TO HIT BONUS

TO DAMAGE BONUS

|

TOTAL AMMUNITION

(0]
00000000

AMMUNITION COUNT

00000000
00000000
00000000
(0]0) (0]0)

(0]0)

0000
00000000

000
0000

WEAPON QUALITIES

LONGROW, COMPOSITE (TWO NANDED)

e
Piercing 110 ft 1d6 1d8
Martial
x3 100 gp 3 Ib. Weapon
(Ranged)
Q0000000 00000000
00000000 00000000
Q0000000 00000000
00000000 00000000
Q0000000 00000000
Q0000000 00000000

WEAPON QUALITIES

JllORTROW (TWO HANDED)

e
Piercing 60 ft. 1d4 1d6
e

Martial
x3 30 gp 2 Ib. Weapon
(Ranged)

TO HIT BONUS

|
|

TO DAMAGE BONUS

TOTAL AMMUNITION

000000 000
00000000 00000000

AMMUNITION COUNT

00000000
00000000
00000000
00000000

00000

WEAPON QUALITIES

JlORTROW, COMPOSITE (TWO UANDED)

e
Piercing 70 ft. 1d4 1d6

e |
Martial

x3 75 gp 2 Ib. Weapon

(Ranged)

00000000 00000000

00000000 00000000

0000000 00000000

0000000 00000000

00000000 00000000

00000000 00000000

WEAPON QUALITIES




KAMA (ONE WANDED)
|

Slashing — 1d4 1d6

CRITICAL COST WEIGHT WEAPON TYPE

Exotic
Weapon
(Light
Melee)

x2 2gp 2 Ib.
TO HIT BONUS TO DAMAGE BONUS
monk, trip

WEAPON QUALITIES

NUNCUAKU CONE HANDED)
|

Bludgeoning — 1d4 1d6

CRITICAL COoSsT WEIGHT WEAPON TYPE

Exotic
Weapon

x2 2gp 2 Ib. (Light

Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, monk|

WEAPON QUALITIES

dAl (ONE UANDED)

Bludgeoning 1 o ft, 1 d3 1d4

CRITICAL COST WEIGHT WEAPON TYPE

Exotic
Weapon
(Light
Melee)

gp 1 Ib.
TO HIT BONUS TO DAMAGE BONUS
disarm, monk|

x2 1

|

WEAPON QUALITIES

JIANGHAM CONE NANDED)
e |

Piercing — 1d4 1d6

CRITICAL COoST WEIGHT WEAPON TYPE

Exotic
x2

Weapon
(Light
Melee)

ap 1 ib.
| | | monk |

3

WEAPON QUALITIES

JUIORD, RASTARD (ONC UANDED)
|

Slashing — 1 d 8 1 d 1 O

CRITICAL COST WEIGHT WEAPON TYPE

Exotic
19 - 20 Weapon
x2 (Light

Melee)

TO HIT BONUS TO DAMAGE BONUS
———

35 gp 6 Ib.

WEAPON QUALITIES

WARAXE, DWARVEN (ONE WANDED)
e |

Slashing — 1d8 1d10

Exotic
Weapon

8 Ib. (Light

Melee)

TO HIT BONUS TO DAMAGE BONUS
-———

x3 30 gp

WEAPON QUALITIES




WP CONE UANDED)
|

Slashing —— 1d2 1d3

CRITICAL COST WEIGHT WEAPON TYPE

Exotic

1 Weapon
b. (Light

Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, nonlethal,
reach, trip

WEAPON QUALITIES

AXE, ORC DOUBLE (TWO WANDED)
|

Slashing — 1d8 1d8

CRITICAL COoSsT WEIGHT WEAPON TYPE

Exotic
x3 60 gp 15 Ib. Weapon
(Melee)

| | | | | double |

WEAPON QUALITIES

CURIN, SPIKED (TWO UANDED)
|

Piercing 1 o ft, 1 d 6 2 d4

CRITICAL COST WEIGHT WEAPON TYPE

Exotic
x2 25 gp 10 Ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, trip

WEAPON QUALITIES

FLAIL, DIRE CTUD HANDED)

onwsor e [ e ounsce ) oonsce )

1d6 | 1d8 |
1d6 1d8

Bludgeoning —

CRITICAL COoST WEIGHT WEAPON TYPE

Exotic
90 gp 10 ib. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
disarm, double,
trip

WEAPON QUALITIES

WAMMER, GNOME UOOKED (TUWO WANDED)
|

Bludgeoning, 1d6 | 1d8 |
or Piercing 10 ft' 1d4 1d6
Exotic
x3 | x4 20 gp b. Weapon
(Melee)

TO HIT BONUS TO DAMAGE BONUS
double, trip

WEAPON QUALITIES

SUORD, TWO-BLADED (TUWO WANDED)
e |

Slashing —— 1d6 | 1d8 |
1d6 1d8
cos | weionr |
Exotic
19 -220 100 gp 4 Ib. Weapon
x (Melee)

| | | | | double |

WEAPON QUALITIES




URGROSH, DUARVEN (TUO HANDED)
|

Piercing or 1d8 | 1d8 |
Slashing - 1d4 1d6
Exotic
50 gp 12 Ib. Weapon
(Melee)

x3
TO HIT BONUS TO DAMAGE BONUS
brace, double

WEAPON QUALITIES

BOLAS CONE UANDED)
|

Bludgeoning 10 ft. 1d3 1d4
Exotic
x2 Sgp 2 Ib. Weapon
(Ranged)

TO HIT BONUS TO DAMAGE BONUS
nonlethal, trip

WEAPON QUALITIES

CROS3ROW, UAND (ONE HANDED)
DAMAGE TYPE m DAMAGE (S) DAMAGE (M)

Piercing 30 ft. 1d3 1d4

COST WEIGHT WEAPON TYPE

Exotic
19 -220 100 gp 2 Ib. Weapon
x (Ranged)

TOTAL AMMUNITION AMMUNITION COUNT

00000000 00000000
00000000 00000000
880 000

|

Q0000000 00000000

CROSSROU, REPEATING HEAVY (TUD HANDED)

Piercing 1 2 O ft. 1d8 1d10

CRITICAL CoSsT WEIGHT WEAPON TYPE

Exotic
19 -220 400 gp 12 Ib. Weapon
x (Ranged)

|

TO HIT BONUS TO DAMAGE BONUS
———

TOTAL AMMUNITION AMMUNITION COUNT

Q0000000 00000000




CROGSROW, REPEATING LIGHT (TUO HANDED)

JUURIKER (TUWD UANDED)

e
Piercing 80 ft. 1 1d2
Exotic
x2 1gp 112 Ib. Weapon
(Ranged)

TO HIT BONUS

|

| | monk

TOTAL AMMUNITION AMMUNITION COUNT

e
Piercing 80 ft. 1d6 1d8

| comen
Exotic

19 -220 250 gp 12 Ib. Weapon
x (Ranged)

00000000 00000000

00000000 00000000

00000000 00000000

000000 Q000000

00000000 00000000

00000000 00000000

WEAPON QUALITIES

00000000

00000000

WEAPON QUALITIES

NET (TWO UANDED)
o

10 ft.

CRITICAL COST

20 gp 6 Ib.

WEIGHT WEAPON TYPE

Exotic
Weapon
(Melee)

TO HIT BONUS

I
|

TO DAMAGE BONUS

WEAPON QUALITIES

aLING STAFF, UALFLING (TWO UANDED)

B
Bludgeoning 80 ft. 1d6 1d8

= N e ==
Exotic

x3 20 gp 31Ib. Weapon
(Ranged)

Q0000000 00000000

00000000 00000000

00000000 00000000

Q000000 00000000

00000000 00000000

WEAPON QUALITIES




oonsoe e I e | oo

Q
S
@
S

WEIGHT WEAPON TYPE

TO HIT BONUS TO DAMAGE BONUS

TOTAL AMMUNITION AMMUNITION COUNT

00000000
00000000

00000000

00000000

00000000

WEAPON QUALITIES

COST WEIGHT WEAPON TYPE

TO HIT BONUS TO DAMAGE BONUS

TOTAL AMMUNITION AMMUNITION COUNT

00000000
00000000
00000000
00000000
00000000
00000000

WEAPON QUALITIES

CRITICAL COST WEIGHT WEAPON TYPE

|
|
|
|

TO HIT BONUS TO DAMAGE BONUS

TOTAL AMMUNITION

00000000
8000OOOO

00000000

AMMUNITION COUNT

00000000
80000000

00000000

WEAPON QUALITIES

DAMAGE TYPE

TO HIT BONUS TO DAMAGE BONUS

TOTAL AMMUNITION

00000000

000000
00000000

AMMUNITION COUNT

00000000
00000000
00000000
00000000
00000000
00000000

WEAPON QUALITIES




DAMAGE TYPE

)

CRITICAL

COST WEIGHT WEAPON TYPE

TO HIT BONUS

|

TO DAMAGE BONUS

—

WEAPON QUALITIES

DAMAGE TYPE

T ETTE T

CRITICAL

COST WEIGHT WEAPON TYPE

TO HIT BONUS

|

TO DAMAGE BONUS

—

WEAPON QUALITIES

DAMAGE TYPE

o W ouce ) Il oomor

CRITICAL

COST WEIGHT WEAPON TYPE

TO HIT BONUS

|

TO DAMAGE BONUS

WEAPON QUALITIES

DAMAGE TYPE

BT TTE TN

CRITICAL

COST WEIGHT WEAPON TYPE

TO HIT BONUS

|

TO DAMAGE BONUS

WEAPON QUALITIES

DAMAGE TYPE

BT ETTE TN

CRITICAL

COST WEIGHT WEAPON TYPE

TO HIT BONUS

|

TO DAMAGE BONUS

—

WEAPON QUALITIES

DAMAGE TYPE

BT ETTE TN

CRITICAL

COST WEIGHT WEAPON TYPE

TO HIT BONUS

|

TO DAMAGE BONUS

—

WEAPON QUALITIES




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, modifi-
cation, correction, addition, extension, upgrade, improvement, compila-
tion, 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 enhance-
ment 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, stor-
ylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio represen-
tations; 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 indi-
cate 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 compat-
ibility 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 unen-
forceable, such provision shall be reformed only to the extent necessary
to make it enforceable.
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