M20 Hard Core Rules v1.02

Stats

There are three stats: Strength (STR), Dexterity
(DEX) and Mind (MIND). Roll 3d6 for each stat.

Stat bonus = (Stat-10)/2, round down.

All character races speak the common tongue. Other

intelligent beings speak their own languages. Some
may speak one additional language per point of

MIND over 10.
Characters begin at Level 1.

Races

Dwarves get STR +2.
Elves get MIND +2.
Halflings get DEX +2.

Classes

Fighters add +1 to attack
and damage rolls. Every
four levels starting at
four (4, 8, 12, etc.) add
another +1 to attack and
damage rolls.

Humans get +1 to any
two stats.

Wizards cast arcane

spells.

Clerics cast divine spells.

Combat

Hit Points = STR stat + 1d6/Level. If HP reach 0,
unconscious and near death. Further damage direct-

ly reduces STR. If that reaches 0, death.

Surprise: At the beginning of an encounter, roll 1d6
for each side. On a roll of 1-2 you are surprised and
may not act.

Initiative is determined at the beginning of combat
by rolling 1d6 + DEX bonus. Combatants act in in-
itiative order.

Everyone can do one thing each turn; move, attack,
cast a spell, etc.

Attack bonus = Level + fighter bonus. Add DEX bo-

nus for ranged attacks.

Armour Class (AC) = 10 + DEX bonus + armor bo-
nus. Armor bonus is +2 for leather, +4 for chainmail,
+6 for platemail, and +1 for a shield. Better armor is
heavy, noisy, and it slows you down.

Add attack bonus to d20 roll. If equal or higher than
your opponent’s AC, it’s a hit. A natural 20 always
hits and does maximum damage; a 1 always misses.

Damage is 1d6 + fighter bonus. Add STR bonus for
melee attacks, twice that for two handed weapons.

Resting for 30 minutes recovers all hit points lost.
One day of rest recovers one point of STR.

Magic

Every spell has a Spell Level. The maximum Spell
Level for a spellcaster is Level/2, rounded up. Cas-
ting a spell of any kind costs Hit Points (HP). The
cost is 1 + double the level of the spell being cast.
Wizards casting in armor pay additional HP equal to
their armor bonus. There is no need to memorize
spells in advance. Spellcasters can pick a favorite
spell on every Spell Level starting at 1st level. These
spells are easier to cast due to familiarity, costing 1
less HP to use.

Spell Level 0o 1 2 3 4 5 6
HP Cost 3 5 7 9 11 13
HP Cost if favorite 2 4 6 8 10 12
Min. Caster Level 1 3 5 7 9 11

Magic attack bonus = Level + MIND bonus.
Magic defense = 10 + Level + appropriate stat bonus
Add attack bonus to d20 roll. If equal or higher than

your opponent’s defense, the spell works. A natural
20 results in the maximum effect. Damage dealing
effects still deal half damage on a failed attack.

Starting Equipment

Suggested starting packs for new characters:

Pack A Pack B Pack C
backpack backpack backpack
bedroll bedroll bedroll
hooded lantern 10 torches tent

10 oil flasks 10 oil flasks 10 torches
flint & steel flint & steel flint & steel
shovel chalk hammer

2 sets of caltrops 10 ft. pole 10 iron spikes
signal whistle mirror grappling hook
pen & paper crowbar 50 ft. rope
waterskin waterskin waterskin

iron rations for iron rations for

four days

iron rations for

fOLlI‘ days fOllI‘ days

Finally, add the following, based on your Class:

Fighter: Vial of holy water, studded leather armor
(AC +3), a one handed weapon + shield, or a two
handed weapon, and 5 gold pieces

Wizard: Three books on strange topics of your
choosing, either a dagger, a crystal ball, or a cane,
and 5 gold pieces

Cleric: Silver holy symbol, leather armor (AC +2), a
one handed weapon + shield, and 5 gold pieces
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Encumbrance

Characters can carry twelve items in addition to ar-
mor, primary weapon, and possibly a shield; six
items can be readily available dangling from a belt or
slung over the shoulders, but everything else goes
into the backpack. Small collections of things (10
flasks, 20 arrows, 50 gems, 100 gold pieces) count as
a single item.

Prices

Don't worry about the price of mundane stuff later
in the game as long as characters spent money ,In to-
tally frivolous ways”.

Level Advancement

Experience Points (XP) = Hit Dice of defeated
monsters.

Add +1 for each doubling of the number of foes. e.g.:
1 kobold (a 1 hit die monster) = 1 XP. 2 kobolds = 2
XP. 4 kobolds = 3 XP, 8 kobolds = 4 XP etc.

Characters also earn a GM-assigned amount of ex-

perience points for defeating traps, solving puzzles,
excellent roleplaying, and the like (usually from 1 to
5 XP).

Individual characters can also earn experience
points from spending money found in treasures (or
taken from monsters) in totally frivolous ways (e.g.
wine, women, song, donations to a temple without
getting anything in return, etc.). A character earns 1
XP for every 100gp so spent.

Add up the Experience Points (XP) of every suc-
cessful encounter you take part in plus any earned
from GM specials and treasure spent. When the to-
tal = 20 x your current level, you've advanced to the
next level. Reset the total XP to 0 after advancing.

If the level divides by four (.e. level 4, 8, 12, etc.)
add 1 point to STR, DEX or MIND (player's choi-
ce).

If the level divides by four (i.e. level 4, 8, 12, etc.)
fighters add +1 to attack and damage rolls as mentio-
ned above.

Clerics gain access to new spell levels at levels 3, 5,
7, and 9. Wizards gain access to new spell levels at

levels 3,5,7,9, and 11.

Arcane Spells

0-Level Spells

Arcane Mark: Permanently inscribes or identifies a
personal rune (visible or invisible).

Detect Magic: Detects spells and magic items.
Ghost Sound: Figment sounds for minutes.
Light: Object shines like a torch for hours.
Mage Hand: 5-pound telekinesis while concentra-
ting.

1¥-Level Spells
Alarm: Wards an area for hours.
Cause Fear: One creature of 5 HD or less flees.
Charm Person: Makes one person your friend for a
day.
Comprehend Languages: You understand all spo-
ken and written languages.
Grease: Makes area or one object slippery.

Magic Missile: 1d4+1 damage; +1 missile per two le-
vels above 1st (max 5).

Sleep: Puts 4 HD of creatures into magical slumber.
Spider Climb: You can walk on walls and ceilings.
Ventriloquism: Throws voice.
2".Level Spells
Acid Arrow: 2d4 damage for 1

round/three levels.

round +1

Command Undead: Undead creature obeys your
commands.

Detect Thoughts: Allows “listening” to surface
thoughts.

Draw Runes: Stores a spell that you cast in a rune
you draw to be released using a simple trigger you
specify. The rune has to drawn using rare ingre-
dients.

Fly: Subject flies quickly and quietly.
Hold Person: Paralyzes one humanoid.
Invisibility: Subject is invisible until it attacks.

See Invisibility: Reveals invisible creatures or ob-
jects.

Web: Fills area with sticky spiderwebs.

3"-Level Spells
Dispel Magic: Cancels magical spells and effects.
Fireball: 1d6 damage per level, 20-ft. radius.
Gentle Repose: Preserves one corpse.

Haste: Allies move faster and get a second melee at-
tack. This lasts for one round only.
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Major Image: Image plus sound, smell and thermal
effects.

Summon Monster: Calls extraplanar creature to
fight for you.

Tongues: You speak and understand any language.
Wind Walk: Targets turn to dust and fly in a gust of

wind.

4* Level Spells
Animate Dead: Creates undead skeletons and zom-
bies.
Charm Monster: Makes monster believe it is your

ally for a day.

Create Magic Item: Permanently enchant master-
work items including arms and armor with effects
that are thematically linked to a spell you cast. The
entire procedure takes a day. The item has to be cu-
stom made using rare ingredients.

Illusory Wall: Creates a permanent wall, floor, or
ceiling that looks real, but anything can pass
through.

Serying: Spies on subject from a distance.
Shadow Walk: Take subjects into shadow to travel
rapidly.
Shout: Deafens all within cone and deals 5d6 sonic
damage.
Stone Shape: Sculpts stone into any shape.
5"-Level Spells
Cone of Cold: 1d6/level cold damage.
Dominate Person: Controls humanoid telepathical-
ly.
Magic Jar: Enables possession of another creature.

Permanency: Makes certain spells permanent. The
entire procedure takes a day.

Planar Binding: Traps extraplanar creature of 6
HD or less until it performs a task.

Polymorph: Transforms subject into harmless ani-
mal.

Seeming: Changes appearance of one person per
two levels.

Telepathic Bond: Link lets allies communicate.

Teleport: Instantly transports subjects hundres of
miles.

6™-Level Spells

Create Golem: Creates constructs made of dead ma-
terial. The entire procedure takes a day.

Create Undead: Creates ghouls, ghasts, mummies,
or mohrgs.

Disintegrate: Makes one creature or object vanish.

Dream World: Creates a permanent portal to a new
pocket dimension.

Geas: Commands subject for a year and a day.
Petrify: Turns subject creature into statue.
Plane Shift: Subjects travel to another plane.

True Seeing: Lets you see all things as they really
are.

Divine Spells

0-Level Spells
Cure Minor Wounds: Cures 1 point of damage.

Detect Poison: Detects poison in one creature or
object.

1*-Level Spells
Brew Potion: Store a spell you cast in a potion to be
released when quaffed.

Bless: Allies gain +1 on attack rolls.

Cure Light Wounds: Cures 1d8 damage +1/level
(max +5).

Shield: AC +2 +1/6 level.

2" Level Spells

Augury: Learns whether an action will be good or
bad.

Cure Moderate Wounds: Cures 2d8 damage +1/le-
vel (max +10).

Zone of Truth: Subjects within range cannot lie.
3 Level Spells

Cure Serious Wounds: Cures 3d8 damage +1/level
(max +15).

Remove Curse: Frees object or person from curse.

Speak with Dead:

question/two levels.

4"-Level Spells
Cure Critical Wounds: Cures 4d8 damage +1/level
(max +20).

Neutralize Poison: Immunizes subject against poi-

answers one

COI‘pSB

son, detoxifies venom in or on subject.

Restoration: Restores level and stat drains.

5"-Level Spells
Mass Cure Light Wounds: Cures 1d8 damage +1/le-

Vel fOI‘ many creatures.

Raise Dead: Restores life to subject who died as

long as one day/level ago.
Hallow: Designates location as holy.

Commune: Deity answers one  yes-or-no

question/level.

http://microlite20.net/



M20 Hard Core Rules v1.02

Reversible Spells

Spells are reversible if possible.

New Spells

It is of course possible to research further arcane
spells and to ask a patron diety for further divine fa-
vors. Take a look at the SRD for inspiration.

Monsters

Creation: Pick a name, assign a level, hit dice = level,
hit points = 1d6 per level, magic defense = 10 + level,
all attack bonuses = level, damage = 1d6 for ordinary
claws, bites, and weapons, 2d6 for large maws, giant
clubs, 3d6 for dragon bites and the like, AC = armor
equivalent; pick special abilities as the level increa-
ses.

Special attacks act like magic attacks against an ap-
propriate defense.

Monsters and non-player characters don’t have
stats.

ANT, GIANT: AC: 16 HD: 3d6 AT: bite +3 (1d6)
S: acid (2d6)
BASILISK: AC: 15 HD: 6d6 AT: bite +6 (1d6) S:

petrifies onlookers

BLACK PUDDING: AC: 13 HD: 10d6 AT: slam
+10 (2d6) S: immune to everything but fire, divides
when hit

BLINK DOG: AC: 14 HD: 4d6 AT: bite +4 (1d6)
S: teleports

BUGBEAR: AC: 14 HD: 3d6 AT: weapon +3 (1d6)

S: surprise foes on a 1-3

CENTAUR: AC: 14 HD: 4d6 AT: 2 kicks +4 (1d6),
weapon +4 (1d6)

CENTIPEDE, GIANT: AC: 16 HD: 6d6 AT: bite
+6 (2d6) S: poison (1d6 DEX)

CHIMERA: AC: 15 HD: 9d6 AT: 2 claws +9 (1d6),
goat gore +9 (1d6), lion bite +9 (1d6), dragon bite
+9 (2d6) S: breathes fire (3d6), flies
COCKATRICE: AC: 13 HD: 5d6 AT: bite +5 (1d6)
S: petrifying bite

DJINN: AC: 14 HD: 7d6 AT: slam +7 (2d6) S:
flies, whirlwind, creation of things, create illusions,
invisibility, immune to mundane weapons

DOPPELGANGER: AC: 14 HD: 4d6 AT: claw +4

(1d6) S: immitate humanoids, immune to sleep and
charm

DRAGON, BLACK: AC: 17 HD: 7d6 AT: 2 claws
+7 (1d6), bite+7 (1d6) S: breathes line of acid (7d6)

DRAGON, BLUE: AC: 19 HD: 9d6 AT: 2 claws+9
(1d6), bite+9 (3d6) S: breathes line of lightning
(9d6)

DRAGON, GREEN: AC: 18 HD: 8d6 AT: 2 claws
+8 (1d6), bite +8 (3d6) S: breathes cloud of chlorine
gas (8d6)

DRAGON, RED: AC: 20 HD: 10d6 AT: 2 claws
+10 (1d6), bite (4d6) S: breathes cone of fire (10d6)

DRAGON, WHITE: AC: 16 HD: 6d6 AT: 2 claws
+6 (1d6), bite +6 (2d6) S: breathes cone of cold
(6d6)

DRYAD: AC: 14 HD: 2d6 AT: no S: charm
EFREET: AC: 16 HD: 10d6 AT: slam +10 (2d6) S:

flies, wall of fire, creation of things, create illusions,
invisibility, immune to mundane weapons

ELEMENTAL, AIR: AC: 19 HD: 12d6 AT: slam
+12 (2d6) S: whirlwind, extra damage against foes in
the air

ELEMENTAL, EARTH: AC: 19 HD: 12d6 AT:

slam +12 (2d6) S: tear down stone, extra damage
against foes standing on the ground (1d6)

ELEMENTAL, FIRE: AC: 19 HD: 12d6 AT: slam
+12 (2d6) S: ignite materials

ELEMENTAL, WATER: AC: 19 HD: 12d6 AT:
slam +12 (2d6) S: overturn boats, extra damage
against swimming foes (1d6)

GARGOYLE: AC: 14 HD: 4d6 AT: 2 claws +4
(1d6), bite +4 (1d6), horns +4 (1d6) S: fly

GELATINOUS CUBE: AC: 11 HD: 4d6 AT: slam
+4 (2d6) S: touch paralyses, immune to lightning

and cold, surprise foes on a 1-4

GHOUL: AC: 13 HD: 2d6 AT: 2 claws +2 (1d6),

bite +2 (1d6) S: touch paralyses, humans slain by
ghouls rise again as ghouls in 24h

GIANT, CLOUD: AC: 15 HD: 12d6 AT: morning-
star +12 (4d6) or +12 hurl rocks (3d6) S: only sur-

prised on a 1.

GIANT, FIRE: AC: 15 HD: 11d6 AT: sword +11
(6d6) or +11 hurl rocks (3d6) S: immune to fire

GIANT, FROST: AC: 15 HD: 10d6 AT: greataxe
+10 (4d6) or +11 hurl rocks (3d6) S: immune to cold

GIANT, HILL: AC: 15 HD: 8d6 AT: spear +8
(2d6)

GIANT, STONE: AC: 15 HD: 9d6 AT: stone club
+9 (3d6) or +9 hurl rocks (3d6)

GIANT, STORM: AC: 17 HD: 15d6 AT: greats-
word +15 (8d6) S: call thunderstorm in 10min, then
call lightning (15d6)

GNOLL: AC: 14 HD: 2d6 AT: weapon +2 (1d6)
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GOBLIN: AC: 13 HD: 1d6 AT: weapon +1 (1d6) S:
-1 to hit in sunlight

GOLEM: AC: 18 HD: 9d6 AT: 2 slams +9 (2d6) S:
hit only by magic weapons, immune to magic, healed
by lightning

GORGON: AC: 17 HD: 8d6 AT: gore +8 (2d6) S:
breathes petrifying gas

GREY OOZE: AC: 11 HD: 3d6 AT: slam +3 (2d6)
S: acid destroys armor in one round, deals automatic
damage after the first hit, immune to fire and cold

GRIFFON: AC: 14 HD: 7d6 AT: 2 claws +7 (1d6),
bite+7 (2d6) S: flies

HARPY: AC: 12 HD: 3d6 AT: 2 talons +3 (1d6),
weapon +3 (1d6) S: flies, siren-song

HELL HOUND: AC: 15 HD: 5d6 AT: bite +5
(1d6) S: breathe fire (5d6)

HIPPOGRIFF: AC: 14 HD: 3d6 AT: 2 claws +3
(1d6), bite +3 (1d6) S: flies

HOBGOBLIN: AC: 13 HD: 1d6 AT: weapon +1
(1d6)

KOBOLD: AC: 12 HD: 1d6 AT: weapon (1d6)
LIZARDMAN: AC: 15 HD: 2d6 AT: weapon (1d6)

LYCANTHROPE, WEREBEAR: AC: 17 HD: 6d6
AT: 2 claws +6 (2d6), bite +7 (2d6) S: lycanthropy,
extra 2d6 damage if both claws hit

LYCANTHROPE, WEREBOAR: AC: 15 HD:
4d6 AT: tusk +6 (2d6) S: lycanthropy, attack +6 ins-

tead of +4 because of rage

LYCANTHROPE, WERERAT: AC: 12 HD: 3d6
AT: bite +3 (1d6) S: lycanthropy, surprise foes on a
1-4

LYCANTHROPE, WERETIGER: AC: 16 HD:
5d6 AT: 2 claws +5 (1d6), bite +5 (2d6) S: lycan-

thropy, surprise foes on a 1-4

LYCANTHROPE, WEREWOLF: AC: 14 HD:
4d6 AT: bite +4 (2d6) S: lycanthropy

MANTICORE: AC: 15 HD: 6d6 AT: 2 claws +6
(1d6), bite +6 (2d6) S: flies, six tail spikes +6 (1d6)
per round, 24 spikes in total

MEDUSA: AC: 11 HD: 4d6 AT: weapon +4 (1d6)
S: onlookers turns to stone, averting eyes reduces to-
hit by 4 and grants +2 to medusa attacks

MERMAN: AC: 13 HD: 1d6 AT: weapon +1 (1d6)

S: breathe water, swim

MINOTAUR: AC: 13 HD: 6d6 AT: Head gore +6
(1d6), weapon +6 (1d6)

MUMMY: AC: 16 HD: 5d6 AT: slam (2d6) S:
mummy rot curse if hit (no more healing), hit only
by magic weapons, spells, and fire, immune to
charm, sleep, and hold spells

NIXIE: AC: 12 HD: 1d6 AT: weapon (1d6) S:

swims, charm

OCHRE JELLY: AC: 11 HD: 5d6 AT: acid strike
+5 (2d6) S: a hit destroys organic material, lightning
and weapon damage divides jelly into three jellies,

each doing +2 (1d6) damage
OGRE: AC: 14 HD: 4d6 AT: weapon +4 (2d6)
ORC: AC: 13 HD: 1d6 AT: weapon +1 (1d6)

OWLBEAR: AC: 14 HD: 5d6 AT: 2 claws +5
(1d6), bite+5 (1d6) S: hug for additional 2d6 if both

claws hit

PEGASUS: AC: 13 HD: 2d6 AT: 2 hooves +2 (1d6)
S: flies

PURPLE WORM: AC: 13 HD: 15d6 AT: bite+15
(2d6), sting (1d6) S: poison sting (1d6 STR), swal-
lows whole on a natural 20, swallowed creatures
take 3d6 automatic damage every round

ROC: AC: 17 HD: 12d6 AT: 2 claws +12 (1d6), bite
+12 (3d6)

SALAMANDER: AC: 17 HD: 8d6 AT: 2 claws +8
(1d6), bite +8 (1d6) S: heat does 1d6 to nearby crea-

tures, immune to fire, hit only by magic weapons

SHADOW: AC: 12 HD: 2d6 AT: touch (1d46) S:
drains 1 STR per hit, hit only by magical weapons,
immune to charm and sleep spells, surprise foes on a
1-5, creatures reduced to 0 STR will rise 24h later as
a shadow

SKELETON: AC: 12 HD: 1d6 AT: weapon +1
(1d6) S: immune to charm and sleep spells

SPECTER: AC: 17 HD: 6d6 AT: touch +6 (1d6) S:
immune to charm, sleep and hold spells, drains 2 le-
vels per hit, creatures reduced to 0 levels will rise
24h later as a specter

STIRGE: AC: 12 HD: 1d6 AT: sting +1 (1d6) S: at-
taches on a hit and will deal 1d6 automatically dama-
ge every round

TOAD, GIANT: AC: 12 HD: 2d6 AT: bite +2 (1d6)
S: surprise foes on a 1-3, swallows small creatures
whole on a natural 20, swallowed creatures take 1d6
automatic damage every round, 1ong tongue

TROLL: AC 15 HD: 6d6 AT: 2 claws (1d6), bite +6
(2d6) S: regenerate 3 per round

VAMPIRE: AC: 17 HD: 9d6 AT: bite +9 (1d6) S:
immune to charm, sleep and hold spells, hit only by
magical weapons, regenerate 3 per round, drains 2
levels per hit, gaseous form at will, shape change
into bat, charm gaze, avoids garlic and mirrors, im-
mobilized and apparently dead if a stake is driven
through its heart, drowns under water in one round
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WIGHT: AC: 14 HD: 3d6 AT: claw +3 (1d6) S: im-
mune to charm and sleep spells, hit only by magical
or silver weapons, drains a level per hit, creatures re-
duced to 0 levels will rise some days later as a wight

WILL-O-THE-WISP: AC: 27 HD: 9d6 AT: 1
shock+9 (1d6+4)

WOLF: AC: 12 HD: 2d6 AT: bite +2 (1d6)
WORG: AC: 13 HD: 4d6 AT: 1 bite +4 (2d6)
WRAITH: AC: 16 HD: 4d6 AT: touch +4 (1d6) S:
immune to charm, sleep, and hold spells, hit only by
magical or silver weapons, drains a level per hit,

creatures reduced to 0 levels will rise 24h later as a
wraith

WYVERN: AC: 16 HD: 7d6 AT: bite +7 (2d6),
sting +7 (1d6) S: poison sting (1d6 STR), flies
ZOMBIE: AC: 11 HD: 2d6 AT: claw +2 (1d6) S:

immune to charm and sleep spells, always loose in-
itiative

This list is a bit short on fey & sylvan creatures (uni-
corns, treants), underwater creatures (sharks, sea
devils), and outsiders (demons, devils, angels).
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Co-
pyright 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 Materi-
al" means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correcti-
on, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adap-
ted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute; (d)"Open Game
Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Pro-
duct 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 deriva-
tive 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; sto-
ries, storylines, plots, thematic elements, dialogue, incidents, language, art-
work, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representati-
ons; names and descriptions of characters, spells, enchantments, personali~
ties, teams, personas, likenesses and special abilities; places, locations, envi-
ronments, 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 Pro-
duct ldentity, 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, mo-
dify, 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 con-
tains a notice indicating that the Open Game Content may on]y 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 subtrac-
ted 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.

3.0Offer 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 Licen-
se, 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 origi-
nal material as Open Game Content, You represent that Your Contributi-
ons 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 NO-
TICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or dis-
tributing, 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, in-
cluding 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, in-
dependent 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 up-
dated 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 unenforcea-
ble, 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, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D.
Rateliff, Thomas Reid, James Wyatt, based on original material by E.
Gary Gygax and Dave Arneson.

Microlite20 © 2006 Robin V. Stacey <robin@gremulf‘.net>, Alex Schrader
<kensanata@gmail.com>

Microlite74 © 2008 Randall S. Stukey
Labyrinth Lord © 2007, Daniel Proctor

M20 Hard Core Rules © 2008 Alex Schréder
Swords against Sorcery © 2008, Brian Isikoff
END OF LICENSE

This product is 100% Open Game Content except for Product Identity, as
per the Open Game License above. Product Identity includes Microlite20
and Robin V. Stacey.

http://microlite20.net/
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