acceptance of Simians, with some valu-
ing them for their bravery and strength,
while others seeing them as little more
than animals.

ALIGNMENT

Many Simians follow a code of honor
and follow some sort of lawful align-
ment. A lawful evil Simian may be a
cruel and cunning, while one that is
lawful good might be noble and stead-
fast. A Simian always seeks to prove
themselves in their chosen profession.

SIMIAN RACIAL TRAITS

« +2 Strength, +2 Dexterity, -2 Charisma:

Sl““nﬂs Simians are strong and agile, but their
bestial appearance is met with hesitation

by many other races

The Simians are a race of Gorilla Men,

trained in the art of warfare from e Medium: Simian are Medium creatures
infancy. They can be found far from their and have no bonuses or penalties due to
homeland as mercenaries, or wandering their size.

adventurers. Thelr savage appearance is « Normal Speed: Simians have a base
contrasted with their keen sense of speed of 30 feet.

tactics, and code of honor. o o )
« Climbing: Simians have a climb speed

PHYSICAL DESCRIPTION o3 et and g - racil bonis o

Simians resemble man-like Gorillas. They « Fearless: Simians code of honor gives
stand about as tall as most human, but them a +2 racial bonus on all saving
have stocky, powerful bodies and are throws against fear.

typically twice as heavy. Their skin and
hair can range from a light grey to a
reddish brown to almost black, with

« Intimidate: Simians receive a +2 racial
bonus to intimidate checks.

white haired Simians being another o Low-Light Vision: Simians can see
occasional rare occurrence. twice as far as humans in conditions of
dim light

RELnTIOHS « Weapon Familiarity: Simians are profi-

Simians and Dwarves share a sense of cient with battleaxes and greataxes.

honour and hard work, and generally o Languages: Simians begin play speaking
have good relations. Occasionally a more Common and Simian. Simians with high
warlike Simian will associate with the Intelligence scores can choose from the
more savage races such as Orcs or following: Dwarven, Gnoll, Goblin and
Gnolls. Human societies vary in their orc.
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The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (‘Wizards’). All Rights
Reserved.

1. Definitions: (a)' Contributors’ means the copyright and/or trademark
owners who have contributed Open Game Content; (b)'Derivative
Material’ means copyrighted material including derivative works and
translations (including into other computer languages), potation,
maodification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) ‘Distribute’ means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)’Open Game Content’ means the game
mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e)
‘Product Identity’ means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) ‘Trademark’ means the
logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) ‘Use’, ‘Used’ or ‘Using’
means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) “You’ or
‘Your’ means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content You are copying, modifying
or distributing, and You must add the title, the copyright date,
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and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorised version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

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

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination
of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.
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