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Conscript 
You were chosen by your local lord or king to serve time 

in the military. Given only the sparsest instruction you 

fought against the enemies of the land. Your time spent in 

the military was likely brief, typically three to four months. 

This time spent among the ranks may have been easy, or 

you could have been forced to face numerous horrors in the 

name of another. Regardless when you returned home you 

found yourself changed, for better or worse. 

 

Skill Proficiencies: Athletics, Survival. 

Tool Proficiencies: One type of gaming set, and one tool 

proficiency of choice. 

Equipment: a trophy taken from the battlefield (a trinket, 

broken blade, or similar item), a set of bone dice or deck 

of cards, a set of common clothes, and a pouch containing 

10 gp. 

Feature: Know Your Place 
While at the bottom of the military you have learned 

through observation and practice how the army 

functions, as well as knowledge of rank and titles 

within the military. When in an area with a military 

presence you always know the right person to speak 

to, whether it be the quartermaster or a commander. 

This can be used to gain knowledge of current 

military objectives or rumors about important or 

influential officers and commanders. 
 

Suggested Characteristics 
Conscripts come from all walks of life. The only thing 

uniting them is their shared situation. Being forced into 

service is not an easy task, and those who leave for war 

rarely come back the same. 

 

d8 Personality Trait 
1 I am haunted by the things I’ve done and make pains not to 

make the same mistake twice. 
2 I served my term of service in relative leisure, never seeing 

battle. Despite this I like to brag about my time in the military. 
3 I am resentful toward those who conscripted me against my 

will and resent those in power. 
4 I learned much in my time away from home and feel worldlier 

than those who have never left the safety of their homes. 
5 I understand the chain of command and know my place, never 

speaking out of turn before my betters. 
6 I lost many friends in battle and feel guilty that I returned 

unharmed. 
7 I’m afraid of conflict and avoid it if possible. 
8 I miss the structure of military life, and long to return to it. 

 

d6 Ideal 
1 Honor. It was my duty to serve my people. 
2 Loyalty. I serve the rightful rulers of my land, doing what they 

need, even if I don’t understand the greater purpose. 
3 Faith. It was not chance that led me to serve, but the will of the 

gods. 
4 Justice. Evil must be opposed in all its forms. 
5 Family. Everything I did was to protect those close to me. 
6 Hope. I trust that my actions had purpose, even if I do not yet 

understand it. 

 

d6 Bond 
1 Those I served with are like family to me. 
2 I work to honor those who perished in battle. 
3 The people of my homeland are worth dying for. 
4 Second column is left-aligned 
5 Even the weakest can learn to defend themselves. 
6 I grudgingly earned the respect of my betters. 
 

d6 Flaw 
1 I often wake up screaming from the nightmares. 
2 I have little respect for authority. 
3 My actions caused the deaths of others. 
4 I drink to forget what I’ve seen. 
5 I no longer feel comfortable in the safety of my home. 
6 I long for the rush and chaos of battle. 

 

Crier 
Your voice rises over the crowd, as the sound of the bell 

fades away. As a town crier you don’t shun the public eye. 

Instead you seek it out, finding the perfect time and place to 

deliver public announcements of your lord, regent, or 

decrees of the village. It is a solitary job in the spotlight, and 

you use your booming voice to draw attention and deliver 

your message. 

 

Skill Proficiencies: Performance, Persuasion. 

Tool Proficiencies: One of your choice. 

Languages: One of your choice. 

Equipment: A loud bell, A set of fine clothes and a pouch 

containing 5 gp. 

Feature: Hear Ye! Hear Ye! 
If there is one thing you excel at it’s attracting the 

attention of others. Normally this is used for 

delivering the messages for others but can be turned 

to other uses as well. When you need to get the word 

out about an important event or issue you know 

exactly the right time and place to inform people so 

that the news spreads quickly and effectively. By 

spending a few hours in a village or city you can use 

this ability to inform an entire community about 

something. 24 hours after using this ability the news 

will have spread so that most of the population knows 

what you have said. 
 

Suggested Characteristics 
The only true requirement for a crier is the ability to speak 

clearly and more importantly loudly. They tend to be loud 

or boisterous, but such is not always the case. Often drawn 

to rumors or gossip they usually know more than they tell. 

 

d8 Personality Trait 
1 I crave the attention of others. 
2 I rarely have an opinion of my own, I just agree with whomever is 

speaking. 
3 I never feel out of place, comfortable wherever I go. 
4 I don’t show my true face to others. 
5 I always want to be the center of attention. 
6 I’m quite shy, despite my occupation. 
7 I love gossip and share it whenever I get the chance. 
8 I get angry when people ignore me. 
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d6 Ideal 
1 Loyalty. I’m faithful to the law of the land. 
2 Greed. I’ll tell people anything if you pay me. 
3 Community. I do what I can to look out for those around me. 
4 Pride. I enjoy what I do, and I do it well. 
5 Aspiration. Someday I’ll be the one writing the messages. 
6 Power. I am the voice of law and order 

 

d6 Bond 
1 My friends and family keep me grounded. 
2 I am beloved by my employer. 
3 I’m trying to attract the attention of someone I’m enamored by. 
4 Someone seeks to use my position to their advantage. 
5 A local shop owner like the attention I bring to his business. 
6 My employer is someone whom I personally dislike. 

 
d6 Flaw 
1 I speak loudly to cover up my ignorance. 
2 I talk too much, a don’t notice social cues. 
3 I like to turn things to my advantage. 
4 I’ll say anything for a few coins. 
5 I’m unreliable when under pressure. 
6 I  think I’m more important than I truly am. 

 

Lunatic 
You bear the misfortune of a troubled mind or have 

suffered the cruelty of being falsely confined. Locked from 

sight within the bowels of a church or temple, the torments 

you experienced for have wreaked havoc on your mind. 

Having escaped from this torment or declared sane, you try 

to build a new life for yourself.  
 

Skill Proficiencies: Survival, Insight. 

Tool Proficiencies: Choose any two. 

Equipment: A strange trinket, a set of common clothes 

and a belt pouch containing 10 gp. 

Feature: A Touch of Madness 
Your experiences have taught you how to read into the 

hearts of others. The secrets they keep even from 

themselves. This insight allows you to read people in ways 

other cannot understand. By talking with and observing 

someone for short amount of time you can learn their Flaw 

or Personality Trait. This gift is not without risks, by doing 

so you take on the discovered trait yourself until you finish a 

long rest. 

Suggested Characteristics 
Lunatics rarely share any discernible traits, the lives they 

had before the asylum are often twisted and distorted. Some 

try to act as they did before, other embrace the madness, 

feeling a sense of freedom few experience or even 

understand. 

 
d8 Personality Trait 
1 I often jump to conclusions. 
2 I have a habit of talking to myself. 
3 I always avoid physical contact with bare skin. 
4 I never forget anything. 
5 I’m paranoid, particularly around priests and clerics. 
6 I hate being confined or seeing others unfairly imprisoned. 
7 I don’t tell others about myself or lie to conceal the real me. 
8 I dislike being dirty and must be clean at all times. 

 

d6 Ideal 
1 Hope. I will rebuild my life better than before. 
2 Charity. I take care of those who cannot take care of themselves. 
3 Cunning. To survive one must be one step ahead others. 
4 Intelligence. A keen mind can overcome any obstacle. 
5 Madness. One must embrace their flaws to truly be free. 
6 Redemption. You can rise above the challenges of the past. 

 

d6 Bond 
1 The only person I trusted had me locked away. 
2 The person caring for me was kind gave me the strength to survive. 
3 Those who shared my fate are my true family. 
4 My treatments were harsh and painful, the one inflicting them was 

far, far worse. 
5 Someone helped me escape and I owe them my life. 
6 My family was the only thing that kept me going. 

 
d6 Flaw 
1 I like to inflict the same pain I felt on others. 
2 I don’t trust anyone, particularly those in power. 
3 I’d sell my friends out if it will keep me free. 
4 I secretly enjoyed my illness, it brought me clarity others lack. 
5 I look down on those less fortunate than I. 
6 My personality changes based on the expectations of others. 

 

Peasant 
You have spent most of your life as a commoner and 

make up the bulk of the population. Most peasants spend 

their lives in the fields or tending livestock. Few reach 

beyond the confines of this simple life, and fewer still 

succeed in breaking into wealthier pursuits. Most are 

content (if not happy) to live simple lives far removed from 
hectic city life, dwelling in the numerous small villages and 

towns scattered about world. 

 

Skill Proficiencies: Nature and choice of Animal 

Handling or Survival. 

Tool Proficiencies: One type of artisan’s tools, and one 

musical instrument. 

Equipment: A pair of bone dice or musical instrument, a 

set of common clothes and a belt pouch containing 10 gp. 

Feature: People of the Land 
You have spent so much time out of doors, in the fields, 

or studying almanacs. That you have gained insight into the 

weather and its effects on growing crops. You usually can 

tell what the weather is going to do based on observation 

and old wives’ tales. Also, you can tell the level of general 

health of crops or farm animals with only brief observation. 

This talent does not extend to identifying any unnatural or 

magical effects. The extent of this information is at the 

discretion of the game master. 

Suggested Characteristics 
Peasants are simple folk, and the most common. The 

majority of them are hardworking, and content in their 

daily toil, if not happy to do it. Most have strong family ties 

and sense of responsibility to them. Their land in their 

livelihood, and their means of survival. Most would do 

anything to protect it, and are weary of those who would 

prey on them. 
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d8 Personality Trait 
1 I love the simple things in life. 
2 Honesty is the best policy. 
3 It’s not worth doing if it’s not done right. 
4 My life has been hard, and I sometimes take it out on others. 
5 I’m always trying to improve my situation in life. 
6 My faith helps me to endure challenging times. 
7 I live with my head in the clouds, dreaming of a better life. 
8 People better off than me probably did something immoral to 

achieve success. 

 

d6 Ideal 
1 Greed. I always want to have more than those around me. 
2 Accountability. Everyone is responsible for their own happiness. 
3 Faith. The gods bring to each what they truly need. 
4 Pride. A hard day’s work is its own reward. 
5 Family. I do what I can to provide for my loved ones. 
6 Change. I must find a way to improve my situation. 

 

d6 Bond 
1 The charity of another once saved me from ruin. 
2 The land I work is all that matters to me. 
3 A dear friend is close to ruin and needs my help. 
4 I must do what I can to support my community. 
5 I have a child or loved one that has become mixed up in something 

dangerous. 
6 I would die to protect what matters to me. 

 
d6 Flaw 
1 I like to talk big to cover up m insecurities. 
2 I spend too much money on drink to forget my hardships. 
3 I have a violent temper. 
4 I am jealous of the success of others. 
5 I don’t take responsibility for my actions. 
6 I look down upon those who claim authority over me, whether it is 

deserved or not. 
 

Prostitute 
As a practitioner of the world’s oldest profession, you take 

to the streets each night engaging in physical acts for coin. 

Perhaps you chose this path to make ends meet or as an 

additional source of income. In some cases, you may be 

forced or extorted into this line of work. Always watched by 

a cruel overseer. For these reasons you are often looked 

down upon by others. Despite this you embraced this 

lifestyle either from genuine appreciation for the work, or 

out of bitter necessity. You know what pleases others and 

make use of this talent to get what you need. 

 

Skill Proficiencies: Insight, and choice of Deception, 

Persuasion, or Performance. 

Tool Proficiencies: Disguise kit, one musical instrument 

of your choice. 

Languages: One of choice. 

Equipment: One musical instrument of your choice, a 

trinket or gift from an admirer, a suit of fine clothing, and 

a belt pouch containing 20 gold. 

Feature: Streewalker 
Your time on the streets has given you an instinctive and 

practical view of life. Given a bit of time and carousing you 

can locate the seedier parts of a city and identify areas 

prone to criminal activity as well as places safe to conduct 

less savory forms of business. By spending at least a day 

there you gain insight into the hidden workings of the city 

(amount or quality of this information is ultimately up to the 

discretion of the game master). 

Suggested Characteristics 
Prostitutes understand and know the desires of others. They 

tend to be social and outgoing, and use their appearance 

and natural charisma to get what they want. This outgoing 

nature often hides painful secrets and deep seated pain. 

 

d8 Personality Trait 
1 I am no stranger to violence and have become desensitized to the 

darker aspects in life. 
2 I find pleasure in my work, and pleasing others. 
3 My work is a stepping stone, I am destined for greater things. 
4 I love attention, and the look in people’s eyes as they gaze upon me. 
5 I am ashamed of my work, and don’t speak of it unless I must. 
6 I love to keep others happy, particularly when coin is involved. 
7 I take great pains to maintain my appearance. 
8 I find pleasure in creating jealousy in others. 

 

d6 Ideal 
1 Family. Those I work with are closer to me than any blood relations. 
2 Pride. If you’re good at something never do it for free. 
3 Greed. I would do anything for gold. Anything. 
4 Elevation. I will do what is needed to improve my quality of life. 
5 Beauty. My physical appearance is the most important thing to me. 
6 Hope. Things can only get better. 

 

d6 Bond 
1 I owe someone in power a great deal of money. 
2 I work to take care of a child or loved one. 
3 I have a client who takes care of me like family. 
4 I look out for others in my profession, and those others have 

forgotten. 
5 I love my family, but they must never know what I do to support them. 
6 There is someone that wishes me great harm over their own 

indiscretion. 
 
d6 Flaw 
1 I often do what is asked of me without question, even when it conflicts 

with my morals. 
2 I spend my money on frivolous things, rather than those that matter. 
3 I enjoy creating jealousy in those around me. 
4 I don’t feel I have any worth other than the use of my body. 
5 Abuse has caused me to withdraw, the face I show is not the real me. 
6 I’d say anything to get what I need. 

 

Slave 
You spent most of your life in bondage, serving the whims 

of your master. Taken as a child or born into this life you 

grew up knowing nothing of freedom. Perhaps your master 

was kind, treating you with respect, or maybe they were a 

tyrant, commands followed by the crack of a whip. In either 

case through fate or chance who have attained your 

freedom and must now figure out what sort of life you wish 

to build for yourself. 

 

Skill Proficiencies: Insight, and choice of Athletics, 

Stealth, Survival, or Performance. 

Tool Proficiencies: Choose One. 

Languages: Choose One. 
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Equipment: A set of common clothes, an unusual 

keepsake, gifted by or taken from your former master, 

worth 15gp, a pouch containing 5gp. 

Feature: Beneath Their Notice 
The life of a slave is like one hiding in plain sight, always 

present, but never noticed unless needed. Slaves are usually 

treated as property and not considered to have minds of 

their own, often overlooking them. You have learned to use 

this to your advantage. When not actively being searched 

for and within a small crowd or group, people are unlikely 

to take notice of your presence, or remember you were even 

there. This does not physically stop people from seeing you, 

only keeps them from taking note of your presence. 

Suggested Characteristics 
Slaves tend to have a great love of freedom. Their 

personalities vary greatly depending on the nature of their 

service. Some enjoy life taking joy from the simple 

pleasures their newfound freedom has brought them. 

Others are nervous or paranoid, unable to enjoy simple 

pleasures or aggressively holding onto to whatever they 

come to possess. 

 

d8 Personality Trait 
1 I wouldn’t dream of doing anything for free, never again. 
2 I feel restless if I’m not keeping busy, I must always be active. 
3 I am respectful to everyone, out of fear of reprisal. 
4 I live every day as if it were my last. 
5 There is nothing you could say or do that would surprise me. 
6 Life isn’t fair, my life is proof of that. 
7 My hardships have made me a stronger person. 
8 I have a pressing need to please those around me. 

 

d6 Ideal 
1 Faith. I trust in the gods to return what men take. 
2 Independence. I will never again bow to anyone. 
3 Duty. To serve another and do it well is its own reward. 
4 Power. I strive to be the one in control. 
5 Elevation. I will rise higher than any thought possible. 
6 Hope. I’m always optimistic about the future. 

 

d6 Bond 
1 I loved my master more than I should, I long to return to their side. 
2 My family is still in slavery and I long to set them free. 
3 I betrayed someone to gain my freedom. 
4 I will someday exact revenge on those kept me in bondage. 
5 I have family somewhere and seek to find them. 
6 My liberation was provided by someone I distrust. 

 
d6 Flaw 
1 I’m ashamed of the scars I try desperately to conceal. 
2 I secretly hate free life, and long to return to my master’s side. 
3 I escaped from my master, who seeks me returned, dead or alive. 
4 I have become desensitized to the pain of others. 
5 I avoid eye contact with any of higher status than me. 
6 I avoid conflict at all costs. 

 

Street rat 
You were raised on the streets. Not by necessity, but by 

choice. Maybe you can from a broken home, seeking shelter 

among the alleyways and hidden corners of the city. 

Perhaps you are just restless or rebellious, seeking 

excitement in what you see as a life of freedom. Whatever 

the reason you gained a nontraditional education. You don’t 

have fame, wealth, or power in the conventional sense, but 

know the right ears to whisper into to get what you want and 

how to avoid trouble when not actively seeking it out. 

 

Skill Proficiencies: Survival, and choice of Sleight of 

Hand, Perception, or Deception. 

Tool Proficiencies: Thieves’ Tools, and one of your 

choice. 

Languages: These are used for mechanical sections, with 

a colon instead of a period and no italicization.  They have 

a hanging indent. 

Equipment: A bottle of cheap liquor, a trinket, a steel 

mirror, a set of common clothes, and a belt pouch 

containing 15 gp. 

Feature: Side Hustle 
The city is a haven of opportunity, most just don’t know how 

to find it. When you require something unusual or illegal in 

nature you know who can get it for you. You may use this 

ability to acquire what you need, but will typically require a 

service, item, or favor beyond mere gold. The details of this 

favor or service are at the discretion of the game master but 

should require at least some risk relative to the thing 
sought. 

Suggested Characteristics 
Street Rats are shaped by their lives on the streets. They 

know the ins and outs of the city and how to get what they 

what through a variety of means. This can cause them to fall 
into criminal circles or other unsavory groups. 

 

d8 Personality Trait 
1 I talk big, but I’m a coward at heart. 
2 I trust easily, but rarely forgive an insult. 
3 I like to take big risks if a reward is involved. 
4 I always expect the worse. 
5 I don’t really understand the consequences of my actions. 
6 I don’t feel others understand how free they can really be. 
7 I’m not afraid of anything or anyone. 
8 I can’t sleep without the noise of the city. 

 

d6 Ideal 
1 Loyalty. The few I trust, I trust without question. 
2 Excitement. Every day is a new chance to experience something new. 
3 Freedom. Living as others do is a curse, I live my life on my own terms. 
4 Respect. I respect the city, and it gives me everything I need. 
5 Strength. Only the strong can survive the way I do. 
6 Independence. I live my life on my own terms. 

 

d6 Bond 
1 My reckless actions cost someone their life. 
2 The city is the only family I need. 
3 My parents) abused me, but part of me can’t let them go. 
4 I did something I shouldn’t and now and wanted by the city watch. 
5 I have a close friend who took the fall for something I did. 
6 I made a bargain with someone dangerous. 

 
d6 Flaw 
1 I enjoy taking unnecessary risks. 
2 I only rely others when they have something I need. 
3 I’m the first out the door when things go sideways. 
4 I’m a poor judge of character and tend to trust the wrong people. 
5 What’s yours is mine, and what’s mine is mine. 
6 I always blame others for my mistakes. 
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Tradesman 
You have learned a skill or trade in your city or village. 

These skills and crafts have been passed down by your 

caregiver or taught to you during an apprenticeship. Found 

virtually everywhere, a trade is an excellent means of 

providing for basic needs. Skilled craftsman can earn much 

for their work, while others struggle to get by. 

 

Skill Proficiencies: Investigation, and choice of 

Persuasion or Deception. 

Tool Proficiencies: Two of Choice. 

Languages: Two of Choice. 

Equipment: A set of artisan’s tools (one appropriate to 

your specialty (see below), a set of traveler’s clothes, and 

a belt pouch containing 15 gp. 

Specialty 
Roll on the table below or choose a specialty for your 

character. This represents the primary area of trade you 

have focused on during your career as a tradesman. 

 

2d8 Specialty  2d8 Specialty 
2 Alchemist  9 Jeweler 
3 Brewer  10 Leatherworker 
4 Calligrapher  11 Mason 
5 Cartographer  12 Potter 
6 Carpenter  13 Smith 
7 Cobbler  14 Tinker 
8 Cook  15 Weaver 
   16 Woodcarver 

Feature: Eye for Quality 
You have learned through practice and experience how to 

judge the value of goods, by spending a brief time studying 

an item you may discern its value and have an idea of its 

current market price. In addition, if the item falls under 

your specialty you can also identify the craftsman or region 

it was produced in. 

Suggested Characteristics 
Tradesman are common folk before taking up a life of 

danger and adventure, they understand the value of 

dedicating oneself to a craft. Whether that is woodcarving 

or swordplay they are merely different tools for different 

jobs 

 

d8 Personality Trait 
1 I’m frugal and always on the lookout for the best deal. 
2 I’m arrogant, and feel my work is superior to others. Often pointing 

out flaws where there are none. 
3 I could talk at length about my craft, boring others. 
4 I’m humble about my work, and don’t take compliments well. 
5 I’m very social, particularly with others of my trade. 
6 I’m happiest when doing what I love and encourage others to do the 

same. 
7 I dislike people and find most of them ignorant of what constitutes 

true quality. 
8 I am enamored by the crafts of a race or culture. 

 

d6 Ideal 
1 Art. I find beauty in my work, and the works of others. 
2 Greed. I always try to get the most from a deal, even at the detriment 

of others. 
3 Honesty. I will never cheat on a deal or swindle a customer. 
4 Community. I will always put the needs of others ahead of my own. 
5 Perfection. I strive to do everything perfectly. 
6 Elevation. I long to improve my situation and ascend the social ladder. 

 

d6 Bond 
1 My teacher taught me everything about my trade and is my most 

trusted friend. 
2 My teacher taught me everything about my trade and is my most 

trusted friend. 
3 I long to master my trade and take over the family business. 
4 I once made something special for someone, and they keep it as a 

token of a future engagement. 
5 I hope the earn the respect of a skilled rival. 
6 There is someone important to me I support through my work. 

 
d6 Flaw 
1 I often take people at face value. 
2 I would do almost anything to achieve what I desire. 
3 I have little business sense and spend money frivolously. 
4 I often overestimate my abilities. 
5 I think noblemen are stupid and will believe anything. 
6 I cheat others whenever I get the chance. 
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Legal Stuff 
 

 

The OGL 

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 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, nonexclusive 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 COPYRIGHT NOTICE of any Open Game 

Content You are copying, modifying 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 

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 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 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 
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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 1.0a 

Copyright 2000, Wizards of the Coast, LLC. System 

Reference Document 5.1 Copyright 2016, Wizards of the 

Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 

Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert 

J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve 

Townshend, based on original material by E. Gary Gygax 

and Dave Arneson. 

 

END OF LICENSE 

 

 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 
 
 

 

 

 

 

 

 

 

 

 


