Pits and Perils:
duearthed Secrets




By: James T. Hook
Skeleton and Bear Art: Guillaume Jentey

Copyright © 2019 James T. Hook

All rights reserved. This book or any portion thereof may not
be reproduced or used in any manner whatsoever without the
express written permission of the publisher except for the
use of brief quotations in a book review or scholarly journal.

Approved E‘ur

Pits & Pmls




Tables of Contfents

Chapter I Chavacter Creation..........coovvvvnns 4

Chapter II: Dew Keritages and Archetypes......14

Chapter LIL Additional Things............ooeeee. 18

Chapter IV: Dew Magical Ifems................. 20

Chapfer Y: Judge Advice........oovvvvininnnnn 21



Chapter I Character Creation

10. Choose two Abilities
Ability Actions
Strength bend bars, lift gates, etc.
Intelligence know legends, lore, etc.
Dexterity climb walls, stealth, etc.
Wisdom detect lies, find clues, etc.
Constitution withstand adversity, etc.
Charisma lead, persuade others, etc.

All characters can attempt anything but chosen abilities determine what
the character excels at. Any actions falling under said attributes receive
a +1 bonus to the roll.

STRENGTH relates to physical prowess. All characters are strong to
some extent, but only some characters are mighty. The character may
attempt feats of great strength, like forcing open a stuck door, etc.

DEXTERITY is a measure of speed, balance, and coordination. Fast
characters can attempt to hide, sneak, and steal small objects, like a coin

purse. However, this may not be possible in metal armor and/or shields.

WISDOM means empathy and intuition. Players must still rely on their
own judgment. However, wise characters might notice things others
miss, like fresh tracks or knowing when someone is lying to them.



CONSTITUTION indicates health and well-being. Hardy characters can
hold their breath and swim rough waters, etc. The bonus of (+1) can apply
to saving dice against things like disease and/or poison.

CHARISMA is charm and leadership ability. Players should always act
out their personal interactions. However, leaders can attempt to
influence others and even.




2. Choose Heritage

Human

Humans are the most versatile and prominent race in the world.

e Gain +2bonus xp per encounter
e Have no restrictions

Dwarves

Dwarves are a race of short, stocky underground people. They stand 4’
tall and live in the mountains, where they mine the earth and fashion
items of exquisite beauty. Dwarves prize gold and tend to be greedy. In
fact, gold is the reason most leave home in the first place. For all this,
dwarves are lawful and value personal honor above all things. To
outsiders, they appear stubborn. They possess the following traits;

e +1toall Saving Dice

e +2againstall manmade traps

¢ Duetothe Dwarves living underground, they can identify unsafe
construction one-third of the time (1-2 in 1d6). This includes
mechanical traps and natural hazards, like knowing when a ceiling
might collapse

e Seein Darkness (except magical light) out to 30’ though torchlight
negates this.

e They speak their own language and the tongue of Man

e Dwarves can can only choose the Cleric, Shadow Guard, Fighter, or
Barbarian Archetypes



Hill Dwarves

Hill Dwarves stand 3’ tall, being shorter than their cousins and not so
greedy and violent. They have long since abandoned their mountain
dwellings and possess the following traits;

e +1toall Saving Dice

e +2against disease or poison

e Their small size allows them to hide, even heavily armored, with
onlyalin 1d6 chance of detection if they remain perfectly still and
make no noise

e Hill Dwarves can only choose the Cleric, Shadow Guard, Fighter,
or Barbarian Archetypes

Elves

Elves are arace of slender, graceful, forest dwellers. They stand 5’ tall
and have pointed ears. Elves are immortal, or nearly so, and they often
seem detached from mortal concerns. In truth, their longevity gives
them unique insight, and they are innately good and wise. Elves are
usually neutral, but only because they can see the big picture. They
possess the following traits;

e Allelvescastspellsasa 15 Level Magician, although spell duration
and effect do not approve (Unless they are a Magician). They can
either learn a new spell every third level or gain an additional spell
point.

e They can identify the presence of magic one-third of the time (1-2
in 1d6) if within 30,



e They speak their own language and the tongue of man, if the
Referee allows it; they can communicate with woodland creatures
as well,

e FElvescan only choose the Fighter, Magician, or Necromancer

Archetypes

Wood Elves
Wood Elves are a shy and secretive race. They possess the following

traits;

e Wood elves do not possess the innate magic of their kin; instead
they are blessed with greater speed. They get +1 to all ranged
attacks. In addition, they can they can fire a volley of arrows and
split the damage between multiple targets in range.

e FElvesare exceptionally good at hiding and moving undetected,
they gain +1 to all Stealth related rolls every third level

e They speak their own language and the tongue of man, if the
Referee allows it; they can communicate with woodland creatures
as well,

e Wood Elves cannot can only choose the Fighter, Thief, or Corsair
Archetypes



3.Class

All characters are considered ADVENTURERS and follow the below
progression:

EXP LVL HP Total SP/FP Total*
0 1 10 2/1
50 2 11 -
110 3 12 4/2
190 4 13 -
290 5 14 6/3
410 6 15 -
550 "’ 16 8/4
710 8 17 -
890 9 18 10/5
1090 10 19 -

*Magicians/Clerics gain Spell or Faith points respectively if that
archetype is chosen.



4. Choose Archetype

Cleric
As fighting priests, clerics possess the following abilities:

e Wear full armor and shield

e Only wield blunt weapons (no bows)

e Perform miracles of Cure Disease, Heal, and Ally as the Magician
spells of the same name. These cost Faith Points. Attempt to turn
undead equal to their level

o At 7™level can attempt to resurrect the dead

e CanbeaMonk Instead (No armor or shields, bare hands or
quarterstaff only, can fight ambidextrously without have the
Dexterity ability, Monks cannot turn undead or resurrect but at 3™
level they gain two attacks per round)

Monk
Monks are individuals that have mastered the ancient and mystic arts of

martial arts.

e Cannot wear armor or use shields

o Wield only bare hands or a quarterstaff with a +1 to damage

o At274™ and 6™ levels, they gain +1 armor as their body hardens
with mystical energy

o At 3"]level gain anaddition attack



Fighters
Fighters are men-at-arms.

e Wear full armor and shield

e Wield all weapons at +1 to attack dice

o At 3"level gain an additional attack per turn and choose a combat
maneuver (then an additional combat maneuver for every third
level)

Barbarians

e Wearleather armor

o Wield all weapons at +1 to attack dice

o At 3™level gainanadditional attack per turn and choose a combat
maneuver (then an additional combat maneuver for every third
level)

o Begin play knowing the Berserk Maneuver - resisting all magical
attacks and adding +1 damage at maximum duration per level.

Magicians
Magicians are powerful spell casters.

e Cannot wear armor or use shields

e Wield only a dagger or quarterstaff

e Cast spells by spending Spell Points, they begin knowing 4 spells
and learn an additional spell every 3™ level.

e Use Stavesand Wands

o At7™level can craft magical items and brew potions



Thieves
Thieves are scoundrels. They hide, sneak, and
steal when the opportunity presents itself. However, their skills are in

high demand, so they often join adventuring parties.

e Canonly wear leather armor and can’t use a shield. They can only
fight with light weapons such as daggers, clubs, slings, and
blowguns

e At 3" level and every third level after they gain a +1 bonus to
Stealth, Disable/Find traps, and pick pocket.

o Possesses the ability to attack for double damage (backstabbing)
when they are behind their opponent or when they catch their
opponent unawares.

Corsair

These are daring pirates and highwaymen.

e Canonly wear leather armor and can’t use a shield. They can only
fight with light weapons such as daggers, clubs, slings, swords, and
blowguns

o At 3"level gain an additional attack per turn

e Gain the use of the Dodge and Parry maneuvers



5. Choose Cosmic Bondage

e Law
e Chaos
e Neutral

6. Record Starting Gold and Equipment

All characters start with a backpack, bedroll, 1 weeks’ worth of rations,
and a single weapon of the player’s choice. They also get 1d6x10 gold
pegs (GP) to cover additional needs, like armor or a pack mule. Of

course, players are free to pool their money for group purchases.




Chapter II: Dew Heritages and Archetypes

New Heritages

Ursine

Ursines are a race of intelligence bears that are
capable of speech and critical thinking., They appear
as large normal bears with coats of varying shades
of brown, grey, and black. They possess the
following traits;

e +2forallrollsinvolving scent
e +2forall saves against poison and disease
e Theycannot wield weapons and all armor has

to be specially crafted which increases cost
e They speak their own language and the
language of Man
e Ursines can only choose the Fighter or Barbarian Archetypes (they

can make use of all combat maneuvers except those requiring a
shield)

Drakes

Drakes are distant cousins to the true dragons. Their independent nature
and fondness for befriending other races sets them apart from their
more aloof relatives. They have created their own society separate from
other dragonkin but tend to share lands with their relatives. Drakes
appear tobe smaller versions of their giant relatives (at full grown, they
are slightly larger than a horse drawn cart). They are winged, scaled,
tailed, quadrupeds with great variations in color and frill/horn
adornments.



o Theyare unable to wear armor, but their scales are hard as iron and
provide a natural armor bonus to equal to plate mail (+3)

o Theyare unable to wield weapons, but their teeth and claws can
inflict damage

e Theycanflyat 30’

« They possess abreath weapon (element of choice) that can damage
all foes within range

o Drakes can onlychoose to the Fighter, Magician, or Necromancer
Archetypes

Moon Folk

The Moon Folk are a curious and far flung group of small humanoids
that have the strange ability to turn into a house cat. They tend to
possess cat like personality traits such as aloofness and curiosity. No
one really knows their true origins but there are rumors of ancient Fae

intervention or even the magic that creates a Magicians familiar gone
wild.

¢ Seein Darkness (except magical light) out to 30’ though torchlight
negates this

e Theypossess the luck of a cat. If any roll comes up double 1’s
(snake eyes) they can immediately reroll and must except the new
result

e Atwill, the Moon Folk can transform into a normal house cat and
back into their humanoid form. This transformation takes one turn
to complete and their gear does not transform with them

e Moon Folk can only choose the Thief, Corsair, Magician, and
Necromancer Archetypes



New Archetypes

Necromancer

Power corrupts but power over life and death corrupts absolutely.
Necromancers are Magicians who have discovered a way to rend the veil
between our world and the spirit world as easily as one swat a cobweb out
of their face. Most Necromancers are dark and twisted souls that follow
their own ambitions or serve more powerful masters, but some
Necromancers use their unique gifts for other purposes. These
Necromancers are known as Animators and rumor has it that they ask
the spirit for permission before they are forced into servitude. All

Necromancers possess the following abilities:

e Cannot wear armor or use shields

e Wield only a dagger or quarterstaff

e Cast spells by spending Spell Points, they begin knowing 2 spells
and learn an additional spell every 3 level. One of their beginning
spells is required to be Mort.

o At2"level and everyeven level afterward, the minions from the
Mort spell gain a level

e Use Stavesand Wands

o At 7™level can craft magical items and brew potions

Shadow Guards

These dark beings were once Clerics, a Champion of the Gods. For
reasons known only to them, they have fallen from grace and were able
to wrestle some of their divine power free from when their Gods
forsaken them, but that power is a twisted reflection of its former self.
They travel the lands following their own ambitions. All Shadow Guards
possess the following abilities;



Wear full armor and shield

Only wield bladed weapons (no bows)

Perform miracles of Jinx, Bolt, and Mist as the Magician spells of
the same name, These cost Faith Points.

Attempt to control undead equal to their level

7™ level gain access to the spell Mort




Chapter IIX: Additional Things

Experience

Instead of counting big numbers and doing a lot of math, 1-4 experience
points are issued per encounter/completion of quest/social
roleplay/etc.

Death

Whatever final blow the character takes to reduce them to zero hits (if
additional damage from the final blow would put them in negatives,
they do not drop past zero hits) they fall unconscious are unable to act.
Any further damage taken causes them to make an immediate saving
throw modified by Constitution.l On a failure they die and can be either
resurrected or if the referee permits, make a deal with Death. If the roll
succeeds, then are considered wounded and lose access to an attribute
until healed of 14 hits. Frurther damage causes additional saves with the

same results.

Bugbears

Bugbears can hide under any bed regardless of size.

Red Shirts, Henchmen, Villains Foul, and Unspeakable Horrors

Red Shirt level opponents are TN 7 and only have one hit. Henchmen
level opponents are TN 7 and have 2-6 hits. Trained Combatants are TN
9 and have hits appropriate to their Hit Dice. Unspeakable Horrors are
TN 12 and have hits appropriate to their power. All characters are
considered Trained Combatants. Below is the table for quick reference:



Level Att | TN | Size | Damage¥*#* Hits
ack ¥*
1-3 (Red Shirts) +1 7 | M - 1
4-6 (Henchmen) +2 | 7 | M - 2-6
7-9 (Trained Combatants) | +3 | 9 L +1 Per Level
10-12 (Unspeakable +4 | 12 H +2 Appropriate

Horrors) to their
Power

*Not always a factor, more for monstrous foes
#%0Only applies to natural weapons such as teeth and claws

Two-Weapon Fighting
Characters who wish to fight with two light weapons (or one light and

one medium) gain +1 to hit.

Two-Handed Weapons
These deal +1 damage.

Dramatic Systems

All noncombat Actions (including saves)
Roll 2d6 + Modifiers vs. TN of 7

All Combat Actions
Roll 2d6 + Modifiers vs. TN of 7/9/12
e Result of 9-11 deals 1 Hit before bonus damage (if any)

¢ Result of 12 deals 2 Hits before bonus damage (if any). If fighting an
Unspeakable Horror, a result of 12 only does 1 hit naturally.



Chapter IV: Dew Magical Ifems

Sunblade

The art of making these blades have been lost to time. Each one appears
tobe freshly pulled from a blacksmiths forge as the blades glow like
molten iron. These blades can cut through the strongest stone and
metals which allows them ignore armor. With each point of damage
dealt the armors rating is permanently reduced by one until destroyed
(magical armor gets a save).

Oblivion Belt

This heavy old leather belt is adorned with chains that ends in vicious
hooks. The wearer of this belt can will chains to shoot out of the shadows
to attack anyone within sight. The wearer gains +1 to attack dice and the
belt allows the wearer to attack twice with the chains regardless of
Archetype or level.

Ring of Squeaks
This ring allows the wearer to turn into a mouse and back again at will.
All items are transformed a long with the wearer.

Gloves of Daggers
These unassuming fingerless leather gloves allows the wearer to create
an unlimited number of daggers.

Amulet of the Ghoul
This allows the wearer to transform into a ghoul with all of the benefits.



Chapter Y: Judge Advice

Players and their Characters

Pits and Perils is a roleplaying game about fantastical adventures in far
off lands with a backdrop of medieval fantasy where anything is
possible, but it is more than that. It is about creating stories at the table
between the players and the Judge. Itisabout the interpersonal
interactions between the characters and their world. It is about the
questions and experiences that arise when dealing with human nature in
unusual situations. It is about ethics, teamwork, love, and hard choices.
All of this is the true soul of the game.

So, you have read all of this and you are probably thinking that sounds
interesting but how can you bring out these aspects when it is common
for players to show up with a character that has already been created

with more stats then flavor.

The easiest way to accomplish this is for you to use the following

techniques:

1. Character creation takes place at the table with everyone present
from start to finish. Players should take turns first discussing their
character concepts, discuss background information, discuss
possible flaws, then each character should decide how they know
some of the other characters - each character canhavea
maximum of two connections with their fellows - do not leave
anyone out (this should be recorded on the character sheet), and
finally each player should follow the character creation process in
regards to mechanics.
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. During the game, the Judge should strive to create stories or

encounters from the backgrounds of the characters, their
connections, and what they want. At the end of every session the
Judge should ask every player what their character wants to do
and/or would be doing in their given situation. The Judge needs to

use these answers to help shape the next session.

. Let the characters go off and do their own thing. Do not warn them

about impending dangers or try to railroad them into the session
that was pre-designed. Characters tend to create their own
situations and get themselves into plenty of trouble all on their
own. Due to Pits and Perils being rules light, it is easy to create
things on the fly.

. After the first session, encourage the players to writeup a

backstory for their characters. Give them the following questions
for help with this:

What does your character look like?

What was your character’s family like?

What motivated your character to become an adventurer?

Does your character have any secrets?

Does your character have any love interests?

Are there any specific tragedies that have seriously impacted you
character?

Where did or does your character live?

Does your character carry any good luck charms or have a trinket
that has sentimental value?

What is your character’s personality like?

What is your character afraid of?

Does your character have any enemies?



The Golden Rule

If a character is supposed to be good at something and there is no need
for drama or a chance of failure at something let them succeed at what
they are good at without a dice roll. If a character has a strong backstory
in regard to cooking, leatherworking, making rocking chairs or
whatever, let the character succeed and be fully competent in the task.
The thing to remember with any idea or action is that if there is no need
for a chance of failure or other drama no dice need to be rolled, let the
players role play it out




Pits & Perils Open Supplement License v1.0

The following Open Supplement License governs the reproduction and distributing of materials compatible with the Pits & Perils role-playing game by Olde House Rules. By
copying, modifying and/or distributing supplemental materials, you agree to be bound by the terms of this License.

1 Application
This License applies to any supplemental materials designed for, and compatible with, the Pits & Perils game reproduced and distributed by individuals or entities other than
Olde House Rules.

2. Definitions
"Copyright Notice" means the copyright notice applying to Pits & Perils. "Distribute” or "Distributing" means to reproduce, display, transmit or otherwise distribute by any
medium and/or in any form, whether gratis, for a direct or indirect fee, or any form of exchange. "Supplemental Material" means any derivative content, such as adventures,
enemies, spells and/or variant rules compatible with Pits & Perils and requiring the Pits & Perils rulebook(s) to fully utilize. "You" or “Your" means an individual or a legal
entity exercising rights under this License.

3. Grant and Consideration
In consideration for your agreement to use this License, effective on this date, Olde House Rules grants you world-wide, royalty-free and non-exclusive License for the
following permitted uses:

3.1 You may copy and distribute Your Supplemental Material, provided that you, in each instance, send a digital copy to Olde House Rules for private archival
purposes.

3.2 You may use terminology specific to Pits & Perils provided these do not exactly or conceptually reproduce the existing work.

33 In all instances, the Copyright Notice and this License will be prominently displayed somewhere within Your Supplemental Material and the "Approved for

Pits & Perils” logo on the front or inside cover at your discretion.

4. Representation By Distributing Your Supplemental Material
You represent that it is your original creation and/or that you have sufficient rights to Your Supplemental Materials to make the grants described in this License.

5. Versions of the License
Olde House Rules may publish revised and/or new versions of this License from time to time. Each version will be given a distinguishing version number. New Supplemental
Material must always use the most recent version of the License from the Olde House Rules web site. Once Your Supplemental Material has been published under a particular
version of this License, You may continue to use it under the terms of that version or you may choose to use it under the terms of any subsequent version of this License
published by Olde House Rules. No one other than Olde House Rules has the right to modify the terms of this License.

6. No warranty
You expressly acknowledge and agree that use of Pits & Perils is at Your sole and entire risk. Pits & Perils is provided "as is “and without warranty of any kind. Olde House
Rules expressly disclaims all warranties and/or conditions, express or implied, including but not limited to, the implied warranties and/or conditions of satisfactory quality,
merchantability, fitness for a particular purpose and non-infringement of third party rights. No oral or written information or advice given by Olde House Rules shall create a
warranty.

7. Limitation of Liability
Under no circumstances shall Olde House Rules be liable for any incidental, special, indirect or consequential damages arising out of or relating to this License or Your use of
Pits & Perils, whether under a theory of contract, warranty, tort (including negligence), products liability or otherwise.

8. Use of the Logo
The "Approved for Pits & Perils" logo is the property of Olde House Rules and may only be displayed under the terms of this License.

9. Termination
This License and the rights granted herein will terminate automatically without notice from Olde House Rules if You fail to comply with any term or terms of this License and
fail to cure such breach within 30 days of being notified of such breach by Olde House Rules

9.1. Where Olde House Rules determines that a purportedly Supplemental Material is in fact a violation of copyright; this constitutes a breach of this License.
Olde House Rules may terminate this License and the rights granted herein if you fail to cure such breach within 30 days of being notified of such breach by Olde
House Rules. Olde House Rules may, at its option, use any applicable copyright law to protect its intellectual property rights.

9.2. Where Olde House Rules determines a Supplemental Material does not comply with subsection 3.3 of this License; this constitutes a breach of this License.
Olde House Rules may terminate this License and the rights granted herein if you fail to cure such breach within 30 days of being notified of such breach by Olde
House Rules.

9.3. Upon termination of this License, You agree to immediately stop any further copying, modifying and/or Distributing of the Supplemental Material in
question. Except in the case of copyright violation, you will not be liable to Olde House Rules for compensation, indemnity or damages of any sort solely as a
result of terminating this License in accordance with its terms, and termination of this License will be without prejudice to any other right or remedy of either
party.

9.4. Termination of Your License by Olde House Rules shall not be effective to terminate the License of anyone else enjoying rights under this License.

10. Miscellaneous
10.1.This License will not be construed as creating an agency, partnership, joint venture or any other form of legal association between You and Olde House
Rules, and You will not represent to the contrary, whether expressly, by implication, appearance or otherwise.
10.2. Nothing in this License will impair the right of Olde House Rules to acquire, license, develop, market and/or Distribute products that perform the same or
similar functions as, or otherwise compete with, Your Supplemental Material.
10.3. Failure by Olde House Rules to enforce any provision of this License will not be deemed a waiver of future enforcement of that or any other provision. Any
law, regulation or rule of interpretation which provides that the language of a contract shall be construed against the drafter will not apply to this License.
10.4. 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.
10.5. This License constitutes the entire agreement between the parties with respect to the subject matter thereof.



Creative Commons Attribution 4.0 International Public License

By exercising the Licensed Rights (defined below), You accept and agree to be bound by the terms and conditions of this Creative Commons Attribution 4.0 International Public License ("Public
License"). To the extent this Public License may be interpreted as a contract, You are granted the Licensed Rights in consideration of Your acceptance of these terms and conditions, and the
Licensor grants You such rights in consideration of benefits the Licensor receives from making the Licensed Material available under these terms and conditions.

Section 1 — Definitions.

a. Adapted Material means material subject to Copyright and Similar Rights that is derived from or based upon the Licensed Material and in which the Licensed Material is
translated, altered, arranged, transformed, or otherwise modified in a manner requiring permission under the Copyright and Similar Rights held by the Licensor. For purposes of
this Public License, where the Licensed Material is @ musical work, performance, or sound recording, Adapted Material is always produced where the Licensed Material is synched
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b. Adapter's License means the license You apply to Your Copyright and Similar Rights in Your contributions to Adapted Material in accordance with the terms and conditions of
this Public License.
[ Copyright and Similar Rights means copyright and/or similar rights closely related to copyright including, without limitation, performance, broadcast, sound recording, and Sui

Generis Database Rights, without regard to how the rights are labeled or categorized. For purposes of this Public License, the rights specified in Section 2(b)(1)-(2) are not
Copyright and Similar Rights.

d. Effective Technological Measures means those measures that, in the absence of proper authority, may not be circumvented under laws fulfilling obligations under Article 11 of
the WIPO Copyright Treaty adopted on December 20, 1996, and/or similar international agreements.

e. Exceptions and Limitations means fair use, fair dealing, and/or any other exception or limitation to Copyright and Similar Rights that applies to Your use of the Licensed
Material.

f. Licensed Material means the artistic or literary work, database, or other material to which the Licensor applied this Public License.

g. Licensed Rights means the rights granted to You subject to the terms and conditions of this Public License, which are limited to all Copyright and Similar Rights that apply to
Your use of the Licensed Material and that the Licensor has authority to license.

h. Licensor means the individual(s) or entity(ies) granting rights under this Public License.

i. Share means to provide material to the public by any means or process that requires permission under the Licensed Rights, such as reproduction, public display, public
performance, distribution, dissemination, communication, or importation, and to make material available to the public including in ways that members of the public may access the
material from a place and at a time individually chosen by them.

j. Sui Generis Database Rights means rights other than copyright resulting from Directive 96/9/EC of the European Parliament and of the Council of 11 March 1996 on the legal
protection of databases, as amended and/or succeeded, as well as other essentially equivalent rights anywhere in the world.
k. You means the individual or entity exercising the Licensed Rights under this Public License. Your has a corresponding meaning.

Section 2 — Scope.

a. License grant.

1. Subject to the terms and conditions of this Public License, the Licensor hereby grants You a worldwide, royalty-free, non-sublicensable, non-exclusive, irrevocable
license to exercise the Licensed Rights in the Licensed Material to:

A reproduce and Share the Licensed Material, in whole or in part; and
B. produce, reproduce, and Share Adapted Material.

2. Exceptions and Limitations. For the avoidance of doubt, where Exceptions and Limitations apply to Your use, this Public License does not apply, and You do not
need to comply with its terms and conditions.

3. Term. The term of this Public License is specified in Section 6(a).

4. Media and formats; technical modifications allowed. The Licensor authorizes You to exercise the Licensed Rights in all media and formats whether now known or
hereafter created, and to make technical modifications necessary to do so. The Licensor waives and/or agrees not to assert any right or authority to forbid You from
making technical modifications necessary to exercise the Licensed Rights, including technical modifications necessary to circumvent Effective Technological
Measures. For purposes of this Public License, simply making modifications authorized by this Section 2(a)(4) never produces Adapted Material.

5. Downstream recipients.

A. Offer from the Licensor — Licensed Material. Every recipient of the Licensed Material automatically receives an offer from the Licensor to exercise
the Licensed Rights under the terms and conditions of this Public License.

B. No downstream restrictions. You may not offer or impose any additional or different terms or conditions on, or apply any Effective Technological
Measures to, the Licensed Material if doing so restricts exercise of the Licensed Rights by any recipient of the Licensed Material.

6. No endorsement. Nothing in this Public License constitutes or may be construed as permission to assert or imply that You are, or that Your use of the Licensed
Material is, connected with, or sponsored, endorsed, or granted official status by, the Licensor or others designated to receive attribution as provided in Section

3@)(1)(AX).

b. Other rights.

1. Moral rights, such as the right of integrity, are not licensed under this Public License, nor are publicity, privacy, and/or other similar personality rights; however, to
the extent possible, the Licensor waives and/or agrees not to assert any such rights held by the Licensor to the limited extent necessary to allow You to exercise the
Licensed Rights, but not otherwise.

2. Patent and trademark rights are not licensed under this Public License.

3. To the extent possible, the Licensor waives any right to collect royalties from You for the exercise of the Licensed Rights, whether directly or through a collecting
society under any voluntary or waivable statutory or compulsory licensing scheme. In all other cases the Licensor expressly reserves any right to collect such
royalties.

Section 3 — License Conditions.
Your exercise of the Licensed Rights is expressly made subject to the following conditions.

a. Attribution.
1. If You Share the Licensed Material (including in modified form), You must:
A retain the following if it is supplied by the Licensor with the Licensed Material:
i. identification of the creator(s) of the Licensed Material and any others designated to receive attribution, in any reasonable manner
requested by the Licensor (including by pseudonym if designated);
il. a copyright notice;
iii. a notice that refers to this Public License;

iv. a notice that refers to the disclaimer of warranties;
V. a URI or hyperlink to the Licensed Material to the extent reasonably practicable;
B. indicate if You modified the Licensed Material and retain an indication of any previous modifications; and
C. indicate the Licensed Material is licensed under this Public License, and include the text of, or the URI or hyperlink to, this Public License.
2. You may satisfy the conditions in Section 3(a)(1) in any reasonable manner based on the medium, means, and context in which You Share the Licensed Material.

For example, it may be reasonable to satisfy the conditions by providing a URI or hyperlink to a resource that includes the required information.
3. If requested by the Licensor, You must remove any of the information required by Section 3(a)(1)(A) to the extent reasonably practicable.
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4. If You Share Adapted Material You produce, the Adapter's License You apply must not prevent recipients of the Adapted Material from complying with this Public
License.

Section 4 — Sui Generis Database Rights.

Where the Licensed Rights include Sui Generis Database Rights that apply to Your use of the Licensed Material:

o

for the avoidance of doubt, Section 2(a)(1) grants You the right to extract, reuse, reproduce, and Share all or a substantial portion of the contents of the database;

if You include all or a substantial portion of the database contents in a database in which You have Sui Generis Database Rights, then the database in which You have Sui Generis
Database Rights (but not its individual contents) is Adapted Material; and

You must comply with the conditions in Section 3(a) if You Share all or a substantial portion of the contents of the database.

For the avoidance of doubt, this Section 4 supplements and does not replace Your obligations under this Public License where the Licensed Rights include other Copyright and Similar Rights.

Section 5 — Disclaimer of Warranties and Limitation of Liability.

Unless otherwise separately undertaken by the Licensor, to the extent possible, the Licensor offers the Licensed Material as-is and as-available and makes no
representations or warranties of any kind concerning the Licensed Material, whether express, implied, statutory, or other. This includes, without limitation, warranties
of title, merchantability, fitness for a particular purpose, non-infringement, absence of latent or other defects, accuracy, or the presence or absence of errors, whether or
not known or discoverable. Where disclaimers of warranties are not allowed in full or in part, this disclaimer may not apply to You.

To the extent possible, in no event will the Licensor be liable to You on any legal theory (including, without limitation, negligence) or otherwise for any direct, special,
indirect, incidental, consequential, punitive, exemplary, or other losses, costs, expenses, or damages arising out of this Public License or use of the Licensed Material,
even if the Licensor has been advised of the possibility of such losses, costs, expenses, or damages. Where a limitation of liability is not allowed in full or in part, this
limitation may not apply to You.

The disclaimer of warranties and limitation of liability provided above shall be interpreted in a manner that, to the extent possible, most closely approximates an absolute
disclaimer and waiver of all liability.

Section 6 — Term and Termination.

This Public License applies for the term of the Copyright and Similar Rights licensed here. However, if You fail to comply with this Public License, then Your rights under this
Public License terminate automatically.
Where Your right to use the Licensed Material has terminated under Section 6(a), it reinstates:

1. automatically as of the date the violation is cured, provided it is cured within 30 days of Your discovery of the violation; or

2. upon express reinstatement by the Licensor.

For the avoidance of doubt, this Section 6(b) does not affect any right the Licensor may have to seek remedies for Your violations of this Public License.

For the avoidance of doubt, the Licensor may also offer the Licensed Material under separate terms or conditions or stop distributing the Licensed Material at any time; however,
doing so will not terminate this Public License.
Sections 1, 5, 6, 7, and 8 survive termination of this Public License.

Section 7 — Other Terms and Conditions.

The Licensor shall not be bound by any additional or different terms or conditions communicated by You unless expressly agreed.
Any arrangements, understandings, or agreements regarding the Licensed Material not stated herein are separate from and independent of the terms and conditions of this Public
License.

Section 8 — Interpretation.

o

For the avoidance of doubt, this Public License does not, and shall not be interpreted to, reduce, limit, restrict, or impose conditions on any use of the Licensed Material that could
lawfully be made without permission under this Public License.

To the extent possible, if any provision of this Public License is deemed unenforceable, it shall be automatically reformed to the minimum extent necessary to make it enforceable.
If the provision cannot be reformed, it shall be severed from this Public License without affecting the enforceability of the remaining terms and conditions.

No term or condition of this Public License will be waived and no failure to comply consented to unless expressly agreed to by the Licensor.

Nothing in this Public License constitutes or may be interpreted as a limitation upon, or waiver of, any privileges and immunities that apply to the Licensor or You, including from
the legal processes of any jurisdiction or authority.
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