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JPARC ThE [IRST
OF The hoRNED GOO'S WINTER

(Uinter Runes is divided into two books. Book One provides the DM and the player with all the background, adventure al
setting information needed to introduce the Winter Runes. Part Two provides the mechanics for the Winter Runes, a n
magic using core class, the RuneMark, class spells, abilities and rules for plane travel. Winter Runes consists of a Rl
Alphabet with each character representing a spell. The key in the back of the book gives the DM and player easy acce:
the Runes and the RuneSpells they represent. All are fully compatible with any ongoing game and are designed to enhe
the already existing magic system.

vy

‘Chere are two overall adventures provided in Winter Runes. These place a few of the RuneSpells in a difficult ar
challenging environment providing solid examples of how to introduce the RuneSpells, either in a continuous number
sessions or over an extended period of time. The adventures are placed in the world of Erde, the setting brought to yot
the Codex of Erde, but all are easily adapted to homebrew or other existing campaigns (refer to “Setting & Placement” belo

“Che Winter'sWind Neverbreaks, orBummer’sShore noStop it Cakes TheShroud ofQarknessCold andStarkChe world thehorned
God's WintersQark.”

A IDARK Of h]SC@Ry long, majestic hall of the Emperor. “Your path and mine
have at last crossed, my Lord Emperor. Your call comes on

As the last breath of the Days before Days blew across the heels of my triumph, for | have mastered the Rune Lords
land the Emperor Sebastian Olivier | sat upon the throneasfd bent them to my will. | have broken the seal of the Paths
Aenoch with the Cradle of the World upon his brow. Behinaf Umbra.”
him stood his councilor, the High Priestess, Nectanebo,
servant of the goddess Imbrisuis. Sebastian brooded ovet [&is news you bring to me when | need to hear it most.
life’s travails, for his road had been an altogether evil oriehere is more to your actions than even you know, dread
His long betrayal of the Holy Alliance and the long lastinlijlage. But let us be about it. Aristobolus is dead and we are
war with them had given him only half of what he desireétee to conquer the world if we have the courage to take the
Ethrum stood strong against him and would not yield. proper weapons in hand.”
disgust, Olivier's mind turned then to darker paths.

“lt is not courage, but power, that you will need. From this
bDe summoned to his throne Nulak-Kiz-Din, that dreadly forth you plant the seeds of the world’s destruction.”
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Some few come here to trade, but they are very brave and Lynth & the Silver Cower Iz
very foolish for the Orcs hate the world as itis. They Iongf]uynth is home to an Elven Lord of the Fontenouq. These
the days of the Winter Dark when they ruled as lords oweres are well known for their warlike tendencies and revel in
men, their oldest remembering the glorious days of ttiee destruction of evil. Sarahclem is just such alord. Sheis
horned god. That said, Uranoch is wise and trades witl, with unusually dark hair for her kind. Itis long, but few
almost anyone, good or evil, if he feels he can gain someuld know it for she wears it beneath a helm of which sh*

measure of power from it. almost always wears. She is forever girded for war, in chai
and plate and carries a great shield in combat. She prefers |'§I
Ington River the lance and sword to all other weapons and rides her

‘Chis foul mess flows from that heap called the Shadomarhorse into battle. As with its master, the steed is armored
Mountains. Its origin is unknown, but many surmise it flowis chain barding.

from deep pits carved by Trigal (Nulak) in the days of old.

This lumbering giant of a river winds its way through th€he tower of Lynth is built in the high fashion of her people,
Shadow Mountains, passing foul Orc, Hobgoblin and Trdhe walls thin, tall and magically enhanced. The gold colored
holes and dens, collecting refuse as it goes along. Whekeitp surrounds a high silver tower with minarets. Few live
spills into the plains of Gottland, it gains in width what it losdsere with the warrior elf, save for her servants and a dozen or
in speed, averaging 150 yards across. Several hundred nste®f her retainers. All of these are soldiers. Sarahclem
into its course the Teifsich River joins its run to the seaelcomes visitors and aids those in great discomfort, but if
Those clean waters do a little to dilute the Ington’s foulneskey are not filled with a desire to destroy evil then she treats
After this juncture the river widens and deepens and gaimish them only a little. She can raise an army of 125 elves
speed. From here to the sea it is generally 250 yards wildem the Mithlon Eves, which are a mixed bag of Wood Elves

possessed of deadly currents and many tide pools. It durapd High Elves, and about 200 woodsmen from the same
its impurities into the Drab Sinks near the Inner Sea. area. She takes great sport in hounding the Orcs of
Rackenberg. ¥

Nothing but the grossest and meanest of creatures live within

the foul river. Yet, the Orcs, Ungern, Hobgoblins and othdfer Encounters refer to the supplied charts, page 76-77.
live close to its banks, fishing out dead animals and

muck dwellers for food. They fear not the seasong!.
flooding, and have houses and towns built behir
great river walls or upon high stilts.

‘Che river is not easily crossed. From the mountai
to where the Teifsich joins it, there are two bridge
Their original names are lost to history but the Org¢ |
call them, in the Vulgate, the Granbridge and t .} \
Urlpalls . Both are stone and in decent shape.
Granbridge in the west can hold four wagons abreg
skirting the river by a mere 20 yards, while th
Urlpalls is far more narrow and high. This span ha
huge abutments that tower 60 yards above the walisse
but only two may walk abreast when crossing i
Neither bridge is guarded, though Trolls or othe
vagabonds settle upon there spans exacting tolls fri
time to time.

3
hy

L)

‘Chere are no crossings after the river's joir
However, travelers relate tales of a ferryman in tt—-%=
woods (called the Ington Woods) that straddle i=z =
course. There is some river traffic from Most, bi== _
these are folk of ill repute who explore for gold an i
not glory. They are often aligned with the Orcs on tHSSs
banks and charge a great deal for any services ti#

grant to those who travel this twisting course. =
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GAIDE RULE INFORTDACION

Abilities: Intelligence determines how powerfulfa

spell a RuneMark can cast, how many spells heé;Ga

cast, and how hard those spells are to resist. #
Dexterity is helpful for a RuneMark who wears lig

che WINcerR rRUNES & che RUNermark

called simply, RuneSpells, these are those spells listed a
available on the following page and are taken from the exist-
ing spells lists for other classes. They are common as scrolls,
carved on totems and the like. Special classifications are
those such as the Winter Runes and Blood Rune existing
. RuneStones o on long forgotten scrolls. Thes%

ited armor, because it provides hi
with an armor class bonus. A gi)%

Constitution gives a RuneMark ex-"g
tra hit points. u

il gle extremely rare and when found
- guarded jeaslously. |'§I

_, Create Totem: Much like a
= wizard or sorcerer a RuneMark
must store his RuneSpells. He
does so by inscribing the
RunesSpells on a Totem. He
must first choose what his totem
is and create it. This is called
.“The Casting.” Each totem is
: bound to its creator. The totem can
oy = be aring, bracer, staff, or other item of
— 0 his choosing, including their own body.
Ak The casting process is a long one, taking a
full week. The RuneMark, totem in hand,
stands within a magic circle that he has drawn.
He remains within the circle for four days, meditating, and
fasting, allowed nothing but water. During that time, the to-
tem draws from the essence of the RuneMark. The energy he
loses through fasting is absorbed into the Totem. At the end
of four days, the totem is placed outdoors on any high plat-
form, exposed to the elements. There it must sit for another
(Jeapon and Armor Proficiency: RuneMarks are skilled three days. The totem is Cast after it absorbs energy from the
with only one weapon, which may be chosen from any of tken and moon. The RuneMark loses 1d8 Constitution pointg
Simple Weapons, or the Small or Medium-Size Martial Weafpr one week, and can only be restored through rest. Healifg§=%
ons. RuneMarks are proficient with Light Armor, excludingf any kind does not help. The totem, imbued with the es-
ring mail and the chain shirt. Armor of any type interferesence of the RuneMark is now ready for inscription.
with a RuneMark’s movements, which can cause his spells
to fail (if those spells have somatic components). Note ti&¢tribe Rune: Once the Totem is complete, the RuneMark
armor check penalties for armor heavier than leather appiyst inscribe the totem with the RuneSpells. Once again, "
to the skills Balance, Climb, Escape Artist, Hide, Jump, Motlee RuneMark draws a magic circle and enters it. By visual-
Silently, Pick Pocket and Tumble. Swim checks suffer azing the RuneSpell he can inscribe it on the totem. It takes
1penalty for every 5 pounds of armor and equipment carriegh. hour per spell level to inscribe a Rune (or spell), and he
can only perform this action for as many hours as he has
Spells: A RuneMark casts both arcane and divine spellSonstitution points. All 0 - level spells can be inscribed in 1
These are the RuneSpells taken from RuneStones he hasagr. After that point, he must wait one day and repeat the;
quired through purchase, adventure, etc. He is limited tpracess. Each RuneSpell inscribed appears on the totem 3
certain number of RuneSpells per day, this according to Rane only.
class level. A RuneMark must prepare his RuneSpells ahead
of time by getting eight hours of rest, preferably sleep, alidmiliar: A RuneMark can attain a familiar in exactly the
then spending an hour in meditation. While in meditatioeame manner as a Sorcerer.
the RuneMark decides what RuneSpells to prepare (see spell
list below). To learn, prepare or cast a RuneSpell, a RuneMadnguage Mastery:At third level, the RuneMark gains the !
must have an Intelligence of at least 10 + the spells levelahility to recognize, understand and even speak foreign |aff
RuneMark’s bonus RuneSpells are based on Intelligence. Gages. The DC for this ability is as follows: recognizejfié
Difficulty Class for saving throws against RuneSpells is 10language DC 10 - Int bonus - player level, understand a
the spell’s level + the RuneMark’s Intelligence. There ageiage DC 12 - Int bonus - player level, and speak a langugg
many classifications of RuneSpells. The most common d& Int bonus - player level.

Alignment: Any, lawful most common.
bit Die: da.

Class Skills: The RuneMark’s class P
skills (and the key ability for each) are: -*'_
Alchemy (Int), Bluff (CHA), Concentra-"
tion (Con), Craft (Int), Knowledge (all * =%
skills, taken individually)(Int), Profession
(Wis), Scry (Int, exclusive skill), »
Spellcraft (Int), Speak Language, and Wilder-;
ness Lore (Wis).

Skill Points at first level: (2 + Int modifier) x 4.
Skill Points at each additional level:2 + Int modifier.

Class feATUrRES
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GuiLd cicles

Rank is designated by an Alb, a tunic, usually worn only
during formal occasions

1 Token (gray alb, sleeveless)

2 Ward (gray alb with sleeves)

3 Candidate (gray alb, sleeves, waist olive length chasuble)

che WINcerR rRUNES & che RUNermark

Rune of Environment Il
Rune of Conjunction |
Rune of Linking (lesser)
Rune of Breath

Rune of Knowledge
Rune of Creation Il

4 Pensioner (blue alb, sleeves, chasublewith blue cap) Third Level

5 Keeper (blue alb, blue berretta “square” cap)

6 Benefactor (blue alb, wide brim added to the blue cap)

7 Tutor (lawn sleeves added to the blue alb)

8 Seminarian (white Amice added, chasuble becomes white)
9 Pedagogue (Mitre staff)

10 Mark of the White Order (white alb, over all, no sleeves)
11 Knight of the White Order (white alb, with sleeves)

Rune of Preparation Il
Rune of Vision

Rune of Though Control
Rune of Seal

Rune of Shield

Rune of Creation IlI
Rune of Speech

12 Lord of the White Order (all above, a pale white colorfFourth Level

* There are guild members who do not follow the recom-
mended hierarchy. These are generally c&lledelytesand

are usually found alone in their travels. They are revered by
the rest of the ordeProselytesare ideal for characters.

Common Sayings & Expressions
Mastering the Runefio gain knowledge of and learn how
to use the various runic spells.

Walking the PathsTo use the Runes to breach dimensions
of space, to plane travel.

Rune of Containment
Rune of Doors

Rune of Conjunction Il
Rune of Guidance
Rune of Creation IV
Rune of Obsidian

Fifth Level

Rune of Expose

Rune of Plane Walk
Rune of Dimensions
Rune of Creation V
Rune of Conjunction llI

Sixth Level

RUNesspeLLs

‘Che Runes were written by the Dwarves in the Days before

Days. When they began the mastery of the Language of Cre-

Rune of Juxtapose
Rune of Travel
Rune of Unmaking
Rune of Creation VI

ation, they cast these words of power into stone. Runes m8asventh Level

icked the powers of their original design. As the Language
of Creation is beyond most creatures’ ability to speak, the
Dwarves, in time, renamed these Runes in their own tongue.

Rune of Rending
Rune of Holding
Rune of Creation VII

It is these names that have come down to us today. Fdzight Level

more complete description, refer to Adventure Background
in Part I.

Rune of Liquid Bridge
Rune of Conjunction IV

Ninth Level

che WINTter rRuUNes

First Level
Rune of Concentration The below spells, once combined, allow one to Walk the
Rune of Chalk Paths and breach the Wall of Worlds.
Rune of Writing
Rune of Environment For usage see below, “Breaching the “Wall of Worlds”
Rune of Gylphs
Rune of Threads Spell Lvl
Rune of Contact Vision 3
Rune of Creation | Plane Walk 5
Rune of Location Travel 6
Second Level Rune of Liquid Bridge 8
Rune of Sound Control Rune of Empty 9

Rune of Preparation

53

Rune of Empty
Rune of Linking (Greater)

¢
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Seventh LeveIRuneSpeIIs Rune of Creation VII(Roan ot Alenerde, literally “all things Iz
that come from the father”)

Rune of RendingRoan ot Thiakun-uk) Transmutation

Necromancy/Transmutation Level: Rmk 7, Sor/Wiz 7

Level: Rmk 7, Sor/Wiz 7 Components:V, S, M

Components:V, M Casting Time: 1 Minute *

Casting Time: 1 action Range: 0 ft.

Range: 100 ft. + 10 ft. per level Area: 1 cubic foot + 1 cubic ft./2 levels |'§I

Target: 1 object or creature Duration: 1 hour + % hour per level.

Duration: Instantaneous Saving Throw: None/Special

Saving Throw: Fortitude Negates Spell Resistance:No

Spell ResistanceYes This spell is similar to th®une of Creation Illbut allows

This Rune works in a similar fashion to tiemakingRune. the RuneMark to create greater quantities and more compli-
However, it only rends the life or substance from people caited substances. For example coal may be turned to dia-
items. Upon uttering this Rune, the RuneMark may attempbnds, vegetation turned to coal or shale, flesh into dust and
to snuff the life force from his target or disintegrate objectise like. Living creatures targeted with a rune of creation in
made from organic materials. The target receives a Fortitutlies matter receive a Fortitude save. Failure results in instant
save. Failure results in death to a living target, and disintieath, a successful Fortitude save means that the resultant
gration of organic materials. The target suffers 6d10 poirggempted change in their body shape or composition causes
of damage on a successful Fortitude save. Alternately tt@6 points of damage per level of caster.

“rending” can be mental, requiring the target to make a sudie affects are temporary unless fhene of Creation Vs
cessful Will save or suffer 1d6 points of permanent Intellcast upon it.

gence, Wisdom and Charisma damage. In this instancéiaerial Component€ssence of the Void, flask of the cast-
successful Will save negates the effects of the spell. ers blood, Totem (RuneMark only). ¥

Finally, theRune of Rendinmay be used by the RuneMark€ighth LevelRuneSpells

to tear at the walls of a plane. The resulting may immedi-

ately open doors into other planes. However, the RuneM&une of Liquid Bridge(Roan ot Tuliuthtalu)
may not see these portals, or know where they led with@dnjuration

the use of &une of ExposeThis form of the Rune is oftenLevel: Rmk 8, Sor/Wiz 8

used when the RuneMark must beat a hasty retreat from o@mponents:V, M

whelming enemy forces. Casting Time: 1 action
Material ComponentsTotem (RuneMark Only). Range: (25 ft. +5 ft./2 levels)
Area: Liquid Fire Bridge 10 ft. wide by 50 ft. long/+10 ft.
Rune of Holding (Roan ot Held-uk) per level
Abjuration Duration: Special
Level: Rmk 7, Sor/Wiz 7 Saving Throw: See Text
Components:V, M Spell ResistanceNone
Casting Time: 1 action This powerful spell was first used to launch Nulak-Kiz-Din
Range: 100 ft. + 10 ft. per level into the Void. The Rune is a form of tReeationRune, in
Target: One Planar gate, door, portal or creature that it manipulates the chemical makeup of an area to creat
Duration: 1 round per level a physical bridge. The bridge is generally of liquid fire and ,L.j‘f
Saving Throw: None (Or Will Negates) can be walked upon safely by the caster or anyone protected#
Spell ResistanceYes by aRune of Containmen&ny other creatures attempting

open or closed. When doors begin to shut due to expiriingm contact with the liquid fire and must make a Reflex '
spell durations, or are being shut by powerful creatures sselve (DC 15) to avoid catching fire (see the rules for Catch-
as demons and devils, the Rune is cast and the door hieig.on Fire in theDMG). The intense heat keeps they,
TheRune of Holdingvorks on the home plane as well. Th®uneMark safe from attack and others from using his brig
Rune may also be used as a hold monster spell, freezingoaoross over to the Void. The bridge can be created in"tfye
extra-dimensional creature in its place in the same way thatene plane but its effectiveness is reduced, dealing only 6@
Hold Monsterspell works. points of damage per round of contact to unprotected traye
Material ComponentsTotem (RuneMark Only). ers. The bridge lasts for as long as the spell-caster conG@g- s
trates on the bridge +1 hour per level, or until dismisse 3" o Ao
the spell-caster. i ;
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emblems of the lords of old and these they used to gather their Blern of the Halfling

into small bands and armies which fought the Long Struggle agaiHsstory: In the days when the Halflings were hunted for sport, they
the Winter and the power that lay in Aufstrag. There were maosafted many items to aid them in their escape. They found that oft
standards made in all, though most have been lost to time, burietinres they were separated from each other and in order to call out

the detritus of war.

they crafted special horns that aided them in calling to one an-

Description The standards vary in shape and size. Some consister.
of long and thin cloths, others thick canvas, but all are borne atopescription These horns are usually simple affairs of laced woo

with gold and silver threads. They are collectively referred to Bewers The horn is almost silent, creating only a small winding

crosspiece on a staff or pole. All are strikingly colorful, being lacethtelope or ram horns. §

the Gonfalon though each has its own name. Only 18 are knowmoise when it is blown. When it is blown for 4 full melee rounds,

to have survived the wars.

it sends a message to the nearest comrade or friend. This works the

Powers The power of th&onfalonincreases the Leadership scorsame as the'3evel Wizard spellSendingthough the casting time

of he who bares the standard (or has it borne) by 2 points, the iB@nmediate.
of those who follow it by 2 points (deflection), gives a +1 moral€aster Level10"
bonus to hit, and a +1 morale bonus against Fear checks.

Caster Level7"

PrerequisitesCraft Wondrous ItenBless Protection from Euvil

Market Price & Cost to Createl 5,000gp.

Gottland Delphinium (Tree Tears)

History: TheGottland Delphiniunmgrow amidst the roots of the
Gottland Trees. As is known, Trolls do not die of old age, biihreads of Chaos
rather, they become so weighted down by their own evil they grélistory: When RuneMarks fashion tiR®oan ot Eluetthe Runes of

roots into the ground and there they live out their days
as trees both twisted and foul. Some believe t
Trolls are really Sentients, those great trees that W;f
dered Erde at the worlds early dawn. Whatever tf
case, the trees roots pass some magic of themsel\t/l?s‘
to earth for the flowers grow here. Whether theéig!=
flowers are atonement for past deeds, or memﬁf
ries of an ancient flora that walked the world in}
the Days before Days, few can say. '
Description These beautiful violet flowers are"-i‘
the only things of color that grows in or around _ g
the trees. They are short, only three or fou
inches high and grow in thick patches. The L%
flowers are found nowhere else in the world. :"
Powers When these flowers are gathered to-zﬁ
gether and mashed into a pulp, the mix serves
as a healing salve. The salve, when admini-|
tered to wounds, heals 1d4 points of damz_il

i

Caster Level3™ :
PrerequisitesCreate IltemSpeak with plants
Market Price Difficult to find, 25gp

73

Prerequisites Craft Wondrous ItenSending
Market Price & Cost to Create4000 gp

‘Chreads of Law

History: When RuneMarks fashion tiRoan ot EluetheRunes of
Threasdthey perforce create a great many strands which are not
wholly made, these are cast aside more often than not. Some, how-

ever, are possessed of magical qualities.

Description The Threads of Laware long, thin, golden strands
which end in a perfect shape.

Powers The threads are used to bind things, such as armor, articles
of clothing, equipment, packs, saddles, etc. When they are used,
they bind things perfectly and are almost unbreakable. A knot tied
with such a thread is almost impossible to untie (DC 40, 35 with
Use Rope skill) or to cut (AC 20). But once used, it cannot be used
again, as it becomes so set in its ways that it will break before it
bends. These knots are commonly referred to as Todknots (“tod” is
Dwarven for Unbending). A rope can be woven from these threads,
though many hundreds of threads would need to be gathered, and
would be almost unbreakable (DC 50).

Caster Level3¢

Prerequisites Craft Wondrous ItenmRune of threads
Market Price & Cost to Createl 0 gp per thread

Threadsthey perforce create a great many strands which are not - k
wholly made, these are cast aside more often than not. Some how-
ever, are possessed of magical qualities.

Description These threads are thick and hollow, curl in on them-
selves and their ends fray continually. They resemble strands
wool, and are silver in color.

Powers These threads are rarely used , as for hey have almost no
point or purpose. When one of these threads touches an item, i
causes the item to temporarily levitate (weight limit 5 pounds). Afte

These threads are often caught on winds or float around a roo
without purpose or design. Items are lifted and dropped continu-
ally, leaving a string of chaos behind. These threads are often called

such athread often leaves one baffled and annoyed for no rhymg
reason can be discerned of the chaos from a Shinknot.
Caster Levellst

Prerequisites Craft Wondrous ItemRune of Threads
Market Price & Cost to CreatelOgp per thread
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of the above which are specifically designated as Product |dem|t3€3. Notice of License Copyright: You must update the COPYRIGHT NOTICE
below; all new attributes, skills, feats, spells, creatures, items, trapson of this License to include the exact text of the COPYRIGHT NOTICE of any
and deities, including their names, except for those specificaﬂ?e_“ Game Contgnt You are copying, mo_difying or distributing, and You must add
. . the title, the copyright date, and the copyright holder’s name to the COPYRIGHT
designated as Product Identity below. NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as
Designation of Product Identity: Product Identity is not Open an indication as to compatibility, except as expressly licensed in another, independent

TR 1 eement with the owner of each element of that Product Identity. You agree not to
Game Content. The following is hereby designated as Product ldl%%ilcate compatibility or co-adaptability with any Trademark or Registered

tity in accordance with Section 1(e) of the Open Game Licenfgdemark in conjunction with a work containing Open Game Content except as
Version 1.0a: (1) Troll Lord Games and any and all Troll Lorekpressly licensed in another, independent Agreement with the owner of such

Games logos, identifying marks and trade dress, including the phfg(g@emark or Registered Trademark. The use of any Product Identity in Open Game

N i " ontent does not constitute a challenge to the ownership of that Product Identity. The
Worlds of Epic Adventure”, as well as all Troll Lord Games IDrocgwner of any Product Identity used in Open Game Content shall retain all rights, title

uct and Product Line names, including but not limited to, Wint@#d interest in and to that Product Identity.
Runes, The Codex of Erde, and The Malady of Kings; (2) all art-8. Identification: If you distribute Open Game Content You must clearly indicate

b - : - ich portions of the work that you are distributing are Open Game Content.
work, illustration, graphic design, maps and cartography, Iogd\gg. Updating the License: Wizards or its designated Agents may publish updated

and symbols, including any text contained within such artworlgsions of this License. You may use any authorized version of this License to copy,
illustration, maps and cartography; (3) the stories, storylines, plotegify and distribute any Open Game Content originally distributed under any
thematic elements, dialogue, incidents, language, likenesses, po§éion of this License. , o ,

! RN 10, Copy of this License: You MUST include a copy of this License with every
concepts,_ and themes; (4) and the_ proper names and des_crlptlogép%f the Open Game Content You Distribute.
the following characters, personalities, teams, personas, likenesses.. Use of Contributor Credits: You may not market or advertise the Open Game
events, histories, places, and locations: Unklar, the Horned G@ehtent using the name of any Contributor unless You have written permission from

i . . . e Contributor to do so.
Erde, Winter Dark Wars, Nulak-Kiz-Din, Evemng Swan, Drearw 2. Inability to Comply: If it is impossible for You to comply with any of the

Horn, The Void, all Dwarven translations of associated NamMesS Qs of this License with respect to some or all of the Open Game Content due to
RuneSpells or RuneStones or any other Dwarven translations herganyte, judicial order, or governmental regulation then You may not Use any Open
and Dreaming Sea. Game Material so affected.

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

) . ) . ) 14. Reformation: If any provision of this License is held to be unenforceable, such
The following text is the property of Wizards of the Coast, Inc. and is Copyrightyrovision shall be reformed only to the extent necessary to make it enforceable.

OPEN GAME LICENSE Version 1.0a

2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 15. COPYRIGHT NOTICE
1. Definitions: (a)"Contributors” means the copyright and/or trademark owners | 1 . .
who have contributed Open Game Content; (b)"Derivative Material” means Open Game License v 1.0&opyright 2000, Wizards of the

copyrighted material including derivative works and translations (including into othéCoast, Inc.

computer languages), potation, modification, correction, addition, extension, upgrade, System Rules DocumenCopyright 2000. Wizards of the
improvement, compilation, abridgment or other form in which an existing work may, t Inc: Auth J than T t M t’ Cook. Skip Willi
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rgﬁf,)as » INC; Authors Jonathan Tweet, vionte Cook, Ip Williams,

lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)’"Open based on original material by E. Gary Gygax and Dave Arneson.
Game Content” means the game mechanic and includes the methods, procedures, The Codex of ErdeCopyright 2001, Troll Lord Games, LLC;

processes and routines to the extent such content does not embody the Product Authors Stephen Chenault, Mac Golden, and Davis Chenault
Identity and is an enhancement over the prior art and any additional content clearly i ! :

identified as Open Game Content by the Contributor, and means any work covered The Malady of Kings Copyright 2001, Troll Lord Games,
by this License, including translations and derivative works under copyright law, bdtLC; Author Stephen Chenault.

specifically excludes Product Identity. (e) “Product Identity” means product and Winter Runes Copyright 2003, Troll Lord Games; Authors

product line names, logos and identifying marks including trade dress; artifacts; .
creatures characters; stories, storylines, plots, thematic elements, dialogue, incideﬁtse,phen Chenault, Todd Gray, and Davis Chenault.

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
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