AN ARKHAM SOCIETY ADVENTURE

THE STARS ARE RIGHT

Or so the Esoteric Order of Night believes.
The word on the street was that the Order

is planning some ancient ritual to awaken
an unspeakable evil from where it sleeps
among the stars. Even if they are wrong, the
blood sacrifices that they have planned will
certainly go poorly for someone.

Professor Arkwright called together the
Arkham Society to once more put an end
to the nefarious machinations of the Order
and, perhaps, finally reveal the identity of
their mysterious masked leader.

Unfortunately, the Society stepped right into
one of the Esoteric Order's infamous traps.

writing and layout Now, bound and imprisoned in a small room
J.A Dettman in the decrepit ruins of the Landmark Hotel,
inspired by the Arkham Society must struggle to free

the works of H.P. Lovecraft, .
Lady Blackbird, and Spirit themselves and put an end to the hideous

of the Century plans of the Esoteric Order.



PROFESSOR ARKWRIGHT RerrEsH
An academic willing to sacrifice anyone or anything to safeguard the future of humanity 5
SKILLS SPECIALIZATIONS ASPECTS
+3 Education Brawling » Sacrifices must be made
+2 Connections Drive » No room for error

+2  Occult

v' Firearms [expertise]

+1 Awareness Medicine
+1 Charm Might
+1  Fighting v' Mythos
+0 Sneakiness Notice
+0 Athleticism Rapport ADVANTAGES
v" Research Mastermind: Once per scene, you ma
HarMm : be youmay
Stealth give an ally a Fate Point from your pool.
Reputation (OO0
-1 oo Embarassed v Anthropology
-2 O Humiliated
Sanity 0o0o0d
-1 oo Unbalanced
-2 O Unhinged
Toughness | OO0
-1 oo Injured
-2 O Seriously Injured
ROLLING THE DICE ASPECTS HARM & CONSEQUENCES

When you try to do something but the
outcome is uncertain, you roll dice. You
always roll two six-sided dice and add the
result to one Skill. If you have an Aspect,
Advantage, or Specialization that is useful
in that situation, you can use those too.

On a result of +11 or higher, you succeed
at what you are attempting. Also, for each
additional +2 you get on your result (above
11) you get an extra success. This can be
used to do more harm to an opponent, to
create an Aspect temporarily, or to gain a
Fate Point for yourself.

On a result of +10 or less, you do not
succeed yet. The GM has the opportunity to
complicate the situation and you might be
able to try again.

SPECIALIZATIONS

A Specialization gives you a +2 bonus when
you can use it. If you have Expertise in a
specialization, you can change any one die
to a 4 after you roll using that specialization.
If you have Mastery, you can do the same
thing but you can instead change the die to
a6.

ADVANTAGES

An Advantage provides a benefit in specific
situations. Check your Advantages area to
see if you have any and what they do.

There are two ways that you can use an
Aspect when you are rolling dice:
« Ifyou use as Aspect before you roll, you
gain a +2 to your result.
« Ifyou use it after you roll, you re-roll all
of your dice. In either case, you must
spend a Fate Point to use an Aspect.

USING FATE POINTS
Fate Points can be used in three ways:
* You can always spend a Fate Point to
gain +1 to aroll.
» You can spend a Fate Point to use one
of your character’s Aspects.
» You can spend a Fate Point to narrate
new information about a scene, with
the agreement of the GM.

GAINING FATE POINTS
Fate Points can be gained in two ways:

* You may choose to gain a Fate Point
when you get an additional Success on
a roll. (A success used in this way gets
you no other benefit.)

« Whenever you roleplay one of your
character’s Aspects in a way that isn’t
beneficial to you in a situation, you
may take a Fate point.

REFRESH
The number of Fate Points that you start
the game with.

In some situations, your character can be
harmed. If an opponent successfuly harms
you, check off a number of boxes equal to
the number of successes that they apply.

If your basic boxes are all checked off
and you take more Harm then you gain a
Consequence, usually an injury of some
kind. Consequences also impose a penalty
on any die rolls that you must make..

If all of your Consequences are checked off
when you take Harm, then you are Taken
Out. Your opponent decides how you are
taken out. You are at their mercy, within the
expectations of the situation.

Rather than be Taken Out, at any time
during a conflict you can offer to concede.
Tell the GM how you think that you should
lose the fight. If the GM agrees, then you are
out of the fight but you survive. If the GM
doesn't agree, you get a Fate Point and have
to keep fighting.

Typically, Consequences take a number of
scenes to recover from equal to the penalty
that they apply.

Example: an Unhinged Consequence
would normally go away after two scenes.
In some cases, the GM may decide that a
Consequence lingers a little longer.



DzeTECTIVE MACCARTHY Rerresi
A police officer who drinks to escape the nightmares 3
SKILLS SPECIALIZATIONS AsPECTS
+3 Fighting Brawling > I've seen what lurks in shadows
+2 Athleticism Drive » The bottle is my only refuge

+2 Awareness

v' Firearms [mastery]

+1 Charm Medicine
+1  Connections Might
+1 Education Mythos
+0 Occult . Wioile
+0 Sneakiness Rapport ADVANTAGES
HArM v" Research Bodyguard: When an ally near you is
) Stealth attacked by an opponent, you may
Reputation | 000 interpose yourself and take the damage
-1 ;I a ]il{mba'r:stseéi instead of your ally.
-2 umiliate
Sanity ooog Roll with the Punches: Each time you
1 0o Unbalanced take damage from an attack, you can
. 0 Unhinged spend 1 Fate Point to reduce the damage
by 1.
Toughness |00 OO
-1 o0 Injured
-2 O Seriously Injured
ROLLING THE DICE ASPECTS HARM & CONSEQUENCES

When you try to do something but the
outcome is uncertain, you roll dice. You
always roll two six-sided dice and add the
result to one Skill. If you have an Aspect,
Advantage, or Specialization that is useful
in that situation, you can use those too.

On a result of +11 or higher, you succeed
at what you are attempting. Also, for each
additional +2 you get on your result (above
11) you get an extra success. This can be
used to do more harm to an opponent, to
create an Aspect temporarily, or to gain a
Fate Point for yourself.

On a result of +10 or less, you do not
succeed yet. The GM has the opportunity to
complicate the situation and you might be
able to try again.

SPECIALIZATIONS

A Specialization gives you a +2 bonus when
you can use it. If you have Expertise in a
specialization, you can change any one die
to a 4 after you roll using that specialization.
If you have Mastery, you can do the same
thing but you can instead change the die to
ab6.

ADVANTAGES

An Advantage provides a benefit in specific
situations. Check your Advantages area to
see if you have any and what they do.

There are two ways that you can use an
Aspect when you are rolling dice:
« Ifyou use as Aspect before you roll, you
gain a +2 to your result.
« Ifyou use it after you roll, you re-roll all
of your dice. In either case, you must
spend a Fate Point to use an Aspect.

USING FATE POINTS
Fate Points can be used in three ways:
» You can always spend a Fate Point to
gain +1 to a roll.
» You can spend a Fate Point to use one
of your character’s Aspects.
» You can spend a Fate Point to narrate
new information about a scene, with
the agreement of the GM.

GAINING FATE POINTS
Fate Points can be gained in two ways:

» You may choose to gain a Fate Point
when you get an additional Success on
a roll. (A success used in this way gets
you no other benefit.)

« Whenever you roleplay one of your
character’s Aspects in a way that isn’t
beneficial to you in a situation, you
may take a Fate point.

REFRESH
The number of Fate Points that you start
the game with.

In some situations, your character can be
harmed. If an opponent successfuly harms
you, check off a number of boxes equal to
the number of successes that they apply.

If your basic boxes are all checked off
and you take more Harm then you gain a
Consequence, usually an injury of some
kind. Consequences also impose a penalty
on any die rolls that you must make..

If all of your Consequences are checked off
when you take Harm, then you are Taken
Out. Your opponent decides how you are
taken out. You are at their mercy, within the
expectations of the situation.

Rather than be Taken Out, at any time
during a conflict you can offer to concede.
Tell the GM how you think that you should
lose the fight. If the GM agrees, then you are
out of the fight but you survive. If the GM
doesn't agree, you get a Fate Point and have
to keep fighting.

Typically, Consequences take a number of
scenes to recover from equal to the penalty
that they apply.

Example: an Unhinged Consequence
would normally go away after two scenes.
In some cases, the GM may decide that a
Consequence lingers a little longer.



CLAY REFRESH
A taxi driver with a lot of other people's secrets 4
SKILLS SPECIALIZATIONS ASPECTS
+3 Connections v/ Brawling » Too curious for my own good
+2 Athleticism v Drive » I know someone who can help
+2  Occult v/ Firearms
+1 Awareness Medicine
+1 Charm Might
+1 Fighting Mythos
+0 Education Notice
+0 Sneakiness v' Rapport [expertise] ADVANTAGES
HarMm Research
Reputation |0 000 Stealth
-1 oo Embarassed
-2 O Humiliated v/ Repair
Sanity 0o0oogd
-1 0ogd Unbalanced
-2 O Unhinged
Toughness | OO0
-1 oo Injured
-2 O Seriously Injured
ROLLING THE DICE ASPECTS HARM & CONSEQUENCES

When you try to do something but the
outcome is uncertain, you roll dice. You
always roll two six-sided dice and add the
result to one Skill. If you have an Aspect,
Advantage, or Specialization that is useful
in that situation, you can use those too.

On a result of +11 or higher, you succeed
at what you are attempting. Also, for each
additional +2 you get on your result (above
11) you get an extra success. This can be
used to do more harm to an opponent, to
create an Aspect temporarily, or to gain a
Fate Point for yourself.

On a result of +10 or less, you do not
succeed yet. The GM has the opportunity to
complicate the situation and you might be
able to try again.

SPECIALIZATIONS

A Specialization gives you a +2 bonus when
you can use it. If you have Expertise in a
specialization, you can change any one die
to a 4 after you roll using that specialization.
If you have Mastery, you can do the same
thing but you can instead change the die to
ab.

ADVANTAGES

An Advantage provides a benefit in specific
situations. Check your Advantages area to
see if you have any and what they do.

There are two ways that you can use an
Aspect when you are rolling dice:
« Ifyou use as Aspect before you roll, you
gain a +2 to your result.
« Ifyou use it after you roll, you re-roll all
of your dice. In either case, you must
spend a Fate Point to use an Aspect.

USING FATE POINTS
Fate Points can be used in three ways:
» You can always spend a Fate Point to
gain +1 to aroll.
» You can spend a Fate Point to use one
of your character’s Aspects.
» You can spend a Fate Point to narrate
new information about a scene, with
the agreement of the GM.

GAINING FATE POINTS
Fate Points can be gained in two ways:

» You may choose to gain a Fate Point
when you get an additional Success on
a roll. (A success used in this way gets
you no other benefit.)

« Whenever you roleplay one of your
character’s Aspects in a way that isn’t
beneficial to you in a situation, you
may take a Fate point.

REFRESH
The number of Fate Points that you start
the game with.

In some situations, your character can be
harmed. If an opponent successfuly harms
you, check off a number of boxes equal to
the number of successes that they apply.

If your basic boxes are all checked off
and you take more Harm then you gain a
Consequence, usually an injury of some
kind. Consequences also impose a penalty
on any die rolls that you must make..

If all of your Consequences are checked off
when you take Harm, then you are Taken
Out. Your opponent decides how you are
taken out. You are at their mercy, within the
expectations of the situation.

Rather than be Taken Out, at any time
during a conflict you can offer to concede.
Tell the GM how you think that you should
lose the fight. If the GM agrees, then you are
out of the fight but you survive. If the GM
doesn't agree, you get a Fate Point and have
to keep fighting.

Typically, Consequences take a number of
scenes to recover from equal to the penalty
that they apply.

Example: an Unhinged Consequence
would normally go away after two scenes.
In some cases, the GM may decide that a
Consequence lingers a little longer.



SKILLS
+3 Fighting
+2 Connections
+2 Sneakiness

NAISMITH

A career criminal with a debt to pay
SPECIALIZATIONS
v' Brawling [mastery]
Drive
v' Firearms

REFRESH
3

AsPECTS
> I owe my life to the Professor

» Don't know my own strength

+1 Athleticism Medicine
+1 Charm v' Might
+1  Occult Mythos
+0 Awareness Notice
+0 Education Rapport ADVANTAGES
H ARM Research Hit 'im where it hurts: When you hit an
opponent with a Toughness attack, you
Reputation | 000 v Stealth rrif; spend 1 Fate Poignt to inflict any
- 0o Embarassed additional Harm.
-2 O Humiliated
Sanity 0o0o0d
-1 ] Unbalanced
-2 O Unhinged
Toughness |00 OO
-1 o0 Injured
-2 O Seriously Injured
ROLLING THE DICE ASPECTS HARM & CONSEQUENCES

When you try to do something but the
outcome is uncertain, you roll dice. You
always roll two six-sided dice and add the
result to one Skill. If you have an Aspect,
Advantage, or Specialization that is useful
in that situation, you can use those too.

On a result of +11 or higher, you succeed
at what you are attempting. Also, for each
additional +2 you get on your result (above
11) you get an extra success. This can be
used to do more harm to an opponent, to
create an Aspect temporarily, or to gain a
Fate Point for yourself.

On a result of +10 or less, you do not
succeed yet. The GM has the opportunity to
complicate the situation and you might be
able to try again.

SPECIALIZATIONS

A Specialization gives you a +2 bonus when
you can use it. If you have Expertise in a
specialization, you can change any one die
to a 4 after you roll using that specialization.
If you have Mastery, you can do the same
thing but you can instead change the die to
ab6.

ADVANTAGES

An Advantage provides a benefit in specific
situations. Check your Advantages area to
see if you have any and what they do.

There are two ways that you can use an
Aspect when you are rolling dice:
« Ifyou use as Aspect before you roll, you
gain a +2 to your result.
« Ifyou use it after you roll, you re-roll all
of your dice. In either case, you must
spend a Fate Point to use an Aspect.

USING FATE POINTS
Fate Points can be used in three ways:
» You can always spend a Fate Point to
gain +1 to a roll.
» You can spend a Fate Point to use one
of your character’s Aspects.
» You can spend a Fate Point to narrate
new information about a scene, with
the agreement of the GM.

GAINING FATE POINTS
Fate Points can be gained in two ways:

» You may choose to gain a Fate Point
when you get an additional Success on
a roll. (A success used in this way gets
you no other benefit.)

« Whenever you roleplay one of your
character’s Aspects in a way that isn’t
beneficial to you in a situation, you
may take a Fate point.

REFRESH
The number of Fate Points that you start
the game with.

In some situations, your character can be
harmed. If an opponent successfuly harms
you, check off a number of boxes equal to
the number of successes that they apply.

If your basic boxes are all checked off
and you take more Harm then you gain a
Consequence, usually an injury of some
kind. Consequences also impose a penalty
on any die rolls that you must make..

If all of your Consequences are checked off
when you take Harm, then you are Taken
Out. Your opponent decides how you are
taken out. You are at their mercy, within the
expectations of the situation.

Rather than be Taken Out, at any time
during a conflict you can offer to concede.
Tell the GM how you think that you should
lose the fight. If the GM agrees, then you are
out of the fight but you survive. If the GM
doesn't agree, you get a Fate Point and have
to keep fighting.

Typically, Consequences take a number of
scenes to recover from equal to the penalty
that they apply.

Example: an Unhinged Consequence
would normally go away after two scenes.
In some cases, the GM may decide that a
Consequence lingers a little longer.



DocTor LAWRENCE Rerres
A retired military physician who has seen too many strange things 4
SKILLS SPECIALIZATIONS ASPECTS
+3 Education v' Brawling > Heart of stone
+2 Athleticism Drive » The Order must pay for its crimes

+2 Charm
+1 Awareness

v"  Firearms [expertise]
v' Medicine [expertise]

+1 Connections Might
+1 Fighting Mythos
+0 Sneakiness Notice
+0 Occult Rapport ADVANTAGES
HARM v Research Healer's Hands: You may spend a Fate
Point to reduce the recovery time of a
Reputation | 0O DO Stealth Sanity or Toughness Consequence by one
-1 ogd Embarassed —
-2 O Humiliated
Sanity 0o0oogd
-1 oo Unbalanced
-2 O Unhinged
Toughness | OO0
-1 oo Injured
-2 O Seriously Injured
ROLLING THE DICE ASPECTS HARM & CONSEQUENCES

When you try to do something but the
outcome is uncertain, you roll dice. You
always roll two six-sided dice and add the
result to one Skill. If you have an Aspect,
Advantage, or Specialization that is useful
in that situation, you can use those too.

On a result of +11 or higher, you succeed
at what you are attempting. Also, for each
additional +2 you get on your result (above
11) you get an extra success. This can be
used to do more harm to an opponent, to
create an Aspect temporarily, or to gain a
Fate Point for yourself.

On a result of +10 or less, you do not
succeed yet. The GM has the opportunity to
complicate the situation and you might be
able to try again.

SPECIALIZATIONS

A Specialization gives you a +2 bonus when
you can use it. If you have Expertise in a
specialization, you can change any one die
to a 4 after you roll using that specialization.
If you have Mastery, you can do the same
thing but you can instead change the die to
ab.

ADVANTAGES

An Advantage provides a benefit in specific
situations. Check your Advantages area to
see if you have any and what they do.

There are two ways that you can use an
Aspect when you are rolling dice:
« Ifyou use as Aspect before you roll, you
gain a +2 to your result.
« Ifyou use it after you roll, you re-roll all
of your dice. In either case, you must
spend a Fate Point to use an Aspect.

USING FATE POINTS
Fate Points can be used in three ways:
» You can always spend a Fate Point to
gain +1 to aroll.
» You can spend a Fate Point to use one
of your character’s Aspects.
» You can spend a Fate Point to narrate
new information about a scene, with
the agreement of the GM.

GAINING FATE POINTS
Fate Points can be gained in two ways:

» You may choose to gain a Fate Point
when you get an additional Success on
a roll. (A success used in this way gets
you no other benefit.)

« Whenever you roleplay one of your
character’s Aspects in a way that isn’t
beneficial to you in a situation, you
may take a Fate point.

REFRESH
The number of Fate Points that you start
the game with.

In some situations, your character can be
harmed. If an opponent successfuly harms
you, check off a number of boxes equal to
the number of successes that they apply.

If your basic boxes are all checked off
and you take more Harm then you gain a
Consequence, usually an injury of some
kind. Consequences also impose a penalty
on any die rolls that you must make..

If all of your Consequences are checked off
when you take Harm, then you are Taken
Out. Your opponent decides how you are
taken out. You are at their mercy, within the
expectations of the situation.

Rather than be Taken Out, at any time
during a conflict you can offer to concede.
Tell the GM how you think that you should
lose the fight. If the GM agrees, then you are
out of the fight but you survive. If the GM
doesn't agree, you get a Fate Point and have
to keep fighting.

Typically, Consequences take a number of
scenes to recover from equal to the penalty
that they apply.

Example: an Unhinged Consequence
would normally go away after two scenes.
In some cases, the GM may decide that a
Consequence lingers a little longer.



MARSH Represy
A reformed cultist with something to prove 3
SKILLS SPECIALIZATIONS AsPECTS
+3 Occult v" Brawling > Raised by the Esoteric Order of Night
+2 Awareness Drive » Unfamiliar with normal society
+2 Sneakiness Firearms
+1 Athleticism Medicine
+1 Charm Might
+1 Fighting v' Mythos [expertise]
+0 Connections Notice
+0 Education Rapport ADVANTAGES
Harm v Research The Fish God's Curse: Spell. You can
. make an attack on an opponent's Sanity
Reputation | 000 Y Stealth [expertise] using Occult + Mythos. If you fail, you
- 0o Embarassed take one Sanity Harm.
-2 O Humiliated
Sanity 0o00o0g
-1 ] Unbalanced
-2 O Unhinged
Toughness |0 OO
-1 o0 Injured
-2 O Seriously Injured
ROLLING THE DICE ASPECTS HARM & CONSEQUENCES

When you try to do something but the
outcome is uncertain, you roll dice. You
always roll two six-sided dice and add the
result to one Skill. If you have an Aspect,
Advantage, or Specialization that is useful
in that situation, you can use those too.

On a result of +11 or higher, you succeed
at what you are attempting. Also, for each
additional +2 you get on your result (above
11) you get an extra success. This can be
used to do more harm to an opponent, to
create an Aspect temporarily, or to gain a
Fate Point for yourself.

On a result of +10 or less, you do not
succeed yet. The GM has the opportunity to
complicate the situation and you might be
able to try again.

SPECIALIZATIONS

A Specialization gives you a +2 bonus when
you can use it. If you have Expertise in a
specialization, you can change any one die
to a 4 after you roll using that specialization.
If you have Mastery, you can do the same
thing but you can instead change the die to
ab6.

ADVANTAGES

An Advantage provides a benefit in specific
situations. Check your Advantages area to
see if you have any and what they do.

There are two ways that you can use an
Aspect when you are rolling dice:
« Ifyou use as Aspect before you roll, you
gain a +2 to your result.
« Ifyou use it after you roll, you re-roll all
of your dice. In either case, you must
spend a Fate Point to use an Aspect.

USING FATE POINTS
Fate Points can be used in three ways:
» You can always spend a Fate Point to
gain +1 to a roll.
» You can spend a Fate Point to use one
of your character’s Aspects.
» You can spend a Fate Point to narrate
new information about a scene, with
the agreement of the GM.

GAINING FATE POINTS
Fate Points can be gained in two ways:

» You may choose to gain a Fate Point
when you get an additional Success on
a roll. (A success used in this way gets
you no other benefit.)

« Whenever you roleplay one of your
character’s Aspects in a way that isn’t
beneficial to you in a situation, you
may take a Fate point.

REFRESH
The number of Fate Points that you start
the game with.

In some situations, your character can be
harmed. If an opponent successfuly harms
you, check off a number of boxes equal to
the number of successes that they apply.

If your basic boxes are all checked off
and you take more Harm then you gain a
Consequence, usually an injury of some
kind. Consequences also impose a penalty
on any die rolls that you must make..

If all of your Consequences are checked off
when you take Harm, then you are Taken
Out. Your opponent decides how you are
taken out. You are at their mercy, within the
expectations of the situation.

Rather than be Taken Out, at any time
during a conflict you can offer to concede.
Tell the GM how you think that you should
lose the fight. If the GM agrees, then you are
out of the fight but you survive. If the GM
doesn't agree, you get a Fate Point and have
to keep fighting.

Typically, Consequences take a number of
scenes to recover from equal to the penalty
that they apply.

Example: an Unhinged Consequence
would normally go away after two scenes.
In some cases, the GM may decide that a
Consequence lingers a little longer.



OPEN GAMING LICENSE

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, non-exclusive
license with the exact terms of this License
to Use, the Open Game Content.

5.Representation of Authority to Contribute:

If You are contributing original material

as Open Game Content, You represent

that Your Contributions are Your original
creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6.Notice of License Copyright: You must

update 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
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.

Fudge System 1995 version © 1992-1995 by
Steffan O’Sullivan, © 2005 by Grey Ghost
Press, Inc.; Author Steffan O’Sullivan.

FATE (Fantastic Adventures in Tabletop
Entertainment) © 2003 by Evil Hat
Productions LLC; Authors Robert
Donoghue and Fred Hicks.

Spirit of the Century © 2006, Evil Hat
Productions LLC. Authors Robert
Donoghue, Fred Hicks, and Leonard
Balsera.

The Stars are Right © 2011, Cracked Mirror
Publishing. Author J.A. Dettman.

For purposes of this license, the following

things are considered to be Product Identity
in addition to anything covered in section 1,
above: All art, layout, and characters names.



