
THE MODERN DISPATCH

Pearl Harbor December: Villains of WWII for Supers20 PAGE 1

CONTENT MANAGERs: 

CHARLES RICE AND CHRIS DAVIS

LAYOUT: 

CHRIS DAVIS

PROOFREADING: 

CHRIS DAVIS

WWW.RPGOBJECTS.COM

#125

PEARL HARBOR DECEMBER: 
VILLAINS OF WWII FOR SUPERS

20

BY CHARLES RICE

Modern20

Charles Rice’s 
next evolution 
in modern d20 

gaming!

Modern 
Mayhem and 

Mystery to the 
20th Power!

Named in honor of their dramatic victory over the 
United States Navy, Shinjuwan Juunigatsu cut a swath 
of terror across China and the South Pacific during the 
early days of WWII. Although the two allied teams, 
Britain’s Crown Guard and America’s Vigilance 
Force worked together a good deal of the time, it 
was primarily the Vigilance Force that dealt with this 
force, slowly driving them back toward the home 
island of Japan. 

Once an invasion of Japan loomed, the force 
confined itself to Japan, since their primary 
responsibility was the personal safety of the 
Emperor. In many ways, this was the final blow for 
their German counterparts, as it allowed the Crown 
Guard and Vigilance Force to work together to rout 
Germany’s Eugenics Brigade.

At its strongest Pearl Harbor December consisted 
of: Desumasuku, Ikkitousen, Kaibutsu, Katanamochi, 
Kogoejini and Kojiki. 
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NEW POWERS

MARTIAL SUPREMACY
You have innate combat abilities. 

Duration: Permanent
Range: You
Effect: You gain an attack and damage bonus 

equal to one-half your power level with one kind of 
weapon (firearms, melee weapons, ranged weapons or 
unarmed combat).

Stunts
Greater Mastery: You gain your martial supremacy 

bonus with an addition type of weapon. You may take 
this stunt multiple times. Each time it applies to a new 
weapon type.

NEW FEATS: MARTIAL ARTS

Several of the members of Shinjuwan Juunigatsu 
are trained martial artists. The styles below are 
drawn from Martial Arts20 and are presented here for 
convenience.

JUJUTSU 
Martial Arts Style
Jujutsu, which means “gentle art,” is anything but 
in practice. Originally, this style was the preferred 
unarmed style of the Samurai (one of the three 
major combat schools of the Samurai, in conjunction 
with Kenjitsu and Sojitsu), complimenting the 
swordsmanship learned through Kenjitsu (known 
today as Kendo) and concentrating on simple, brutal, 
yet effective kicks and bone-breaking locks. Classical 
Jujutsu is the parent style of modern Aikido, Judo, and 
Karate. In modern times, the philosophy of this art 
has changed from its violent beginnings, and it now 
concentrates on a measured response to an attack, 
applying enough force to discourage an attacker. 
Obviously, however, this philosophy still includes the 

possibility of killing a determined opponent. Jujutsu 
practitioners call their most accomplished warriors 
“Shihan.” A student who has mastered all the moves 
of the style, to the point that he is considered fit to 
teach Jujutsu to other students, is called “Kaiden.”

Prerequisite: Combat Martial Arts or Defensive 
Martial Arts

Style Maneuvers
Unarmed 4 ranks: Pressure Point attack: when 

making called shots with the Precision Strike perk, 
you inflict +4 points of damage on a successful hit.

Unarmed 8 ranks: Improved Trip: DC of the trip 
check for the free trip granted by this feat is Unarmed 
or Acrobatics +5

Unarmed 12 ranks: Brutal Strike: you suffer no 
penalties for making a called shot with the Precision 
Strike perk against a prone opponent. 

Unarmed 16 ranks: Weapon Finesse (unarmed): 
your Dexterity modifier is considered +2 higher for 
purposes of this feat.

Unarmed 20 ranks: Agility Training +2 Dexterity

KENJUTSU 
(also known as Wae Gum in Korea) 
Weapon Style
Kenjutsu is the central martial art of feudal Japan and 
defined the mentality of the Samurai warriors who 
served during that time. Although these warriors were 
trained in a dizzying array of fighting techniques, 
from unarmed combat techniques such as Jujutsu 
and Aikijutsu to horsemanship and military tactics, 
the Katana was their symbol. Iaijutsu, training in 
quickly drawing the Katana to gain and advantage in 
combat, is an important related skill and is treated as a 
maneuver of this style.  

This martial arts style also covers Korean 
swordfighting that is known as Wae Gum and 
dates to the 16th century. Korean King Sukjong 
recognized that Japanese Kenjutsu was superior to 
the swordfighting techniques of his soldiers and had 

textbooks smuggled out of Japan.  
Prerequisite:  Attack Focus (katana)
Style Maneuvers
Weapons 4 ranks: +2 Initiative when using the 

Aggressive Stance perk
Weapons 8 ranks: Improved Initiative: +6 to 

Initiative
Weapons 12 ranks: Iaijutsu Strike: +2 attack bonus 

on all opponents who follow you in the Initiative order
Weapons 16 ranks: Weapon Finesse (katana): 

your Dexterity modifier is considered +2 higher for 
purposes of this feat.

Weapons 20 ranks: Agility Training +2 Dexterity

SHINJUWAN JUUNIGATSU 
(PEARL HARBOR DECEMBER)

Banmin “savage men” (Empath 5): HD 5d8+10; 
HP 40; Init +3; Spd 30 ft; Defense 16, flatfooted 13 
(+3 Dex, +3 Class); BAB +3; Atk +6 melee (1d8+6, 
claws); SQ Resolute; AL none; SV Fort +6, Ref +7, 
Will +5, Rec +5; Rep NA; Str 17, Dex 16, Con 14, Int 
6, Wis 12, Cha 8. 

Background: None
Occupation: None Perks 0+1 power stunt 

(Regrowth)
Hobby: None
Skills: Power Control 8 (+10), Unarmed 8 (+11)
Feats: Claws, Enhanced Senses, Power Level x4, 

Regeneration, Superhuman Strength
Access/Contacts/Followers: None
Wealth: None
Possessions: None
Character Disadvantages: Disability: Animalistic- 

no background, occupation, hobby, access, wealth or 
possessions (DSR 5)

Background: After-action report: Sgt. William 
Manning
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It was about 0300 when we first heard them. 
Screaming, more like animals then men, like monkeys 
driven wild with a lust for blood. They came past 
the tree line in a mass, ignoring everything. We had 
to hit them several times before they went down and 
before we knew it they were on us. Some of them had 
been American, most seemed to be Chinese but they 
weren’t men anymore. They were twisted caricatures 
of men. Thank god for the flamethrowers. That was 
the only thing that had the slightest effect on them 
psychologically. We drove them back into some 
caves and then we just blew those caves and sealed 
them inside. I guess some of the boys from that new 
alphabet soup group, U.S.H.E.R. are going to go into 
those caves for samples and to capture the survivors. 
Good luck to them. 

Quote: None

Desumasuku “Death Mask” (Speedfreak 10): 
HD 10d8+20; HP 80; Init +7; Spd 30 ft, Fly 180 ft; 
Defense 27, flatfooted 20 (+7 Dex, +10 Class); BAB 
+7; Atk +8 melee (2d6+1, jujutsu), or +14 ranged 
(9d4+0, physical blast); SQ Need for Speed; AL The 
Emperor, Japan; SV Fort +7, Ref +14, Will +3, Rec 
+5; Rep +9; Str 13, Dex 24, Con 14, Int 10, Wis 10, 
Cha 12.

Background: Military
Occupation: Super team: Perks 2+2 power stunts 

(Professional Reputation, Precision Strike; Autofire, 
Cone)

Hobby: Languages
Skills: Acrobatics 13 (+20), Engineering 4 (+4), 

Outdoorsman 4 (+4), Perception 4 (+4), Power 
Control 13 (+15), Read/Write Language (English, 
German and Japanese), Speak Language (English, 
German and Japanese), Stealth 13 (+20), Unarmed 13 
(+14)

Feats: Blast (PL +2, worn device, personal, 
Desumasuku armor), Combat Martial Arts, Flight 
(PL +2, worn device, personal, Desumasuku armor), 
Jujutsu, Power Level x7, Superhuman Dexterity (PL 
+2, worn device, personal, Desumasuku armor), 
Teamwork (Shinjuwan Juunigatsu): +3 attack rolls

Access/Contacts/Followers: Top Secret Access, 
Supply Contact (Shinjuwan Juunigatsu): 25 wealth

Wealth: 8
Possessions: Desumasuku armor
Character Disadvantages: Obsession: Loyal to the 

Emperor (DSR 5)
Background: Reconnaissance Report: Desumasuku
The ultimate expression of Japanese science, the 

Desumasuku battlesuit is an expression of Japanese 
ideals as well. The suit offers little in the way of 
protection, emphasizing speed and grace over power. 
In addition to a powerful shoulder mounted cannon 
capable of rapid fire or explosive discharge, the 
wearer of the suit, name unknown, is highly trained in 
Eastern hand-to-hand combat techniques. 

Quote: “I do not wish to kill you. Surrender now or 
the blood is on your hands, not mine.”

Ikkitousen “matchless warrior” (Speedfreak 10): 
HD 10d8+20; HP 80; Init +6; Spd 40 ft, Fly 60 ft; 
Defense 26, flatfooted 20 (+6 Dex, +10 Class); BAB 
+7; Atk +17 melee (2d6+10, unarmed), or +16 ranged 
(1d8+6, compound bow); SQ Need for Speed; AL 
Emperor; SV Fort +7, Ref +13, Will +4, Rec +5; Rep 
+5; Str 14, Dex 22, Con 14, Int 10, Wis 12, Cha 8.

Background: Adventurer
Occupation: Martial Arts Master: Perks 2+2 power 

stunts (Precision Strike, Flurry; Greater Master- 
ranged weapons, Swinging)

Hobby: Weapons
Skills: Acrobatics 4 (+10), Athletics 13 (+15), 

Outdoorsman 4 (+5), Perception 4 (+5), Power 
Control 13 (+15), Stealth 13 (+19), Unarmed 13 
(+15), Weapons 4 (+6)

ADVENTURE HOOK: LONGEST DAY

OPERATION: BOOKMAKER!

Through their interception of Japanese codes, the American Navy has learned that the 
Japanese have dispatched Shinjuwan Juunigatsu to destroy American carriers in the 
wake of the disastrous defeat at the Battle of Midway. Seeing an opportunity, the Navy 
proposes a bold plan: they will let the Japanese believe USS Enterprise is damaged and 
separated from her task group, drawing the Japanese meta-human team to attack.

In actuality, the carrier will be in good order and have its entire task force on hand, as 
well as every available member of Vigilance Force. There should be one more Japanese 
meta-human than PCs present (maximum force being the entire roster of Shinjuwan 
Juunigatsu if the PC party is especially large). 

Countering this slight advantage in numbers will be the presence of American ships 
supporting the PCs, who will provide a +4 Defense bonus from Cover Fire throughout the 
battle.
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Feats: Attack Focus (unarmed), Combat Martial 
Arts: +1 unarmed damage, Deflection (PL +3 carried 
device, personal, enchanted Bo staff), Jujutsu, Martial 
Mastery- unarmed, Power Level x6, Superhuman 
Dexterity, Weapon Finesse (unarmed)

Access/Contacts/Followers: Complete Access
Wealth: 14
Possessions: Compound Bow, 40 arrows, 

Enchanted Bo staff
Character Disadvantages: Obsession: Loyal to the 

Emperor (DSR 5)
Background: Reconnaissance Report: Ikkitousen
At first glance he appears to be a simple warrior, 

hopelessly outclassed on a modern battlefield, bearing 
a bow and staff, like something out of the 17th century. 
However, he has been witnessed deflecting bullets, 
even rockets with the staff he carries, which is made 
out of something other than simple wood. He does not 
use this to attack though, preferring his hands at close 
range, which he wields with deadly precision. 

Quote: “Step away or I will kill you.”

Kaibutsu “monster” (Tank 10): HD 11d12+66; 
HP 154; Init +0; Spd 40 ft; Defense 17, flatfooted 
17 (+0 Dex, +7 Class); BAB +7; Atk +13 melee 
(2d6+6 NL, unarmed), or +7 ranged (by weapon); SQ 
Resilience, 7 DR vs. physical, +3 saves vs. fire; AL 
Emperor; SV Fort +13, Ref +5, Will +5, Rec +13; Rep 
+5; Str 22, Dex 10, Con 22, Int 12, Wis 14, Cha 8.

Background: Military
Occupation: Super team: Perks 2+2 power stunts 

(Flurry, Bulletproof; Environmental Seal, Resistant to 
Heat)

Hobby: Languages
Skills: Athletics 13 (+19), Leadership 13 (+12), 

Outdoorsman 13 (+15), Perception 4 (+6), Power 
Control 13 (+19), Read/Write Language (English, 
German, Italian, Japanese and Russian), Speak 
Language (English, German, Italian, Japanese and 
Russian), Stealth 4 (+4), Unarmed 13 (+15)

Feats: Armor, Diesel, Human Shield, Power Level 
x7, Superhuman Constitution, Superhuman Strength, 
Teamwork (Shinjuwan Juunigatsu): +3 attack rolls

Access/Contacts/Followers: Secret Access, Supply 
Contact (Shinjuwan Juunigatsu): 15 wealth

Wealth: 12
Possessions: None
Character Disadvantages: Obsession: Loyal to the 

Emperor (DSR 5)
Background: Reconnaissance Report: Kaibutsu
This enormous, red-skinned mutant is quiet, 

intelligent and one of the most powerful members of 
the Emperor’s meta-human strike force. 

Quote: “Out of my way short-stuff”

Katanamochi “Sword Bearer” (Powerhouse 
10): HD 10d10+20; HP 90; Init +9 (+11 when using 
aggressive stance); Spd 35 ft, Fly 80 ft; Defense 20, 
flatfooted 17 (+3 Dex, +7 Class); BAB +10; Atk +15 
melee (2d6+8 plus 2d6 electricity, Kamikaze Blade 
wielded two-handed), or +15 ranged (8d4+0, electrical 
energy blast); SQ Melee Master; AL The Emperor, 
Japan; SV Fort +9, Ref +6, Will +4, Rec +7; Rep +5; 
Str 14, Dex 16, Con 14, Int 10, Wis 12, Cha 8.

Background: Athlete
Occupation: Weapon Master: Perks 2+2 power 

stunts (Aggressive Stance, Flurry; Lightning Strike, 
Wind Rider)

Hobby: Languages
Skills: Acrobatics 4 (+7), Athletics 8 (+10), 

Outdoorsman 13 (+14), Power Control 13 (+15), 
Read/Write Language (English, German and 
Japanese), Speak Language (English, German and 
Japanese), Unarmed 13 (+15), Weapons 13 (+15)

Feats: Accurate Attack: + 3 attack per –2 damage, 
Armor Piercing (Unique Weapon), Attack Focus 
(Katana), Control Weather (PL +4, carried device, 
personal, Kamikaze Blade), Deflection (PL +4, 
carried device, personal, Kamikaze Blade), Improved 
Initiative: +6 Initiative, Kenjutsu, Power Level x4, 

Teamwork (Shinjuwan Juunigatsu): +3 attack rolls, 
Unique Weapon (PL +4, carried device, personal, 
Kamikaze Blade): +2 attack and damage rolls, +2d6 
electricity

Access/Contacts/Followers: Complete Access
Wealth: 14
Possessions: Kamikaze Blade
Character Disadvantages: Obsession: Loyal to the 

Emperor (DSR 5), Code: Will not refuse honorable, 
single combat (DSR 5)

Background: Reconnaissance Report: 
Katanamochi

The Emperor’s personal guard, this warrior has 
been trained from birth to wield the Kamikaze blade, 
an ancient weapon capable of controlling the weather 
and wielded by the Emperor’s chosen protector of 
Japan for centuries. 

Quote: “I am the divine protector of Japan, chosen 
by the Son of Heaven himself. No one can defeat me!”

Kogoejini “Hypothermia” (Star 10): HD 
10d8+20; HP 80; Init +6; Spd 30 ft, Fly 70 ft; Defense 
23, flatfooted 17 (+6 Dex, +7 Class); BAB +7; Atk 
+6 melee (9d4+0, cold energy aura), or +14 ranged 
(9d4+0 NL, cold energy blast); SQ Friends in High 
Places, 3 DR vs. physical and energy, 7 DR vs. cold, 
+7 saves vs. cold attacks; AL Japanese Military 
Command, Japan; SV Fort +5, Ref +12, Will +8, Rec 
+5; Rep +10; Str 8, Dex 22, Con 15, Int 10, Wis 12, 
Cha 14.

Background: Military
Occupation: Super team: Perks 4+2 power stunts 

(Inspire Courage, Ice Armor, Immunity to Cold, Wall 
of Ice; Resist Cold, Ice Ramp)

Hobby: Languages
Skills: Firearms 8 (+14), Influence 13 (+15), 

Leadership 13 (+15), Legal 13 (+13), Perception 13 
(+14), Power Control 13 (+15), Read/Write Language 
(English, German and Japanese), Speak Language 
(English, German and Japanese), Unarmed 4 (+3), 
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Vehicles 13 (+19)
Feats: Aura (PL +2 limited energy type- cold), 

Control Cold, Power Level x7, Redirect, Superhuman 
Dexterity, Teamwork (Shinjuwan Juunigatsu): +3 
attack rolls, Voice of Command

Access/Contacts/Followers: Top Secret Access, 
Supply Contact (Shinjuwan Juunigatsu): 28 wealth

Wealth: 12
Possessions: None
Character Disadvantages: Code: Honorable (DSR 

5)
Background: Reconnaissance Report: Kogoejini
A high-ranking military officer, Kogoejini’s mutant 

powers have been well known to his government since 
puberty. He has been groomed to lead from a young 
age by the ruling military elite of the new Japanese 
empire and when other nations began to field teams 
of meta-humans to aid in their war efforts, Kogoejini 
was the natural choice to lead Japan’s small, powerful 
team. That his first loyalty is to the military is no 
doubt a plus in the eyes of his superior. 

Quote: “Die with honor!”

Kojiki “Ancient Chronicle” (Empath 10): HD 
10d8+20; HP 80; Init +1; Spd 30 ft, Fly 70 ft; Defense 
25, flatfooted 17 (+1 Dex, +7 Wis, +7 Class); BAB 
+7; Atk +6 melee (2d6+0 NL, unarmed), or +14 
ranged (7d4+0, psi-bolt); SQ Resolute, 3 DR vs. 
physical and energy attacks; AL The Emperor; SV 
Fort +16, Ref +8, Will +14, Rec +14; Rep +5; Str 8, 
Dex 13, Con 14, Int 10, Wis 24, Cha 12.

Background: Religion
Occupation: Martial Arts Instructor: Perks 2+2 

power stunts (Surgery, Telekinetic Shield; Telekinetic 
Flight, Psi-Bolt)

Hobby: Languages

Skills: Academics (Religion) 4 (+4), Art (Rock 
Garden) 4 (+4), Medicine 13 (+19), Outdoorsman 
13 (+19), Perception 13 (+19), Power Control 13 
(+15), Read/Write Language (English, German and 
Japanese), Speak Language (English, German and 
Japanese), Unarmed 13 (+12), Weapons 13 (+12)

Feats: Mind Over Body, Power Level x7, Psychic 
Strike, Superhuman Wisdom, Teamwork (Shinjuwan 
Juunigatsu): +3 attack rolls, Telekinesis, Telepathy

Access/Contacts/Followers: Complete Access
Wealth: 12
Possessions: None
Character Disadvantages: Obsession: Loyal to the 

Emperor (DSR 5)
Background: Reconnaissance Report: Kojiki
Reports on how old this powerful meta-human 

psychic really is seem to differ. Outwardly he appears 
over 70, yet shows no real physical signs of being 
that old. According to intelligence sources inside 
Japan, this individual (a relative perhaps) has been 
advisor to the leaders of Japan going back at least to 
the early Tokugawa, which would make him centuries 
old. Normally such a claim would be laughed off as 
propaganda but these days...   

Quote: “I do not need to defeat you. You defeat 
yourself.”
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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 copy-
right 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 languag-
es), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridg-
ment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” 
means to reproduce, license, rent, lease, sell, broad-
cast, 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 transla-
tions 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, sym-
bols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other 
visual or audio representations; names and descrip-
tions of characters, spells, enchantments, personali-
ties, 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 iden-
tify itself or its products or the associated products 
contributed to the Open Game License by the Con-
tributor (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-exclu-
sive 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 Con-
tent, 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 COPYRIGHT NOTICE 
of any Open Game Content You are copying, modi-
fying or distributing, and You must add the title, the 
copyright date, 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 Agree-
ment 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 authorized version of this License to 
copy, modify and distribute any Open Game Con-
tent 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. 



THE MODERN DISPATCH

Pearl Harbor December: Villains of WWII for Supers20 PAGE 7

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 automati-
cally 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. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0 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 original mate-
rial by E. Gary Gygax and Dave Arneson.

Modern System Reference Document Copyright 
2002-2004, Wizards of the Coast, Inc.; Authors Bill 
Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, 
Eric Cagle, David Noonan, Stan!, Christopher Per-
kins, Rodney Thompson, and JD Wiker, based on ma-
terial by Jonathan Tweet, Monte Cook, Skip Williams, 
Richard Baker, Peter Adkison, Bruce R. Cordell, 

John Tynes, Andy Collins, and JD Wiker. Advanced 
Player’s Guide, Copyright 2004, White Wolf Publish-
ing, Inc.

Blue Rose, Copyright 2005, Green Ronin Publishing; 
Authors Jeremy Crawford, Dawn Elliot, Steve Ken-
son, Alejandro Melchoir, and John Snead.

Future: Heroes -- Cyborgs, Copyright 2004, Philip 
Reed. Published by Ronin Arts.

Future Player’s Companion: Tomorrow’s Foundation, 
Copyright 2005 The Game Mechanics, Inc.; Authors: 
Gary Astleford, Rodney Thompson, & JD Wiker.

Future Player’s Companion: Tomorrow’s Hero, Copy-
right 2005 The Game Mechanics, Inc.; Authors: Gary 
Astleford, Neil Spicer, Rodney Thompson, & JD
Wiker.

Future Player’s Companion: Tomorrow’s Evolution, 
Copyright 2005 The Game Mechanics, Inc.; Authors: 
Gary Astleford, Neil Spicer, & Rodney Thompson. 
Future Player’s Companion (Print), Copyright 2005 
The Game Mechanics, Inc.; Authors: Gary Astleford, 
Neil Spicer, Rodney Thompson, & JD Wiker.

Monte Cook Presents: Iron Heroes, Copyright 2005, 
Monte J. Cook. All rights reserved.

Mutants & Masterminds, Copyright 2002, Green 
Ronin Publishing; Author Steve Kenson.

The Psychic’s Handbook, Copyright 2004, Green 
Ronin Publishing; Author Steve Kenson.

Unearthed Arcana, Copyright 2003, Wizards of 
the Coast, Inc.; Andy Collins, Jesse Decker, David 
Noonan, Rich Redman.

True20 Adventure Roleplaying, Copyright 2005, 
Green Ronin Publishing; Author Steve Kenson.

Caliphate Nights, Copyright 2006, Paradigm Con-
cepts; Author Aaron Infante-Levy

Lux Aeternum, Copyright 2006, BlackWyrm Games; 
Author Ryan Wolfe, with Dave Mattingly, Aaron Sul-
livan, and Derrick Thomas.

Mecha vs. Kaiju, Copyright 2006, Big Finger Games; 
Author Johnathan Wright

Borrowed Time, Copyright 2006, Golden Elm Media; 
Authors Bruce Baugh and David Bolack

Modern20, Copyright 2007, RPGObjects; Author 
Charles Rice

Modern Dispatch #125 Copyright 2007, RPGObjects; 
Author Charles Rice.

END OF LICENSE 

OPEN GAMING CONTENT

Designation of Product Identity: The following 
terms are designated as product identity as outline in 
section 1(a) of the Open Gaming License: Modern 
Dispatch, PRDA, Splinter Radicals, Modern20.

Designation of Open Gaming Content: The 
following sections of Modern Dispatch #125 is 
designated as open gaming content except for terms 
defined as product identity above.  All illustrations, 
pictures, and diagrams are Product identity and 
property of RPGObjects™.

The introduction is closed content.  All other text is 
open content.


