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(Khwfusiris, the Crooked
Sleuth of (Infathered Sin

Khufusiris began his checkered career in the shad-
owed alleyways of the Tarnished Souk as an enforcer
and bounty hunter, but now offers his services to the
highest bidder as the Souk's premier thief-taker
available for private hire: retrieving stolen
goods, hounding wanted thieves, or brokering sly
deals when expeditious results matter more than
justice. Odd and unimpressive to the eye, the shaggy
criosphinx's mutt-like mix of animal features - curling
horns, awkward wings, and clawed feet - e him

seem more like a lumbering mongrel thalf a’ ga ":

magical beast. Despite his dowdy apﬁeafr
Khufusiris' ancient bloodline is potent, enablingi
to shrug off magic like rainwater and mg
physical form deceptively powerful. Thd
pretends otherwise, in truth Khufusiris s
selfish and without scruples or higher pgi
valuing only money and his own calculatedgk
When interacting with clients and new '
however, the hairy creature smiles crookg
cracks jokes, quickly endearing himself ang
professing his friendship, loyalty, and comm

the principles "of highest justice and the 1
crooked sleuth is well-acquainted with the
Morpheuon's underworld and receives a
stream of rumors and reports of recent heistd

and plots, and often leverages his infor
arrange for the return of pilfered goods@¥s
simultaneously extorting both the thief%
complainant. His furry form is notably beref
armor, trinkets, or other magical baubles - but th
with mystical sight have detected an intricate hunte
tattoo lurking beneath all that hair. Optw

more allies than enemies over the years, a
name of his own greed.

Preamburning and Kayfusiris
Hope: Khufusiris imagines himself a
powerful pharoah, dismissing groveling subjee
atop a mountain of gold, but he always awa
this dream forlorn and resentful, doubting He! Wil
ever be good enough to hold such regal lordship.

N

Aspiration: Khufusiris dreams of adventuri
group of loyal friends, becoming the stuff
songs; he constantly compares real acquain

his impossibly perfect idealsand finds
sorely lacking.

Goal: Khufusiris has idle, paranoid daydreams about
catching those about to betray him, relishing the act of
getting them before they get him.

CIn the Q)arnished Souk

Khufusiris holds no permanent place of business, but
reliably loiters in the Tarnished Souk's most
disreputable taverns and dens of ill-repute. Recently
he has taken tolurking in the back corner of the
underground speakeasy known as The Face, greeting
clients surrounded by walls of black tentacles and the
glow of otherworldly light.

QQre

Characters may learn the following information via
- Dlploma (Gather Informatlon) or Knowledge (Local)

innately powerful
and riven magic
e hiding a worm
\§its business."

8. 'and capable
puch. He is a

thieves who
gut to the
burgle the

| ¢ Khufusiris operates as a thief-taker for hire,

tracking down stolen goods and capturing wanted
thieves. He usually performs as advertized when
pursuing thieves he does not know, but often
barters with or extorts thieves he knows, ransoming
the stolen goods and taking a cut from both sides.
Khufusiris is a dastardly betrayer; that betrayal
is most painful and most dramatic if he begins as a
valued ally of the PCs, offering his help and eagerly
tagging along with the group. When he can best
profit from it, he turns on the PCs and slinks away
while they deal with the deadly consequences.
Khufusiris' betrayals come in many forms:
informing on the PCs to their enemies, ratting them
out to the Khan of Nightmares, selling them vital
keys or items that do not perform as advertised,
giving them bad information, hamstringing them
before a battle, or simply stealing their prized
possessions when they aren't looking.

If playing “The Pasha's Riches” (Coliseum
Morpheuon, Chapter 10): Khufusiris knows the
secret location of the Pasha's vault and will sell the
PCs the information for a handsome price - then
inform the Pasha of the impending burglary for an
additional fee.

.
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(Khwfusiris the Crooked Sleuth
of Unfathered Sin CR17

XP 3,200

advanced betrayer primordial riven magic criosphinx
CN Large magical beast

Init +1; Senses darkvision 60 ft., low-light vision,
scent; Perception +20

PDefense
AC 22, touch 10, flat-footed 21 [50 % miss chance
displacement] (+1 dex, +12 natural, -1 size)

hp 275 (22d10+154) regeneration (fire, acid) and fast

healing 5 R
Fort +19, Ref +14, Will +7 .2
Defensive Abilities hidden healing, outr
unfrlendly fire Immune charm, compulsions;
poison

ense
Speed 4o ft., fly 70 ft. (poor)
Melee gore +29 (2d6+8), 2 claws +29 (1d8+4
Space 10 ft.; Reach 5 ft.
Special Attacks awesome charge, break m4
drain ally, drain spells, pounce, rake (2 cl
1d8+8), sneak attack +4d6 (supposed ally on
Spell-like Abilities (CL 17, Concentration
At will—detect magic, greater dispel magic,

Oactics

Before Combat: Khufusiris tends to cli 4 )4,
ahead out of sight of his opponents, using hisimis
ability to disappear and perform a ruse. S
Combat: Khufusiris likes to infiltrate a group
supposed ally and later on take them unaware
attack, drain ally etc.) draining spells with the

he hits his second opponent with a charge and j
attack, often with a full out power attack and|draining

defensive spells, or magic items, he neyer HS \

opponents until after he has checked to see ifithe
a bounty on someone’s head. If a magical itemi

a great deal of harm upon him he seeks to b

that it cannot do so again. '
Morale: Khufusiris is not at great thinker, [

no fool, if he is seriously injured when things af
going as planned he takes wing and flees
places with a fleeing ally (see outrun ally).

Statistics

Str 27, Dex 12, Con 25, Int 10, Wis 13, Ch

Base Atk +22; CMB +31 (+33 awesome b,

bull rush,); CMD 43 (45 vs. awesome blow,

rush and trip)

Feats Adjust Power Attack, AlertnessB, Armor’s Gap,
Capture Alive, Cleave, Drain Defense, Feign Death,
Flyby Attack, Improved Awesome Charge, Improved
Bull Rush, Improved Natural AttackB(gore, claws),
Power Attack, Skill Focus (Survival)

6, Perception
cial +8 Bluff

Accepted as
£(DC 10 +
B8y special
liAinay have.
Fiig.
@dn smash
orns. On
s the use

touches a

d item or an

ainst any other
fnake a caster level
IgVel) DC 27. Failure

ly (Su) Five times per day, as a swift
in 30 ft.
drained.
used the

Ily.
Drain Spells (Su) Once per round with a touch
attack (or as a part of a successful melee attack),
Khufusiris can drain spells (or spell slots) from a
spellcaster. Each touch drains 6 levels of prepared
spells or unused spell slots, starting with the highest-
level spells and working down. Each drained spell
level gives Khufusiris 5 temporary hit points, and
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every five drained spell levels grants it a +1 bonus to
attacks and damage and a +1 dodge bonus to AC
(maximum of a +5 bonus). These bonuses and
temporary hit points last for 1 hour.

Hidden Healing (Su): The regeneration and fast
healing ability of Khufusiris is hidden from view (the
wounds inside him heal first) and it takes a successful
Heal and Perception check (DC 39) to notice that it is
healing until the last hit point is healed.

Immunity to Magic (Ex) Khufusiris is immune to
any spell or spell-like ability that allows spell
resistance.

Outrun Ally (Su): 1/day as an immediate action
Khufusiris can swap places with any ally that was
within his line of sight at the beginning of the prev10us
round, as per greater teleport. For example;iif, his
allied employer teleported away this round, he,c 1d
swap places with his employer, allowing Khufusizi;
escape and leaving his employer stranded. :
Snitch’s ear (Ex): Khufusiris greases fi

palms, and befriends the right people, so tij
someone is using diplomacy to gather infgf

about him or the person he is working for, he ,!

it. Working its way towards them so that e
information is coming from Khufusiris indire

actually arranges for them to meet with hi

they can gain the information directly fr
Khufusiris can feed misinformation so that

toward a rival, or he may help these oppd

destroy his current allies with extreme
information.

Unfriendly Fire (Ex): Once per round
successful Reflex save, Khufusiris can effec v

an adjacent creature that thinks he is its alljia
shield. Khufusiris takes no damage from a

attack while the ally suffers full damage (no save)."

Oreats

Adjust Power Attack (Combat)

Your physical combat prowess is finely tuned. o‘the !
point that you can shift your muscles in deﬁ to &

deliver a more effective attack.

Prerequisite: Str 17, Power Attack
Benefit: Once per round you may activ
deactivate the Power Attack feat before an af

is made, even if it is not your turn (e.g. an aité .‘
opportunity).

Normal: Power Attack may only be actlvate 0
turn and lasts for an entire round.

Armor’s (zap (Combat)

You can bypass a target’s armor with a we
searching for gaps and flaws.

Prerequisite: Perception 6 ranks, base attack bonus
+4

Benefit: After a full round of doing nothing but
analyzing you opponent, you can bypass this
opponent’s armor or natural armor with your next
attack. You must use a piercing weapon with which

you are proficient and make a successful Perception
check (DC equals 10 + the opponent’s Armor Class)
which takes a full round. A failed check means the
target’s armor has no discernable weakness, and you
cannot try again against that opponent until you put
another rank into Perception. If successful you can
repeat this action against the same enemy, though the
DC increases by +2 for each attempt as your opponent
is now aware of his weakness and seeks to protect it.
Ranged attacks increase the DC of the Perception
check by +1 for every 10 ft. beyond the first 10 ft.
Special: You gain no benefit from the use of this
ability if your opponent has the benefits of cover or
concealment.

ents flying.
Attack, Improved Bull

tlie creature may
maneuver. If the
a corporeal
ponent takes

\ ngth bonus)
etion of the

s rone. The
onent in a

e closer to

ted in. If
pponent's

| take 1d6

h&Q] ] ‘l ed prone
b the ) 'q |

el Combat)
1 low to défdq

deal damage
stead choosg’
is appropriate
\ opponent to
bur for each ¢
us scar, pepit
e) Jor remove

,, old Fhat

pnder her
level you
blind her

with a touch or an

isites: draiifispell spcial attack
efit: Once per round Your touch or spec1a1 attack
hance of dispelling an a e spe bffect of a
nst your
je armor
that you
could normally drain, and suppress a magical items
for 1d4+1 round with a caster level equal to your
challenge rating or less (and gain the benefits as if you
had drained a spell of that level). You cannot drain
spells during the same round you use drain defense
but you might use it on a non spellcaster or make you
opponent easier to hit the following round.
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Oreign Peath

For you, playing dead is more than lying still and
holding your breath.

Prerequisite: Con 13, Bluff 5 ranks.

Benefit: You can attempt to appear dead, slowing
your heart rate and breathing considerably, blocking
out reactions to pinpricks and similar stimuli, and
lowering your body temperature. Entering this trance-
like state is a standard action, and while maintaining
it you are paralyzed (though you remain aware of your
surroundings). In this trance, you can hold your
breath for one minute per point of Constitution score,
which is also the maximum duration of your trance.
You appear dead to all casual observers, and may
make a Bluff check (opposed by an examiner’s Heal or
Perception check) to appear dead even to a. carefu
examination. If you ready an action to use»q'z'hls i
when you are next struck for damage, the .ttag
must make a Perception check opposed by yd

or believe it has slain you.

r

F 4
CImproved Awesome Charge (Mont
You know how to make the best use of a cha
pounce attack.
Prerequisites: Awesome Charge and Poun
attack
Benefit: When you perform a successful
charge you can move with your opponent
gain the benefits of your pounce (for exa
perform an awesome blow and you oppone
10 feet back, you move an additional 10 fee

provoking an attack of opportunity and perf_ \ T

attack. In addition, you receive a +2 bonu$
awesome blow and bull rush combat mane
checks. And you gain a +2 bonus to your|Com
Maneuver Defense whenever an opponent  tries\
perform an awesome blow and bull rush c
maneuver against you. '

New Magic Ttem |

(Legacy Item) \ ! '

Huntsmen’s Sigil
Aura strong illusion; CL 20th
Slot chest; Weight -

Physical Pescription

This tattoo displays richly dressed human n
accompanied by huntsmen and hounds, p
unicorn kicking and skewering a hound wit
against a mille-fleur background

Q@ye

Knowledge (arcana, local, planar) DC 30:

The wyrd (ogre-magi/elves) refer to this as “The Mark
of the August Unicorn,” the fey call it Lorg Marrcail,
the oneirobound name it “Auberyon’s Sign”, but

own epithet.
$Primal Court
spend 7 years
to be passed on

fter a few

2 idea. It
on of the

hn  drow
ate’f Prince of
cross the

€r in its una y
| abilities. If '

e creature
e his. If a
but is not

(h€ attacker makes a

Q (/ ead the creature is

€ Gifrrent wielder is slain,

¢ stred and appears on the

f its slayer. When the wielder reaches or

i ritual he

um value

crifice is

equires 1

hour to perform, after it is performed that special

quality is awakened with the item granting that

ability. The DC for each ability is equal to 10 + half

the wielder’s character level + the wielder’s

Intelligence modifier. The caster level of these spells is
equal to the HD of the wielder (max 20th level).
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Table: Awakened Abilities
Special Ability

Component
Cost
2,400 gp
6,000 gp
13,000 gp

1/day phantasmal pit
1/day predatory stealth
1/day cure moderate
wounds, neutralize
poison

displacement
(continuous)

1/day treacherous
phantasm

Immunity to charm,
compulsion, and poison

24,000 gp
48,000 gp

56,000 gp

! 1

(Pestruction

Huntsmen’s Sigil can be broken by casting /a
spell upon it, but it cannot be ruined and d
unless an erase spell is cast upon it by a rum
while standing at the center of the Primal Co ,,
I 4

New Spells

Phantasmal Pit

School: Illusion (Phantasm) [Fear, Mind-A

Level: Sor/Wiz 2

Casting Time: 1 standard action

Components: V, S

Range: Medium (100 ft. + 10 ft./level)

Target: One living creature

Duration: 1 round/level or one round B (0t
Saving Throw: Will disbelief, then Fortitude

see text; b

Spell Resistance: yes

You create a phantasmal image of a pit si ply by
formin the thoughts of the subject’s subg nsc%us .
mind into something that its conscious niind can ¥
visualize: an infinite pit. Only the spell's subje ¥
sense the phantasmal pit. You see only a vagig

on the ground. The target first gets a Willds

recognize the sensation as unreal. If that save

subject believes it is falling and falls 't‘_ %
subject then must succeed on a second Will Javg \
afflicted with the stunned condition from fear If the
subject of phantasmal pit succeeds in disbelieving
and possesses telepathy or is wearing a

telepathy, the fear of the pit can be turned

You must then disbelieve it or become s

believing you're falling, fall prone, and su

your second Will save or be stunned.

Predatory Stealth

School: Illusion (Glamer);
Level: Drd 3, Rgr 3, Sor/Wiz 3

\
”’ﬁf-"

dismisses the spell, all of that information ig,conveyed

enchantment may dispel the illusion.

Casting Time: 1 standard action

Components: V, S, DF

Range: Close (25 ft. + 5 ft./2 levels)

Targets: One creature/ level, no two of which can be

more than 30 ft. apart

Duration: 10 minutes/level

Saving Throw: Fort negates (harmless);

Spell Resistance: Yes (harmless)

Predatory stealth masks the presence of the selected

creatures, granting them a +5 competence bonus on

Stealth checks and preventing them from being

automatically detected by scent. Creatures with the

scent ability must make

Perceptlon checks to detect affected creatures (and

any items 6By arry) as, if they lacked that ability.
17 aturEs indsense ability are likewise
n 6ts’ presence, while those

subjects’ presence as if

re chosen

iné €lose to the
his image
epted as
magical

he image,

A1 ¢

e Willom the
flils S8Bse of rea

(including @
eeing fail"té @
allit to be falsel

aBe to be fa
s that contragl
isted to confo
Sory image do

the victim

t (e.g., killin

eventually

f or a loved
einousness that
re). The illusion
as beefifommitted, leaving
t t consequences. The
% . hing the subject
aces includM xS ject’s very thoughts,
'ﬂ der the effect ofhis spell. If the caster
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(Khufusiris the Mongrel of
(Barren Mystery CR13

XP 3,200

advanced primordial riven magic criosphinx

N Large magical beast

Init +1; Senses darkvision 60 ft., low-light vision,
scent; Perception +18

PDefense

AC 22, touch 10, flat-footed 21 [50 % miss chance
displacement] (+1 dex, +12 natural, -1 size)

hp 168 (16d10+80)

Fort +14, Ref +11, Will +5

Immune magic

ense
Speed 4o ft., fly 70 ft. (poor)
Melee gore +23 (2d6+8), 2 claws +23 (1d8+& )
Space 10 ft.; Reach 5 ft. ;’ f
Special Attacks awesome charge, break mg
drain spells, pounce, rake (2 claws +15, 1d8+§
Spell-like Abilities (CL 13, Concentration
At will—detect magic, greater dispel magic

Oactics

Before Combat: Khufusiris tends to cli
ahead out of sight of his opponents usually d

of the sun.

Combat: Khufusiris likes to dive-bomb from:

the sky performing a falling awesome ch
pounce attack, often with a full out power at
against a spellcaster so he can drain spells e
round, though he never kills them as he always wa *
to check first to see if there is a bounty on sqmeo ¢
head. If a magical item inflicts a great deal,©
upon him, he seeks to break it so that it canno
again. -

Statistics

Str 27, Dex 12, Con 21, Int 8, Wis 13, Cha ¢
Base Atk +16; CMB +25 (+29 bull r
awesome blow); CMD 37 (38 vs. awesome ﬁ

vs. bull rush and trip) '
Feats AlertnessB, Capture Alive, Cleave, Drain
Defense, Flyby Attack, Improved Awesom
Improved Bull Rush, Improved Natural Attal

claws), Power Attack, Skill Focus (Survival)

Skills Fly +5, Perception +20, Sense M
Survival +7,

Languages Common, Sphinx

Ecology

Environment warm deserts
Organization solitary

77 hit ppg;;

Morale: Khufusiris is not at great thinker, but he is \
no fool, if he is seriously 1n]ured when thing are§10t
going as planned he takes wing and flees. 5

Treasure hunter’s sigil (awakened to 13th level)

Special Apilities
Awesome Charge (Ex) Khufusiris can smash
opponents backwards with a blow from its horns. On
a charge or bull rush attack, Khufusiris gains the use
of the awesome blow feat if he hits the target.
Break Magic Item (Su) If Khufusiris touches a
magic item (automatic for an unattended item or an
item that strikes it, a touch attack against any other
attended item), the item must make a caster level
check (1d20 + the item’s caster level) DC 23. Failure
results in the item suffering the broken condition (its
»to one less than half its hit
0_ ttot‘:ll A3
pell nce\per round with a touch
P ecessful melee attack),
pell slots) from a
evels of prepared
th the highest-
h drained spell
t points, and
+1 bonus to
bonus to AC
pnuses and

criosphinx

datkvision 60 Tl dOWslight vision,

2 natural, -1

Meéleelgore +18 (2d6+7), 2 claws +18 (1d8+7)

Oactics
Before Combat: Khufusiris tends to climb high
ahead out of sight of his opponents usually diving out
of the sun.
Combat: Khufusiris likes to dive-bomb from high in
the sky performing a falling awesome charge and
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pounce attack, often with a full out power attack
against the least armored and least agile opponent, as
he enjoins inflicting terror upon his opponents.
Morale: Khufusiris is not at great thinker, but he is
no fool, if he is seriously injured when things are not
going as planned he takes wing and flees.

Statistics

Str 25, Dex 12, Con 19, Int 7, Wis 13, Cha 9

Base Atk +12; CMB +20 (+22 bull rush); CMD 31
(32 vs. bull rush, 34 vs. trip)

Feats Alertness?, Cleave, Flyby Attack, Improved
Awesome Charge, Improved Bull Rush, Improved
Natural AttackB(gore, claws), Power Attack, Skill
Focus (Survival) '

Skills Fly +5, Perception +18, Sense Mq?f
Survival +5, f
Languages Common, Sphinx

Ecology

Environment warm deserts
Organization solitary
Treasure hunter’s sigil (awakened to 10th le

Special Apilities

Awesome Charge (Ex) Khufusiris car
opponents backwards with a blow from its

a charge or bull rush attack, Khufusiris gain|
of the awesome blow feat if he hits the target.

oemplates

(Betrayer Creature

This specific creature constantly and succes
betrays his apparent allegiances, only to move'

new group and repeat the pattern. These er

may be doing it for a higher purpose, manips
events from behind the scenes or for their o
betterment, not caring whose toes they
Alternatively, they could just be mentally unsi
cursed. They do not turn back and forth betwee

and villain as they are usually switching
different groups of antagonists, and are d
instigators of civil wars simply because theyusal
easiest situations to take advantage of. This pattgkn o
behavior becomes a ritual, and that ritual creates the
Betrayer creature.

Creating a Petrayer Creature

“Betrayer creature” is an acquired template

be added to any intelligent creature (re
hereafter as the base creature).

A Dbetrayer creature uses all the base creature’s
statistics and special abilities except as noted here.

gis immune
dlso gains
5 relevant

information about any special weaknesses,
vulnerabilities or flaws the ally may have.

Drain Ally (Su): Once per day, as a swift action plus
an additional time per day at every 4th CR (CR 4, 8,
12, etc.), a betrayer creature can drain a target ally

within 30 ft. of 1d6 hit points per hit dice the betrayer
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has (max 10d6), healing half the amount drained.
There is no save against his ability.

Hidden Healing (Su): The regeneration and fast
healing ability of a betrayer creature is hidden from
view (the wounds inside the creature heal first) and it
takes a successful Heal and Perception check (DC 15 +
the betrayal creature’s CR + its Constitution modifier)
to notice that it is healing until the last hit point is
healed.

Outrun Ally (Su): 1/day as an immediate action the
betrayer creature can swap places with any ally that
was within his line of sight at the beginning of the
previous round, as per greater teleport. For example,
if his allied employer teleported away this round, he
could swap places with his employer, allowing the
betrayer to escape and leaving his employer stra
Snitch’s ear (Ex): A betrayer creature greasesithe
palms, and befriends the right people, so tha
someone is using diplomacy to gather inf

about the organization he belongs too, he leg
Working its way towards them so that e
information is coming from it indirectly or itfai
arranges for them to meet with it so that the /

the information directly from it. A betrayer

can feed misinformation so that it points

rival, or it may help these opponents to de

current allies with extremely useful informati
Unfriendly Fire (Ex): Once per round
successful Reflex save, a betrayal -creat
effectively use an adjacent creature that

betrayer is its ally as a shield. The betrayer

damage from a single attack while the ally s

damage (no save).

Abilities: Increase from the base creature as foll
Con +4 (+2 hp per HD, +2 to Fortitude saves,jand
of the base creature’s Constitution-based DCs);!
Cha (+2 to Bluff, diplomacy, Disguise, Handle Ani \
Intimidate, Perform, and Use Magic Device; attem
to influence others, and Channel Energy D([%
any of the base creature’s Charisma-based D(s)

SKkills: The base creature gains a +8 racial :'r'lu__'
Bluff and Diplomacy checks. '

Organization: Solitary

Treasure: double standard (steals from its |
is paid well for its betrayal)

Primordial Creature (CR +1)

This creature is filled with the power of the wild and
untamed forces of the world.

Quick Rules: Gains the scent ability; Spe

to all forms of movement; +2 on all at

damage rolls, -2 penalty to all skill checks;

and CMD; +1 hp/HD.

Rebuild Rules: gains the scent ability; AC increase
natural armor by +1; Speed +10 ft. to all forms of
movement; Ability Scores +2 Str, Con, Dex, and
Wis, -4 Int (minimum 2), -2 Cha; Feats Alertness,
Improved Natural Attack for each natural attack form;

duild rules are

2dial Attacks
.' e; Ability

ke with an
8 can use
ill, as a
to its

e per TR atlich attack
melee attae > BVen magic
spells (of*§) ) from a

drains lévél
equal the
m 1), startif

ifing down. Fome

re touches a

I'3rd-level slot, t

s left unused

ared spells
fen magic

e highest-

g say a CR
ith a 4th-
dblevel slots,
s the 4th-

well as one slot.
el gives the riVell magic creature
5, and everyfive drained spell
to attaeks and damage and
Onus A C imfim of a +5 bonus).
\;'\. ‘ smpataryshit points last for 1

" ﬁ '*" Magic Item (Su): IfAhe riven magic creature
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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, 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 doe 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) "Produgt

means product and product line names, logos and identi 1
including trade dress; artifacts; creatures characters; -Pst
storylines, plots, thematic elements, dialogue, incidents, la Q.
artwork, symbols, designs, depictions, likenesses, fo

concepts, themes and graphic, photographic and other vis
representations; names and descriptions of charact
enchantments, personalities, teams, personas, hkenesses 2

abilities; places, locations, environments, creatures, g

magical or supernatural abilities or effects, logos, symbol ,

designs; and any other trademark or registered trademis
identified as Product identity by the owner of the Prod

and which specifically excludes the Open Game

"Trademark" means the logos, names, mark, sign, motto,

are used by a Contributor to identify itself or its prod

associated products contributed to the Open Game Licd
Contributor (g) "Use", "Used" or "Using" means to use,

copy, edit, format, modify, translate and otherwise creatd

Material of Open Game Content. (h) "You" or "Your"

licensee in terms of this agreement.

2. The License: This License applies to any Open Game (

contains a notice indicating that the Open Game Content 1}

Used under and in terms of this License. You must affix s

to any Open Game Content that you Use. No terms may be ‘added t¢
or subtracted from this License except as described by !q d
itself. No other terms or conditions may be applied to any O,- _'
Content distributed using this License. \
3.0ffer and Acceptance: By Using the Open Game CQn tent
indicate Your acceptance of the terms of this License. 3

4. Grant and Consideration: In consideration for agreeing to us
License, the Contributors grant You a perpetual, worldwide, TO

free, non-exclusive license with the exact terms of this Lice
the Open Game Content. 17
5.Representation of Authority to Contribute: If You are cor:
original material as Open Game Content, You represent.
Contributions are Your original creation and/or You have

rights to grant the rights conveyed by this License. 1
6.Notice of License Copyright: You must update the C

NOTICE portion of this License to include the exact
COPYRIGHT NOTICE of any Open Game Content You 4 pyl s
modifying or distributing, and You must add the title, the\Gop;
date, and the copyright holder's name to the COPYRIGHT] ]

any original Open Game Content you Distribute. Q

7. Use of Product Identity: You agree not to Use any Prod

including as an indication as to compatibility, except 3

licensed in another, independent Agreement with the o :
element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, i
Agreement with the owner of such Trademark or
Trademark. The use of any Product Identity in Open Ga

does not constitute a challenge to the ownership of t

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.

All proper names and text on the first page are product
identity all other content including translated common
names on the first page are open gaming content.

Open Content is the designated as follows: All common
names the all information on stat blocks, templates,
classes, magic items (excluding the lore section), spells,
and feats.

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 peI‘InlSSlOn from the Contrlbutor to do so.
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