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These ultra-tech devices are government
secrets of the highest order. Most of these
devices are not man-portable, and instead are a
feature of secret government compounds and
hidden lairs. These new devicesjoin the Slide
System, Necro-Neuro Search Engine and other
high tech props described in the Psi-Watch
Unlimited Edition core rulebook.

This mini-sourcebook details dozens of
new pieces of equipment for your Psi-Watch,
Otherverse America and Galaxy Command
campaigns or for any other campaign using the
D20 Modern ruleset. Psi-Tech Declassifiedisa
perfect companion to The Otherverse Armory
and the State of the Otherverse series of tech
books.

Thisbadge sized deviceisusually clipped
to asoldier’sweb gear or helmet. When ashot is
fired anywhere within 500 ft of the wearer, the
system actsto lock on to and triangulate the
sound of the shot. Within a second, the system
should be able to lock onto the shooter’s
position, projecting areal-time map either asa
hologram or by uploading the data direct the
soldier’sHUD or cyber systems.

TheAnti-Sniper Triangulation System
makes a Listen check with a+20 modifier to
detect and back-track a shot. The system is best
when dealing with projectile weapons, and
suffersa-10 penalty on listen checks to detect
energy weapon discharges.

These high tech gauntletsfit over a
metahuman’s forearm. Energy regulatorsand
high efficiency flash-release batteriesprovidea
more predictable damage output from the
powered's natural weapons.

When the wearer fires any natural energy
weapon, such as a Powered Hero's Shooter
talent or adamage dealing Psionic ability, the
charger vambraces ensure the supersoldier does
dlightly above average damage. If the damageroll
isnot equal to half the die size plus one per die,
treat the damage inflicted asif that minimum
amount wasrolled. For example, if the wearer’s
Shooter talent would normally inflict 2d6 points
of damage, the minimum damage possiblewhile
wearing the vambraces would be 8.

A Cynetic Interlink gloveisaunique,
techno-organic device prized by Patriot Mechanic
technologists. Thedevice, initsinactive stateisa
pair of silvery rings connected by athin chain.
When worn by a Patriot Mechanic, the
connecting chain wraps around the wearer’s
dominant hand and forearm and disappears
beneath the Mechanic’sflesh.



While wearing this device, the Patriot
Mechanic can attempt one Computer Use or
Disable Device check per round as afree action.
When using thisability, whiplikeliquid metal
tendrilslash from the transformed gauntlet to
mani pul ate the devices.

Standard issue for those venturing into
hazardous environments or uncharted planets, the
Decon Shower is designed to prevent or limit
contamination by radiation or bio-agents. The
Decon Shower isasmall stall that fillswith
radiation scrubbing gelsand high pressure
streams of anti-gen laced water.

A character who bathesin a decon
shower may make an additional FORT Save, at a
+2 bonus to overcome any contact poison,
contact disease or radiation damage sheis
suffering from. Regardless of the result of this
save, the character is not considered radioactive
or contagious in any way after undergoing afull
decon shower.

Geneticaisahighly classified mutant
detection system far more advanced then the
tactical mutant findersfielded by the fearsome
Watchtower exterminator androids. Geneticais
powered by an advanced near-Al computer
system that taps data from a global network of
dedicated satellites. The massive Genetica
supercomputer is capable of analyzing the genetic
structures of millions of subjects simultaneously
and presenting the datain near-real time.

Genetica can be trained on an area up to
100 miles square, anywhere on the planet with a
DC 20 Computer Use check. The computer will
display thelocation of all Mutantswithin the
target region, accurate to within 10 ft. Genetica
updates the positions of mutantsin the target
areaevery five minutes, meaning it ispossiblefor
fast moving charactersto evade it. With a
successful DC 25 Computer Use check, the user
can search for a specific genetic code within the

target region, which will then be displayed asa
highlighted icon on the map. Genetica cannot
detect targets wearing a Gene Mask or protected
by similar technology.

Psi-Watch uses Genetica 2.2, which feeds
data directly to the watchfloor. Standard
operating doctrine calls for Genetica oversight of
any major operation, and assigns an operator to
update troops in the field when hunting mutant
targets.

Nightflight hasits own Genetica system,
which isbased on bio-organic Mutant technol ogy
rather than homo sapiens hardtech. Referred to
asthe Greenlight Delphic, thismassive device
hel ps the hidden M utant homeland detect
mutantsin trouble and help guide them to the
BermudaTriangle.

These high tech skateboards use gravity
wave manipulationto givetheir rider incredible
agility and maneuverability. Small glowing
containment tubes on the bottom of this sleek
plastic board let the rider defy gravity and pull
the kind of tricks skaters on ordinary boards can
only dream of.

Whileriding the hover board, the skater
receives a+30 ft improvement to his base land
speed. Therider may add hisranksin Balance as
a competence bonus to all REF saves when on
the hover board. With a successful Balance check
(DC 10 + 1 for every fiveft fallen) the skater can
negate falling damage.

If the skater takes a confirmed critical hit
while on the hover board, he must make a
Balance check (DC 10 + % the damage dealt) or
be knocked off the board. The hoverboard goes
flying, ending up in arandom square 1d6x10 ft
away from the now prone skater.



The Fast-sleep tube isacoffin-like bed
fitted with electrical discharge stimulatorsthat
trigger deep aREM sleep state in anyone resting
within. Self guiding syringesand injectors snake
into the sleeping patient’sveins, delivering
nutrients and specialty proteins designed to
promote rapid tissue regeneration.

Any person placed in the Fast-sleep tube
gains the benefit of 8 hours of complete bed rest
in lessthan ten minutes. A character can only
benefit from *sleep tubing’ oncewithin any 48
hour period. Psi-Watch and other high tech
militaries maintains hundreds of Fast-sleep tubes
in their bases for the use of their troops.

Thishandheld device can easily be
mistaken for acar alarm. When activated the
“Nipper” emitsapulsethat disrupts Psionic brain
function and causes painful headaches.

Once activated all characters with the
Psionic subtype in a50 ft radius are considered

shaken (WILL DC 15 negates) for aslong as
they remaininrange. The“Nipper’s’ off-the-
shelf batterieslast for 2 hours.

Thisinterrogation device can scan the
contentsof aliving mind, displaying high
resol ution video images of a subject’s thoughts
and memories. The NIIS Device consists of a
durable exam table that the subject is strapped
down into, and several nano-probesthat are
inserted into the brain. These molecule-sized
scanning tendrils enter through the optic nerve
and penetrate the portions of the brain containing
long term memories.

With a Computer Use check (DC 10 +
the subject’sBase WILL Save), atechnician can
play back any memory, searchable either by date
or subject matter, of a subject strapped into the
device. Resisting thedeviceisall but impossible
and often |eads to death by brain embolism. A
subject can resist the device by expending an
action point. Doing so inflicts 2d6 points of




damage on the subject, but preventsthe NIIS
Device from scanning the subject’s thoughts for
2d6x10 minutes..... hopefully enough timefor a
rescue.

The PSI-Unit is an advanced
brainwashing devicethat allows atalented
operator to hack a human mind like amundane
database, rewriting memories and deleting
morality files. The PSI-Unit’'suseinwarfareis
banned by UN accord, but the deviceisstill in
use by terrorists. The Republic of Cebary uses
PSI-Units to rewrite the minds of their mutant
slaves, openly and in defiance of the United
Nations' resolution.

The PSI-Unit deviceisroughly the size of
abulky laptop, which plugsinto acrown-like
device placed on the subject’s head. The PSI-
Unit uses precise electrical stimulation of the
brain to alter memories and recreate
personalities.

With this device, the user can rewrite
aspects of avictim’s personality by making a
successful Computer Use check.

Alter Allegiances: The user can change
thevictim’'sprimary alegiances permanently. The
victim considerstheir new allegiancesand
outlook to be natural, and reacts with horror at
any suggestion of restoring their original
personality. The Computer Use check DCis
equal to DC 12 + thevictim’'sbase WILL
modifier. The check requires an hour per
alegiance.

Erase Memories: The user can erase
specific memories, up to 12 hoursin length with
a Computer Use check of DC 10 + thevictim's
base WILL modifier. Doing so takes about 10
minutes.

Implant Post Hypnotic Command: The
user can program a set of post hypnotic
suggestionsinto the victim. First, the user setsa
triggering condition: seeing aspecific person,

hearing atrigger phrase, or arriving at a
particular location among others. When the
trigger condition is met, the user then designates
up to 10 minutes of actions that the subject will
then perform to the best of hisor her ability.

Thevictim will have no knowledge of the
post hypnotic command, nor of hisactionswhile
‘triggered’. The Computer Use check DC to
install apost hypnotic command isDC 10 + the
victim'sbase WILL modifier and requires at | east
4 hours of work.

The user receivesaDC 20 WILL Saveto
end the post hypnotic stateif the triggered
actions grossly violateshismoral codeor is
obvioudy suicidal. Lessemotionally intense
commands allow no saving throw.

This matte black and concrete grey
armored body suit includesan aerodynamically
styled full face helmet and partial polymer wings
that stretch from the suit’s glovesto its shins.
Ideal for stealth and night operations, the Raven
Suit a'soimbuesitswearer with increased agility
and limited flight capabilities.

A Raven Suit provides the wearer with
thefollowing benefits.

e Lowlight vision thanksto integrated
nightvision systems

e +2 enhancement bonus to DEX

e +10 equipment bonus on Hide and Move
Silently checks

e Thewearer of the suit takes no damage
from falls, no matter the distance, so long
asthey are not unconscious, paralyzed or
helpless.

e Thewearer gains aFlight Speed of 30 ft
(average maneuverability).

A Raven Suit isconsidered Medium
(tactical) body armor that provides a+3
equipment bonus to Defense, +5 max DEX
bonus, and a-1 armor check penalty.




Thisadvanced robot surgical suiteis
designed not to save lives, but to quickly and
efficiently convert fallen warriorsinto
Gravedigger shock troops. Nicknamed for the
Voudon lord of the dead, the spidery robot’s

glossy black finish and eerie mechanical efficiency

givetherobot asinister air.

A slain humanoid or monstrous humanoid
placed within the surgical suiteis converted into
a Gravedigger over the next 1d4 hours. The dlain
character returnsto play, under the player’s
control. Remove all original racial traits and
replace them with Gravedigger racial traits. The
newly made Gravedigger gainsthe Fogged
Memoriesfeat, and retains most class features.
The Gravedigger loses 1d4 levels during the
surgical resurrection, but is otherwise unharmed
by their rise from the dead.

Assigned to heavy energy castersto
increasetheir battlefield versatility, these devices
include high density capacitorsand avariety of
crystalline energy emittersbuilt into the
gauntlets. While wearing these gauntlets, an
energy caster can change the energy type she
fireswith asimple menus-screen built into the
right gauntlet. Puzzle Ops often assignsits heavy
energy casters and undercover operatives
Spectrum Shift Gauntletsto hide their identity by
hiding their unique energy signature.

Asamove equivalent action, the wearer
of thisdevice can dter the energy type of any
natural energy weapon she possesses. She may
choose any one of the following energy types:
Cold, Electrical, Fire, Force or Sonic. Doing so
does not change the range, damage or other
qualities of her natural weapon, merely the
energy type and visual effects associated with the
power.

The UltraAegisisaheavy-duty grey and
white plastic and Kelvar ballistic vest. Glowing
blue energy disks on each breast and smaller
disksworn on the vest’s equipment belt provide a
constant dim radiance, and vent the UltraAegis
exotic energies.

The UltraAegis uses a combination of
advanced forcefield projectorsand continual
bombardment of the wearer’s musclesand
organic tissuesto induce high level super strength
and durability.

When worn for at least 24 hours, the
UltraAegis Enhancement Vest providesthe
wearer with the following enhancements.



e Addsthewearer's CHA modifier asa
bonusto his or her STR score. The Ultra
Aegis provides most benefit to confident
and assertive wearers.

e Multipliesthe character’slifting and
carrying limits by afactor of 100,
enabling the character to lift several tons
with ease.

e Produces an Earth normal atmosphere
envelope for the wearer, enabling him or
her to exist comfortably inairless, highly
radioactive or pressurized environments.
The wearer becomes immune to radiation,
suffocation, drowning, hard vacuum and
environmental heat or cold.

On apurely mundanelevel, the Ultra
AegisisHeavy (tactical) body armor which
provides the wearer with a+6 bonusto Defense,
+4 max DEX bonus and has a -2 armor check

penalty.

Thisexperimental piece of bleeding edge
stealth tech takes the form of a hooded white
cloak made of dlick whitevinyl. Complex
circuitry sandwiched between thelayersof vinyl
glowsfaintly bluewhen the system’sintangibility
circuits are activated. Though expensive, these
cloaks are standard issue for Puzzle Ops' best
operatives.

TheWraith Cloak randomly shiftsthe
user out of phase with thisdimension, causing a
50% miss chance on attacks targeting the wearer.
Thewearer can go fully intangible by whispered
command. For up to 20 rounds per day (2
minutes), the wearer can become compl etely
intangible. Thewearer can switch between
intangibility and normal solidity asamove
equivalent and can chooseto remainintangible
for aslong asdesired, in one round increments.
Whileintangible, the wearer gainsaFlight Speed
of 30 ft (clumsy).

g/nst::eﬁr:iper Triangulation Eirne N egligible DC 22 Military (+3)
Charger Vambraces Small 4 Ibs DC 22 Military (+3)
Cynetic Interface Gauntlet Small N egligible DC 22 None

Decon Shower Large 100 Ibs DC 18 None

Fast- Sleep Tube Large 300 Ilbs DC 24 Licensed (+1)
Hover Board M edium 8 lbs DC 15 Licensed (+1)
Genetica Colossal 7-10 tons DC 43 Military (+3)
"Nipper" Neuro Pulser Fine N egligible DC 12 IMITITEETR7 (GRE))
NISS Device Large 175 Ibs DC 32 Military (+3)
PSI-Unit M edium 5 lbs DC 34 legal (+4)
Raven Suit M edium 15 Ibs DC 28 Military (+3)
"Samedi” Model Auto-Doc Huge 2.25 tons DC 30 Military (+3)
Spectrum Shift Gauntlets Small 2 Ibs DC 22 Military (+3)
Ultra Aegis Enhancerment Vest | Medium 12 Ibs DC 32 S A
Wraith Cloak M edium 4 Ibs DC 38 Military (+3)




The best equipped soldiers and police
officersintheworld carry these new pieces of
gear. Some of these items are armor accessories
that work best when worn with other pieces of
armor, and provide post-humans and ordinary
soldierswith comprehensive protection.

When worn with any form of Medium or
Heavy armor, thisreinforced Kevlar helmet with
aheavy neck guard is designed to prevent impact
trauma. When wearing this piece of gear, once
per day the wearer can turn a confirmed critical
hit made by a ballistic weapon or blunt weapon
into an ordinary hit.

This combination of heavy ceramic or
aloy platesisdesigned to dlip into special,
strategically placed in body armor to increase its
durability. This piece of equipment may be added
as an accessory to any form of Medium or Heavy

N

N TR

\\
\
N

“—
=
A S
X

L

)

[\
|

-"‘-“'
m“"“

o
e

tactical bony armor. When wearing thisitem,
once per day, you may remove one damage dice

from any ballistic weapon attack that successfully
hitsyou.

These full faced masks are often worn by
combat operatives for both practical reasons and
for their intimidation factor. When worn with any
kind of cold weather outer wear, the Combat
Balaclavaincreasestheitem’s equi pment bonus
on FORT Saves against cold weather by +1. The
Combat Balaclava providesthe wearer witha+1
equipment bonus on I ntimidate checks.

Thisheavy Kevlar collar piece protects
the wearer from strangul ation. When worn with
any armor, this piece of gear provides the wearer
with a+4 circumstance bonus on saves against
strangulation.



Thisfire-resistant, chemically treated
hood can be worn with other fire resistant gear.
When worn alone, it provides the wearer with
Fire Resistance 1, or increasesthe Fire
Resistance of any armor it isworn together with
by +1, to amaximum of +5.

Thishandheld, gun like device doesthe
work of a conventional welding torch at a
fraction of the weight. The device can be used as
aweapon, inflicting 2d4 points of Fire damage
with a successful melee touch attack. When used
toweld or cut metal, thisdevice'sdamageis
multiplied by either afactor of five or ten,
depending on the setting. Changing setting
requires a standard action, and makes this device
ideal for emergency repairsand breaching.

The PlasmaWelder is powered by ahigh
density power cell the size of aAAA battery.
These batteries provide 8+1d4 hours of runtime,
and have a Purchase DC 6. Batteries for the
plasmawelder have no restriction rating.

Thisminiaturefiber optic camerais
mounted at the end of along, articulated tendril
that can extend around corners, through vents or
into tight spaces. The Snake Cameraincludes an
articulated 5 ft fiber optic cable. The cable can be
inserted into any opening larger than akeyhole. It

transmits clear color images of anythinginits
widefield of vision, and can be slipped under a
door, through a ventilation duct or through other
openings. The cameradisplaysitsvideo images
on an attached L CD display, or they can be
routed to any television or computer monitor.

If inserted into adevice, the camera’s
high resolution images provide the user with a
+2d4 competence bonus on Disable Device or
Repair checks made concerning the device.

These comfortable leather and synthetic
boots are custom fitted to the wearer, and
incorporate a split toe tabi design for greater
dexterity. Wearing these special boots provides
the wearer with a+2 equipment bonus on Move
Silently checksand Climb checks.

Using purely chemical meansto detect
Psionic tampering, Tamp-Alerts have been apart
of standard Psi-Watch equipment loadouts since
thelate 1970s. Tamp-Alertisachemically active
plastic headband molded in adistinctive blue. If
thewearer fallsvictim to any mind-influencing
effect, minute chemical changesin hissweat and
electrical auraturn the headband ajet black
within seconds.

A Tamp-Alert must be worn for at least
an hour, to establish a‘baseline’. The chemicals
inaTamp-Alert band break down and become
inert 24 hours after it isfirst donned.

ﬁ;t;gaurra Snall >.5 Ibs DC 8 Restricted (+2)
Ballistic | nsert Diminutive 2 Ibs DC 12 Military (+3)
gombat Dirminutive Negligble | Dc a None

Gorget Diminutive 0.5 Ib DC 8 Nem=

Nomex Hood Diminutive N egligible DC 10 None

Plasma Welder Tiry 1 1b DC 18 Restricted (+2)
Snake Camera Tiry 1 lb DC 16 Licensed (+1)
Sneaking Boots | Small 3-4 Ibs DC 13 None

Tamp- Alert Fine N egligible DC 12 None




Most Steamers (if they’ relucky enough
to survive their mutation long enough to get to a
containment suit at all) make do with lowest-
bidder built, government provided suits. These
suits might keep some randomly mutated kid in
Rangoon alive after his skin turns to gas, but
aren’'t especially durable and aren’t much of a
substitute for areal flesh and blood body.

Second Gen Steam Suits and later, even
more advanced technology allows Steamersto
more easily blend into human culture, and more
easily survivetherigors of post-human combat.
Second Gen Steam Suits are sleeker and
incorporate advanced self repair systemsthat
automatically self seal punctures. A Steamer with
accessto thistechnology can abandon hisoriginal
survival suit, and enter an upgraded survival suit
asafull round action.

Whilewearing an upgraded survival suit,
the Steamer’sracial traits are modified as noted
below. If the upgraded steam suit is destroyed,
assuming the Steamer somehow survives, the
modified racial traits arelost until the upgrade
suit isreplaced.

Thisheavy crimson survival suit isoften
decorated with impressive flame-style paint
applications by newly body-proud Steamers. The
consciousness within the survival suit viewsthe
world through areflective, golden face mask.
The Burroughs Model survival suit isdesigned
for speed, agility and work in hazardous, highly
radioactive environments.

Ability Score M odifiers: The Burrows
Model survival suit does not have apenalty to
Dexterity.

Radiation and Heat Resistance: The
Burrows Modd suit isimmuneto radiation, and
provides the Steamer with Fire Resistance 20
thanks to its ferro-ceramic construction.




Plasma I gnition (EX): While embodied
in aBurroughs Model suit, the Steamer canignite
hisbody’s plasmamass as afree action, usable a
number of times per day equal to 3 + his CON
modifier. For one round after activation, anyone
touching the burning steamer or attacking with a
melee weapon suffers 1d8 points of fire damage,
and the Steamer adds +1d8 points of fire damage
to any melee attack he makes.

Burroughs |l Model Survival Suit (PL 7)

Thisstill-experimental type of survival
suit is an upgrade of the existing Burroughs
model. Thislighter, faster suit isdistinguished by
adleeker style and tranglucent ferro-ceramic
panelsthat allow the Steamer to proudly display
itsburning plasmacore.

The Burroughs |1 Model survival suit has
al theracia abilities of astandard Burroughs
model suit, in addition to the following traits.

Flight (EX): By projecting a stream of
superheated plasmalike arocket’sfiery exhaust,
this upgraded survival suit provides the Steamer
with Flight 40 ft (clumsy maneuverability).

Thissuit resemblesahumanoid form
composed of iridescent, semi translucent green
polymer with attached hard armor plating girding
the torso, groin, shins and forearms. Rather than
the hardened rubber armor common to most
Steamer body-suits, this model of survival suitis
malleable and liquid, capable of shaping its
extremitiesinto high speed datajack and
physically interfacing with computer systems.

Ability Score Modifier: Thismodel of
survival suit is designed to boost the Steamer’s
Intellect by stimulating the mutate's neruo-
plasmathrough timed el ectrostatic discharges.
Hormonally active gelswithin the containment
suit fuses with the mutate’'s plasmato produce
intelligence enhancing compounds. The Data-gel
Survival Suit providesthe Steamer embodied
withinwith a+2 modifier to Intelligence.

Melt into the Machines (EX): Asafull
round action, a Steamer with this body type can
physically merge with any computer or complex
electronic device, itsliquid polymer flowing
directly into the circuits and power couplings.
The Steamer can sacrifice
Hit Points, asitswax like core massis subsumed
into the computer. Each two Hit Points provides
the Steamer with acumulative +1 bonuson a
single Computer Use, Disable Device or Repair
check.

Deployable Carapace armor isa
retractable series of interlocking scales and
bands, all of which are constructed from
ultradense carbon nanotubes. The armor slides
into place from storage pods on the Steamer’s
shoulders, upper torso and thighs. In seconds, the
armor deploysfully, giving the mutate
comprehensive protection.

Asamove equivalent action, the Steamer
can deploy or retract the armor. While deployed
the Steamer receives a +6 equipment bonus to
armor, but suffersa-2 armor check penalty. This
feature can be added to any Survival Suit,
including adefault model.

Thishulking suit of armor isdesigned
with multiplelayers of reactive armor assembled
from blood red iridium armor. Embodied by this
suit, the Steamer becomes aliving tank, capable
of surviving direct hitsfrom Stinger missiles.

Ability Score Modifiers: Increase the
Steamer’s ability score penalty to Dexterity to -4,
but add another +2 points to their CON and STR
scores. Mack suits are mechanical juggernauts
with heroic strength and tons of dense armor
built rightin.




Integral Armor (EX): The Mack suit’s
integral armor provides the Steamer with a+8
equipment bonusto Defense and Damage
Reduction 5/-. The sheer bulk of the gigantic
armored exoskeleton prevents the Steamer from
wearing additional armor or operating Powered
Armor.

Slam (EX): The Steamer gainsa Slam
attack that inflicts 2d4 + STR modifier points of
damage.

Trainor Model survival suitsare designed
to contain the radioactive, virulent black energies
of certain breeds of Steamer. These chalk white
polymer skin suits conform closely to human
form and proportion, and alow the Steamer to
passfor humanrelatively easily.

Ability Score M odifiers: Trainor Model
survival suits do not have aDEX penalty.

Radiation Healing: In addition to being
immuneto radiation, Trainor Model survival suits
can absorb radioactivity to promote healing.
When in any areaor in contact with any object
that is at least Moderately radioactive, Steamers
embodied inaTrainor Model suit gain Fast
Healing 1.

Burroughs M odel . Military (+3)
Survival Suit Medium 150 lbs DC 30

Burroughs 11 -

Model Survival Medium |130 Ibs DC 33 Military (+3)
Suit

Da_tta—GeI Survival M edium 75 lbs DC 32 Military (+3)
Suit

Deployable s i 45 Ibs DC 25 Military (+3)
Carapace Armor

Mack Heavyduty . Military (+3)
Survival Suit Medium 450 lbs DC 26

Trainor Model . Military (+3)
Surival Suit M edium 125 lbs DC 35




Thefollowing text isthe property of Wizards of the Coast, Inc. andis
Copyright 2000 Wizards of the Coast, Inc (“Wizards"). All Rights
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1. Definitions: (a)” Contributors’ meansthe copyright and/or trademark
ownerswho have contributed Open Game Content; (b)” Derivative
Material” means copyrighted material including derivative worksand
trandations (including into other computer languages), potation,
modification, correc-tion, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “ Distribute” meansto reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)” Open Game Content” means the game mechanic and
includesthe methods, proce-dures, processes and routinesto the extent
such content does not embody the Product | dentity 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 | dentity. (€) “ Product | dentity” means
product and product line names, logos and identifying marksincluding
trade dress;, arti-facts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themesand
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 abilitiesor 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 excludesthe Open Game Content;
(f) “Trademark” meansthelogos, names, mark, sign, motto, designsthat
are used by a Contributor to identify itself or its products or the associ-
ated products contributed to the Open Game License by the Contributor
(g) “Use”, “Used” or “Using” meansto use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” meansthelicenseeintermsof this
agreement.

2. TheLicense: ThisLicense appliesto any Open Game Content that
contains a noticeindicating that the Open Game Content may only be
Used under and in terms of thisLicense. You must affix such anoticeto
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except asdescribed by the Licenseitself. No
other termsor conditions may be applied to any Open Game Content
distributed using thisLicense.

3.0ffer and A cceptance: By Using the Open Game Content You indicate
Your acceptance of thetermsof thisLicense.

4. Grant and Consideration: In consideration for agreeing to usethis
License, the Contributorsgrant You aperpetual, world-wide, royalty-free,
non-exclusivelicense with the exact terms of thisLicenseto Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contrib-uting
original material as Open Game Content, You represent that Your
Contributionsare Your original creation and/or You have sufficient rights
to grant the rights conveyed by thisLicense.

6.Noticeof License Copyright: You must update the COPY RIGHT
NOTICE portion of thisLicenseto include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add thetitle, the copyright date,
and the copyright hold-er’snameto the COPY RIGHT NOTICE of any

original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product | dentity,
including asan indication asto compatibility, except asexpressly 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 awork
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, titleand interest in and to that Product | dentity.

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 thisLicense. You may use any authorized version of
this Licenseto copy, modify and distribute any Open Game Content
originally distributed under any version of thisLicense.

10. Copy of thisLicense: You MUST include acopy of thisLicensewith
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or adver-tisethe
Open Game Content using the name of any Contributor unlessYou have
written permission from the Contributor to do so.

12. Inability to Comply: If itisimpossiblefor You to comply with any of
theterms of this Licensewith respect to some or al of the Open Game
Content dueto statute, judicial order, or governmental regul ation then You
may not Use any Open Game Material so affected.

13. Termination: ThisLicensewill terminate automaticaly if Youfail to
comply with all termsherein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survivethe
termination of thisLicense.

14. Reformation: If any provision of thisLicenseisheld to be
unenforceable, such provision shall bereformed only to the extent
necessary to makeit enforceable.

15. COPYRIGHT NOTICE
Open Game Licensev 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material
by E. Gary Gygax and DaveArneson.

Modern System Reference Document Copyright 2002-2003, Wizards
of the Coast, Inc.; AuthorsBill Slavicsek, Jeff Grubb, Rich Redman,
CharlesRyan, Eric Cagle, David Noonan, Stan!, based on material by
Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

The Othervese Armory. Copyright 2010, Otherverse Games. Author:
ChrisA. Field

Psi-Tech Declassified. Copyright 2011, Otherverse Games. Author: Chris
A.Field



