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APEX Strikefile
takes its inspiration from the
sealed booster packs of
roleplaying miniatures. Each
. APEX Strikefile includes
.complete statistics, tactics
and roleplaying hooks for a
small, thematic group of
_“adversaries. At least one
. Character per strike file is
-designed for use as pre-gel
*starting character.

- This Strikefile
-includes statistics for a
group of four low to mid-
level Lifer soldiers. They
scan be used together as a
srescue-cell, be pre-gen
characters or supporting
cast for a Lifer-centric
=campaign, or be used
independently as individual
threats. The Game Master
can also infinitely re-use
these characters as stan-
dard Lifer grunts. They also
provide gamers with some
concrete examples of the
diverse, effective characters
that can be built using tools
in various Otherverse
Games releases.




Codename: Hopper

Evan Darrow, Lifer FastHero 1 (CR 1)
Medium Humanoid- Patriot Mechanic (Psionic)
Init +3Senseow light visionAura none
LanguagesEnglish

Defensel6, touch 16, flat-footed 13 (+3 DEX,
+3 class)

HD (1d8+) (HP)

Fort +1,Ref+4,Will +1

Speed30 ft
Melee Spaceb5 ft x 5 ft.;Reach5 ft
Base Atk+0;Grp +0

Atk Options +0 collapsible baton (1d6 bludgeon-

ing, 19-20/x2)

+3 Skorpion machine pistol (2d4 ballistic, usually the guy in the cockpit delivering troops : _.
20/x2, 40 ft range increment, semi auto, 20 roundon a ‘combat-hop.” ‘A

box mag)

Abilities STR 10 DEX 17 CON 13 INT 16 WIS
13CHA 11

Starting OccupationCriminal

Additional Class SkillsDisable Device, Knowl-
edge (streetwise)

FeatsGearhead (racial), Simple Weapons Profi-
ciency, Personal Firearms Proficiency, Aircraft
Operation (heavy aircraft)

Skills Balance +5, Computer Use +9*, Craft
(mechanical) +7, Drive +11*, Knowledge
(streetwise) +8, Knowledge (tactics) +4, Knowl-
edge (technology) +5, Knowledge: theology &

“Hopper grew up poor white trash in the
Anchorage Enclave, and according to his own
words, didnt even meet a Choicer or a real-life
pagan until he was in 16. Hopper got his start
a joyrider, boosting mak-tic sports cars from
wealthy Lifers. He did about 2 years in an
Enclave juvie for car jacking, hooked up with
the Alaskan AOG when he got out. My best
guess: he’s Lifer not out of some weepy, B-S +
commitment to the preborn, but because they’
got the best planes and let him fly ‘em.

He’s Patriot Mechanic, and has a head =
full of piloting neuro-cybernetics. Hopper is rate:
expert on the Lifer “Baby Bouncer” VTOL,
which is why he picked up the name Hopper. H

-Personal Datastack, MSGT Eric A.
Castillo, Warname: Toledo

Evasion (EX): If Darrow is exposed to any effect '+
that normally allows a character to attempt a REF,
Save for half damage, Darrow suffers no damage
a successful saving throw. This ability can only be
used when Darrow is wearing light armor or no
armor.

Racial Skill (EX): Darrow is especially skilled with
Repair, and may always take 10, take 20 or take
any number between 10 and 20 on any Repair
check. Repair is always a class skill for Darrow.

philosophy +4, Pilot +11*, Repair +7, Speak/Read

English, Tumble +7

Mechanic’s Telekinesis (SU)Darrow’s teleki-

*includes bonus from Mag-Link Headjack netic gifts are uniquely focused on manipulating metal

TalentsEvasion

and plastic. Merely by touching a Huge or smaller
mechanical object for one minute, Darrow can

Possession€ar opening kit, deluxe electrical tool perform routine cleaning and maintenance (such as

kit, mechanical tool kit, deluxe, multipurpose tool,
digital camera x2, Skorpion machine pistol,
Cyber Implants and Smatrtlights Smartlight
Palmtop (upgraded +2; acts as laptop),
Dreamscape Smartseed Messenger (acts as
cellphone and PDA), Nightvision Optics (lowlight
vision), Mag-Link Headjack (bonus on high-tech
skills)

Action Points5

cleaning and disassembling a gun, sharpening a
blade, or degreasing an engine block).

Darrow can telekinetically manipulate
unattended objects made mostly of glass or plastic
weighing up to 20 Ibs at will, as if using tmage
handspell. Patriot Mechanics can manipulate
objects telekinetically within 30 ft.



N
The Least You Need to Know:- -
Patriot Mechanics

Darrow can perform skill checks remote
at no penalty, due to the fine control the mutate
over inorganics, but suffers a -8 circumstance
penalty if he uses this ability to launch an attack

(such as by telekinetically firing a handgun). The Paingt M iyl

gifted, artificially evolved species detailed fully in th

. : APEX America sourcebook. They are low-level
Finally, as a full round action, Darrow cai

touch a Medium or smaller metal or plastic obje
and physically transform the object into any type
Improvised Tool Kit. Doing so destroys the obje
ruining it for its original purpose.

telekinetics who can manipulate machines with a
touch. These mutates are one of the most comm
human subspecies in the Otherverse America
campaign world, and serve with every faction as
mechanics, hackers, lab techs, pilots and comba
engineers.

Codename: none used
Randall Guice, Lifer Dedicated Hero 1 (CR 1)

Medium Human (Psionic) Additional Class Skills: Demolitions, Disable
Init +2;Sensegowlight vision (NV gogglespura ~ Device
. none FeatsSimple Weapons Proficiency, Personal
:LanguagesEnglish, Spanish Firearms Proficiency, Lightning Reflexes, Anti-

Ballistic Shell (Psi-Watch Campaign Setting)
*%-Defensel3, touch 13, flat-footed 11 (+2 DEX,  Skills Craft (visual arts) +3, Demolitions +5,

+1 class) Disable Device +8, Knowledge: streetwise +5,
&.HD 1d6+1 (7 HP)DR 10/- ballistic (when Anti-  Knowledge: theology & philosophy +2, Listen +7,
Ballistic Shellis active) Spot +7, Speak/Read Language (English, Spanish),

SRR Fort +2,Ref +2, Will +4 Treat Injury +4
o s e TalentsSkill Emphasis: Disable Device

-Melee Space5 ft x 5 ft.;Reach5 ft. PossessionNlightvision Goggles, Bolt Cultter,
=Base Atk+0; Grp +1 Multi-tool, Electrical tool Kit, Lock Release Gun,

sAtk Options +1 combat knife (1d4+1 piercing, 19-Chemical Light Sticks x4, pen flashlight, Combat
20/x2) Knife, Stun Gun, Griffin Arms .32 machine pistol

+1 stun gun (1d3 electrical plus paralysis Cyber Implants and Smartlights Dreamscape

1d6 rounds / FORT DC 15 negates) Smartseed/Messenger (functions as cellphone and
+ 3 Griffin Arms .32 Machine Pistol (2d4 PDA)

“ballistic, 20/x2, 40’ range increment, full auto, 32 Action Points5

<round box mag) “Randall Guice is small time, just mani-
fested his powers, and is trying to follow his
Psionic Abilities Anti-Ballistic Shell (no action, uncle Joseph into the AOG. He’s a little smarter
automatic response- gains DR 10/- against Ballistithan the average Lifer troop, and he’s got a
weapons- field shuts down after absorbing 100 HBretty decent handle on his psi-talent.
worth of damage within a 24 hour period)
3 The AOG’s got the kid tapped for bigger things-
nrAbilities STR 13 DEX 15 CON 13 INT 12 WIS if we don't get this kid soon, he's gonna earn
16 CHA 11 himself a Warname and really be trouble. Might
=Starting Occupation Termite (Otherverse America be tougher than it looks- we’ve had agents on
=Campaign Setting) him in Dallas and Baton Rogue, and he’s gotten
away clean both times. Wedge thinks he tagged



him in the shoulder
at Baton Rogue, so
he might be sporting
a fresh scar.
Maybe.”

-Personal §
Datastack, MSGT
Eric A. Castillo,
Warname: Toledo

Skill Emphasis

(EX): Guice receives
a+3 bonus on all
Disable Device :
checks. He is a skilled §
infiltrator and sabo- ¥
teur, a decent shooter g
and passable medic.
He’s a good support
member / generalist
for any rescue-cell.

Anti-Ballistic Shell
(SU): The ballistic

field provides Damage
Reduction 10/-
against ranged weap-
ons, which stacks with
DR from other
sources, such as
Tough Hero class
levels for the purpose
of resisting bullets,
arrows and other
missiles.

Once the
Anti-Ballistic Shell absorbed 100 hit points worth of
damage within a 24 hour period, the shield shatters,
and this feat becomes temporarily inactive. A
shattered Anti-Ballistic Shell field regenerates within
a day. Guice ishakerfor 1d6 minutes after his field
shatters, due to neural feedback.



Codename: Mad Momma 13
Jessica “Nina” Munoz,

Lifer Powered Hero 3, Soldier 1
(CR4)

Medium Human (Psionic)

Init +3SensesormalAura none
LanguagesEnglish, Spanish

Defensel 8, touch 15, flat-

footed 15

(+3 DEX, +2 class, +2 medium
combat armor (non proficient), +1
shield)

HD (3d8+1d10+4) (23 HP)

Fort +5,Ref+6,Will +2

Speed30 ft

Melee Space5 ft x 5 ft.
Reach5 ft

Base Atk+3;Grp +5

Atk Options +7 combat knife
(1d4+6* piercing, 19-20/x2)

+7 collapsible baton
(1d6+6* bludgeoning, 19-20/x2)

+7 Shooter Type Energy
Blast (2d6 force, 20/x2, 25 ft range
increment)

Tear Gas Grenade (10 ft
radius burst, targets stunned for
2d6 rounds, FORT DC 25 ne-
gates)

Abilities STR 19 DEX 17 CON
14 INT 11 WIS 12 CHA 12

Starting OccupationBlock
Mother (Otherverse America
campaign setting)

Additional Class SkillsSpot,
Listen (+1 competence bonus in
each)

FeatsSimple Weapons Profi-
ciency, Personal Firearms Profi-
ciency, Combat Reflexes, Power
Attack, Meaningful Ink, Weapon
Focus (Shooter-Type Energy
Blast)



Skills Balance +5, Climb +7(+2 in armor), Demoli-Genetic Enhancement Package (EXMad
tions +2 Hide +10, Intimidate +4, Jump +6, KnowlIMomma has the typical civilian Genemods: AgeWe!
edge: tactics +3, Listen +5, Spot +5, Speak/ReadCornucopia, Freshen, and Geno-receptor. She i
(English, Spanish) vulnerable to any Genefeat (such as Metabolism
Talents Ability Push (DEX) Shooter Type |, Burn), which specifically exploits those genemods.
Shooter Type Il The major in-game effect of these genem
is that Mad Momma requires roughly half the food
Possessionsmedium combat armor (D20 Future), of an unmodified human of similar build, and lives
gas mask, collapsible baton, combat knife, zip tie significantly longer. Itis also much easier for Mad
handcuffs, digital camera, 3x tear gas grenades Momma to undergo additional genetic enhancem
than it would be for a normal human.
Cyber Implants and Smartlights Dreamscape
Smartseed/Messenger (functions as cellphone andbility Push (EX): Once per day, Mad Momma
PDA), Kevlar Replacement Muscle Groups (in- can increase her Dexterity score by +2. This en-
creases strength and flexibility), Integral Combat hancement lasts for one hour, and requires a full
Bracers (shields in forearms) round action to activate.

Action Points 25 Maximum 10+1d6 remaining for Meaningful Ink (EX): Mad Momma'’s breasts and .
use shoulders are covered by greyscale images of
sleeping cherubs, and a beatific gestating fetus is

“There’s been a “Mad Momma” serving inked on her toned belly. Her extensive Lifer-style

with the Lifer AOG since the mid 1980s, when &attoos grant Mad Momma a +2 morale bonus on %

early anti-choice terrorist named Shelly Shannomelee damage rolls against those directly oppose

created the codename. Jessica Munoz is the 130 her Lifer allegiance- usually Choicer and Fed-

woman to take up the identity. Born and raised Gov soldiers and abortion providers.

in Pensacola, she’s following in her mother’s

footsteps proudly. She became a mom at 14, aShooter-Type Energy Blast (SU)Mad Momma

Block Mother at 17, and she was implicated in can fire a blast of energy which inflicts 2d6 points of

the murder of her first abortion doctor, a force damage on a successful hit. This energy blast
Gardnerian priestess from Choicer Miami namebas a 25 ft range increment. This natural weapon is
Mina Astara by the time she was 19. usable at will, as a standard action.

HUMINT puts Mad Momma somewhere in the
Jacksonville Enclave. She’'s been quiet for about
a year now, recovering from minor cybernetic
upgrades. She was born Powered, and her
natural energy weapons impress even me, but
now she’s strong enough to punch through a
brick wall. The Lifer nation must be equally
impressed with Munoz if they’re willing to spend
that kind of money upgrading her.”

-Personal Datastack, Major Maggie
Newhope, Warname: Pinpoint



*Codename: none used
Lily Rose Chakyin, Lifer Sidewalk Counselor
5, Personality 1 (CR 6)
&:Medium Human (Psionic)
Init +1SensesormalAura none
8- LanguagesEnglish, Spanish, Chinese, Russian

& Defensel0, touch 10, flat-footed 10 (+1 DEX,
&-+2 class)

= ResistFire 10, Electricity 10, +4 bonus on WILL
@« Saves vs dangerous smartlights

HD (6d6+6) (27 HP)

B-Fort +3,Ref+4,Will +3

L

Speed30 ft

MeleeSpace5 ft x 5 ft.;Reach5 ft

Base Atk+2;Grp +3

Atk Options +2 unarmed strike (1d4+1 subdual)
+3 Griffin HighUV laser pistol (2d8 fire, 20/

x3, 30 ft range increment, 50 shot energy cell)

Abilities STR 12 DEX 13 CON 10 INT 15 WIS
13 CHA 19

Starting Occupation Targeted Idol (Otherverse
America campaign setting)

Additional Class SkillsPerform (sing), Knowl-
edge (theology & philosophy) (competence bonus
chosen in both skills)




FeatsTrustworthy, Intellectual Mastermind, Re-

nown, Simple Weapons Proficiency, Alertness, Natural Empath (SU): Each day, Lily :
Natural Empath, Meaningful Ink, Personal Firearm&€haykin receives a pool of bonus points equal to
Proficiency total character level plus her ranks in Sense Moti

Skills Bluff +13, Diplomacy +17, Gather Informa- (6" level + 3 ranks or 9 points). She may spend u
tion +6, Knowledge (popular culture) +12, Knowl-to 6 of these bonus points to improve the result o
edge (theology & philosophy) +5, Listen +5 Per- any of the following skill checks:

form (sing) +18*, Sense Motive +4, Spot +5, Bluff, Diplomacy, Handle Animal, Knowl-
Speak/Read English, Spanish, Speak Chinese, edge: behavioral sciences, Perform (any), Sense
Russian Motive

She may spend points to improve a checks
Possessiongalmtop computer, digital camera,  result at any time, even after the results of the ch !
Griffin Arms HighUV Laser Pistol are announced, reflecting her supernatural skill at %
Cyber Implants and Smartlights Dreamscape reading a target’s ever changing moods and mod
Smartseed/Messenger (acts as cellphone and PD#)ng her approach.
Thermal Umbra Il (protective fields grant Fire and
Electricity Resistance 10), Provalactic Mirror (+4 to Convincing Argument (EX): Four times :
WILL Saves vs smartlights and thought viruses)  per day, Lily Chakyin may add her ranks in Knowl-fs
edge (popular culture) as a competence bonus (+¥
Action Points 39 Maximum 18 +1d8 remaining for on any Bluff or Diplomacy check.
use :
Awaken Grief (EX): When interacting with

“Ms. Chaykin is an vital part of the Lifer any sentient creature, Lily Chaykin renders that
pseudo-nation’s memetic warfare efforts. Lily creatureshakerfor one round any time she rolls a
Rose Chaykin is a talented singer, signed to  natural 20 on a Bluff or Diplomacy check. The
Three Nails Media. She’s released two albums target must creature must have a Choicer or simila
(Shook With Shockwaves and Lifepoint) and allegiance, or must have undergone, seriously
personally hosts an ‘abortion recovery’ Mesh-siteonsidered a performed an abortion.
in collaboration with top Lifer psychologists.

She is attractive, intelligent, vivacious, This ability does not affect creatures immune
confident and personable, with endless reserveso fear or mind-influencing effects. By spending an
of compassion even to her Choicer adversariesaction point, Chaykin can choose to activate this
In short she’s everything the common stereotypability on any successful Bluff or Diplomacy check.
tells us Lifers, especially Lifer females, can' be.

In short, to the Lifers on the ground, she might Choose Life (EX):After spending a full
just be the second coming of Ellen Dacoveney.rbund in conversation with a sentient creature, and
sincerely hope she never lives up to that potenspending an action point, Lily Chaykin can attempt

tial.” to temporarily change that creature’s primary
-Personal Datastack, LT Devin Atlanta allegiance to the Lifer pseudo-nation.
977-45, Warname: Rift The target may resist the attempt by making
aDC 16 WILL Save (charisma based). The target
Intellectual Mastermind (SU): Lily must be sentient with an INT score above 5, must

Chakyin’s latent psi-talents allow her to add her INde within 30 ft of the Sidewalk Counselor, and must
modifier as an untyped bonus on CHA-based skillbe able to clearly see and hear him.

checks. She is an excellent diplomat and compelling

performer- even Choicer audiences are in awe of The effects of this ability last for 1d4+1

her grace, beauty and style. rounds. While Chaykin has no specific control over



the target, nor will the target act in any way againsfThe Sidewalk Counselor Intermediary Class
his basic personality, the temporary allegiance
change might cause the target to look more favor- You've been gifted by God with a head for
ably at Chaykin, change a planed action, or even Scripture, for debate, and for conversion. You're a
cease hostilities. street corner evangelist, winning converts and using
your words, your faith, your mind and your cunning
The temporary allegiance change may voice to help end the horror of abortion. Part grief
render certain class abilities or feats useless for th€ounselor, part old school preacher, part politician,
duration, and in modern magic campaigns, might you are the smooth voice of the pro-life movement.
prevent spell casting or require an atonement spell to
be cast afterward. The effect ends immediately if The Sidewalk Counselor is a slower path into the
Chaykin or her allies make any hostile gestures  Negotiator advanced class than a typical Charis-
toward the target. matic hero. A third level Charismatic hero can
become a Negotiator, while it takes the Sidewalk
Unlimited Access (EX):Lily Chaykinisa Counselor two additional levels to make the transi-
major Lifer celebrity, with a multi-million dollar tion, a sacrifice the highly motivated, deeply faithful
recording contract with a top-flight Lifer label. Whersidewalk Counselor is glad to make. The Sidewalk
. she, as afirst level Personality buys any time of Counselor is an expert at one on one debate,
sticket for entertainment, transportation or anything capable of incredible feats of oratory, brining a
else, she can attempt a Diplomacy check to get thatique faith and interesting social-combat abilities to
Eticket upgraded and receive special privileges.  the Negotiator advanced class.

; Meaningful Ink (EX): Lily Chaykin has Requirements:Like their opposite numbers in the
undergone extensive tattooing. Botharmsare  pro-choice camp, Sidewalk Councilors are drawn
<’ -covered in intricate lily and vine patterns, renderedfiom the young and strong in the pro-life camp, the
- nano-active ink, which moves and shifts with her  passionate, articulate believers. At least one of the
. £.mood. Her extensive Lifer-style tattoos grant Sidewalk Counselor’s allegiances must be towards
» Chaykin a +2 morale bonus on any Perform checlan established pro-life organization, conservative
=made against anyone with a Lifer allegiance. political group or cause, or a similar ethos or reli-

gion.

itermediary Cla:
was originally presented in Choice and Blood (LP
Designs, 2006). It is reprinted here for ease of ug
As an Intermediary class, it is an option for first le
characters, as an alternative to an attribute base(
Hero Class. Once a character decides to take a
Intermediary Class, he or she must complete all
levels of the class before multi-classing.

Transition: For the Sidewalk Counselor, there is
no transition. They’ve been called to witness and
to save the preborn, something they will do for
their entire careers. They make no distinction
between a gawky 14 year old convert attending
his first rescue and a nationally respected conser-
vative politician; both bring something special and
irreplaceable to the movement.

Class Information
The following information pertains to the

Sidewalk Counselor intermediary class.

Keyed Advanced ClassNegotiator (from the
D20 Modern core rulebook)




Hit Die Bonus Feat:At 2"@and 4 level, the
The Sidewalk Counselor gains d6 hit points per  Sidewalk Counselor receives a bonus feat, which
level. The character’s Constitution modifier appliesmust be chosen from the following list.

Sidewalk Counselors are impressive debaters and

self-taught psychologists, but they are drawn from Alertness, Aligned Zealot, Attentive, Brawl,
ranks of physically average humanity. Afirstlevel Combat Expertise, Compassionate, Cleric, Dece
Sidewalk Counselor receives 6 HP plus his CON tive, Educated, Evangelist, Faith Healing, Heroic

modifier. Surge, Grifter, Improved Initiative, Iron Will, Mob
Violence, Meaningful Ink, Parental Demeanor,
Action Points Personal Firearms Proficiency, Point Blank Shot, *

The Sidewalk Counselor gains a number of action Street Demonstration, Renown, Trustworthy,
points equal to 5 + one-half of his character level, Windfall
rounded down every time he attains a new level in

this class. Convincing Argument (EX): The Side-

walk Counselor uses pro-life science and faith as
Class Skills twin weapons, blending fact, faith and outright fictiot
The Sidewalk Counselor’s class skills are as fol-  into one emotionally compelling whole. A number of*
lows. times per day equal to his CHA modifier (minimum-#s

Bluff (CHA), Computer Use (INT), Con- once daily), the Sidewalk Counselor can add his *%
centration (CON), Craft (visual art, writing) (CHA),ranks in his highest ranked Knowledge skill as a
Demolitions (INT), Diplomacy (CHA), Disguise =~ competence bonus on any Bluff or Diplomacy
(CHA), Gather Information (CHA), Intimidate check.

(CHA), Investigate (INT), Knowledge (behavioral

sciences, civics, current events, streetwise, tactics, Simple Weapons Proficiency (EX)in
theology & philosophy) (INT), Perform (act, sing) addition to the two feats all characters start with,
(CHA), Read/Write Language, Research (INT), firstlevel Sidewalk Counselor is proficient with all

Sense Motive (WIS), Spot (WIS) simple weapons.

Skill Points at Each Level:7 + INT Modifier. A Training Regimen (EX): The Sidewalk

first level Sidewalk Counselor receives four times Counselor must place maximum ranks in Bluff and
this amount. Diplomacy until he has 6 ranks in each. Additionally,

he must place maximum ranks in Knowledge:
theology & philosophy until he has 6 ranks. The
Sidewalk Counselor must select Alertness prior to

selecting any other feat.
= ittack Rl REF WILL Special Defense ggﬁéatlon
Level Save Save Save Bonus
Bonus
Corwvincing
d1st +0O +O Aig) +1 Arg_urnent, e 4+
Training
Regimen
S22
e 1 2 2 R Bonus Feat +1
Awvwaken >,
EAk Bt i e s Grief o b
+3
Tl ke +1 ez +2 Bonus Feat +1
r, +3
Ptk e, =2 +3 +3 Choose Life | +2
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Awaken Grief (EX): The Sidewalk Coun- 5, must be within 30 ft of the Sidewalk Counselor,
selor knows how to twist the knife emotionally. He and must be able to clearly see and hear him.
calls it awakening women to the horror they under-
went in the clinic; pro-Choicers call it cruel emo- The effects of this ability last for 1d4+1
tional blackmail. Anytime the Sidewalk Counselor rounds. During that time, the target’s allegiances
critically succeeds on a Bluff or Diplomacy check change to match the Sidewalk Counselor’s. While
(by rolling a natural 20) when confronting any one the Sidewalk Counselor has no specific control over
with a pro-choice allegiance, or who has ever hadtbe target, nor will the target act in any way against
is considering an abortion, the target is considerechis basic personality, the temporary allegiance
shaken for one round. change might cause the target to look more favor-
ably on the Sidewalk Counselor, change a planed
Characters immune to fear effects or mind action, or even cease hostilities.
influencing effects are immune to this class ability.
The temporary allegiance change may
Action Enhancement:By spending an render certain class abilities or feats useless for the
action point, the Sidewalk Counselor can activate duration, and in modern magic campaigns, might
this ability on any successful Bluff or Diplomacy  prevent spell casting or require an atonement spell to
s . Check made against an eligible target. be cast afterward. The effect ends immediately if the
. Sidewalk Counselor makes any hostile gestures
Choose Life (EX):A few well chosen toward the target.
#8:words can bring almost one around the Sidewalk
. Counselor’s way of
- -thinking, and the
Counseloris an

. ¢« Stantly winning new
.converts.

By spending
a full round in con-
sversation with the
target, and spending
an action point, the

= Sidewalk Counselor
can temporarily alter
that target’s alle-
giances to match his
own. The target may
resist the attempt by
making a WILL save
(DC 12 + the
Sidewalk
Counselor’s CHA
modifier). The target
must be sentient with
=an INT score above

12



OPEN GAME LICENSE VERSION 1.0A

The following text 15 the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Ine ("Wizards"). All Rights

Reserved,

I. Definitions: (a)"Contributors” means the copyright andfor trademark
owners who have confributed Open Game Content; (b)"Derivative
Material™ means copyrighted material including denvative works and
translations (including nto other computer Lmﬂuagu.} potaton, modifi-
cation, correction, addition, extension, upgrade, improvement, compila-
tion, abridgment or other fonn in which an existing work may be recast,
transformed or adapted: (o) "Distrbute™ means to ru[m:dul:\u. license,
rent, lease, sell, broadeast, publicly display, transmit or otherwisc
distribute; (d)"Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines o the extent
such content does not embody the Product Identify and is i 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, JJ'JI:ILL-dJmI translations and derivative works under
copyright law, but specifically excludes Product Identity. (2) "Produect
[denfity” means product and product line names. logos and identifving
marks meluding trade dress; artifacts; ereatures characters; stones, stor-
viines, plots, thematic elements, dialogue, meidents, language, arbwork,
symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio represen-
tations; names md descriptions of charscters, spells, enchantments,
personalities, weams, personas, likenesses and special abilitics; places,
locations, environments, creatures, equipment, magical or supematural
ahilities or effects, logos, svmbols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product identity
b the owner of the Product Identity, and which specifically excludes
the Open Game Content; () "Trademork”™ means the logos, names,
mark, sign, motte, 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
1o use, Distribute, copy, edit, format, modify, translate and atherwise
create Derivative Matenial of Open Game Content. (h) "You™ or "Your”
means the licensee in terms of this agreement

2. The License: This License applics to any Open Game Content that
contning o notice indicating that the Open Game Content may onby be
Used under and interms of this License, You must affix such a notice
to any Open Game Content that vou Use, Mo terms may be added to
or subtracted from this License except a5 described by the License
itsell. Mo other ferms or conditions may be applied o any Open Game
Content distributed using this License,

3.0MMer and Accepltance: By Using the Open Game Content You indicate
Your acceplance of the terms of this License,

4. Grant and Consideration: In consideration for agresing to use this
License, the Contributors grant You a perpetual, worldwide, rovaliy-
free, non-exclusive license with the exact terms of this License 1o Use,

the Open Game Contend,

5 Representation of Authonty o Contribute: If You are contributing
original material as Open CGame Content, You represent that Your
Contributions are Your onginal creation andfor You have sufficient
nghts 1o grant the nghts conveyed by this License,

f. Motice of License Copyvright: You must update the COPYRIGHT
MOTICE portion of this License o include the exact text of the
COPYRIGHT MOTICE of anv Open Game Confent You are copying,
modifving or distributing, .Lnd You must add the Gile, the copyright
date, and the copynght holder's name to the COPYRIGHT NOTICE of
amv anginal Open Gome Content vou Distribute

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as o compatibility, except as expressly
licensed i another, mdependent Agreement wath the owner of each
element of that Product Identity. You agree not to indicale compat-
ibility or co-adaptability with anv Trademark or Registered Trademark
in conunction with a work contaming Open Game Content exospt as
expresshy licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The wse of anv Product
[dentity in Open Game f'um.c.nt does nol conshitule a L]‘.I:Il]l_nbL o the
ownership of that Prodect Identite. The owner of any Product 1dentity
used in Open Game Content shall retain all rights, title and mlerest n
and to that Produect Identity,

B. Identification: 1 vou distribute Open Game Content You must elearly
indicate which portions of the work that von are disiributing ane Cpen
Cinmie Content.

4, Updating the License: Wizards or s designated Agents may publish
updated versions of this License. You may wse any authorized version
of this License o copy, modifyv and distribute any Open Game Contenl
arigimally distributed under any version of this License,

10, Copy of this License: You MUST mclude a copy of this License
with every copy of the Open Gome Content You Distribute.

11 Use of Contrbuotar Credits: Yoo may not market or advertise the
Open Game Content using the name of any Contributor unless You have
wrnilten permussion from the Contnibutor to do so.

2 Inabality to Comply: If it 15 impossible for You to comply with any
of the terms of this License with respect fo some or all of the Open
Came Content doe to stotute, judicial order, or governmental regulation
then You mav not Use anv Open Game Material so affected

13, Termination: This License will termmate sutomaticalby if You fal
to comphy with all terms herein and il o cure such breach within 30
davs of becoming aware of the breach, All sublicenses shall survive the
termnation of this License

14, Reformation: If any provision of this License 15 held to be unen-
forceable, such provision shall be reformed only o the extent necessary
to make it enforceable.

13 COPYRIGHT NOTICE
Open Goame License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andv Collins, Dovid Moonan, Rich Redman, Broce B, Cordell,
John D Ratelifl, Thomes Reid, James Wyatt, based on original material
bv E. Garv Gygax and Dave Ameson,

Modemn Svstem Reference Document Copyright 2002-2004, Wirards
of the Const, Inc.: Authors Bill Slavicsek, Jeil Grubh, Rich Redman,

Charles Byan, Enc Cagle, David Moonan, Stan!, Christopher Perkins,
Rodney Thumpmn and JD Wiker, based on material by Jonathen
Tweet, Monte Cook, Skip Williams, Richard Baker, Peler Adkison,
Bruce R, Cordell, Joha Tynes, Andy Colling, and 1D Wiker,

APEX Strikefile: Low Level Rescuers, (C) 2009
Otherverse Games

Choice and Blood, 2007, LPJ Designs



