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INTRODUCTION

he world is a large and wondrous place, and

even the greatest of civilisations are limited

in the extent of their knowledge about the
world in which they live. Far-off lands, unknown
cultures and mysterious gods abound, all of them
existing just beyond the horizon and just out of the
reach of even the hoariest of sages. Unsurprisingly,
the demand for knowledge about the unknown is
potentially limitless, as are the opportunities to
profit by its acquisition.

The explorer is a rare individual, who willingly
leaves his home and all that he knows to seek out
the unknown. Whether for their own sake, or for the
fame and fortune they may bring, explorers travel
the hidden places of the world on a quest for the
new and unusual. Explorers live for the challenge
of venturing into hitherto unseen places,
overcoming myriad dangers and encountering
strange men and beasts. Possessed of great fortitude
and resourcefulness, as well as uncommon bravery,
the explorer excels not only in the wilds but also
among the beings he comes upon in his travels.
Rare is the circumstance that catches him off guard.

The explorer works best alone or with a small group
of trusted comrades who share his love of
adventure. Yet, explorers also make excellent
leaders of men who have the wherewithal to see
them through the wilderness to the riches that await
them in unknown lands. Consequently, they often
find themselves as the vanguard of trade, conquest
and colonisation efforts. Good explorers promote
learning and peace, while their evil counterparts
pave the way for exploitation and rapine. Such
differences in outlook may seem extreme, but they
are to be expected in a class as individualistic and
independent as the explorer.

USING POWER CLASSES

This is the 8" book of the Power Classes series from
Mongoose Publishing. Designed to be seamlessly
slotted into any fantasy-based d20 system game,
each of these mini-supplements introduce an
entirely new core character class, adding a whole
new dimension to campaigns. Players will find full
details on how to use the new character class,
greatly increasing the wealth of options they are
presented with by the core rulebooks while Games
Masters may revel in the wide variety of new classes
they have at their disposal for non-player characters
in their campaigns. Each Power Class booklet can
provide hours of gaming enjoyment at an all new
low cost.




Any player intending to play an explorer character
should read through this booklet thoroughly so as
to be familiar with all the rules required, referring to
Core Rulebook I whenever directed by the text. In
particular, special note should be made to the many
new class features which will have a direct impact
on the capabilities of any explorer character in the
game.

THE
EXPLORER

Adventures: For explorers, life itself is an
adventure. Travelling from place to place, meeting
new people, immersing oneself in an alien culture:
these are the things that make life worth living.
Explorers are filled with wanderlust and cannot
remain in one place for very long — ‘a rolling stone
gathers no moss’ explorers are apt to say. They take
pleasure in seeing what is over every mountain and
across every river. They seek to challenge
themselves, both intellectually and physically, by
expanding their horizons and opening up
previously unknown avenues for investigation. The
less that is known about a place or a culture, the
more likely an explorer will find it worth his
attention and pursue it vigorously. Few things can
attract the interest of an explorer more strongly than
evidence of something he — or anyone else — does
not know.

Explorers are often commissioned by powerful and
influential people — kings, high priests, merchant
lords — to travel beyond the known world and
follow up clues to lost or mythical realms. In such
cases, they might have access to impressive
resources to achieve their end and the rewards for
success can be considerable. Of course, the rootless
nature of explorers makes it just as likely (if not
more so) that they will undertake their expeditions
on their own, with only a handful of sturdy
companions as their allies. The thrill of going
where no one has ever gone is usually sufficient
reward for their efforts, although few explorers
(especially evil-aligned ones) would ever turn down
the chance to acquire wealth and fame. Indeed, the
promise of riches and renown often encourages
even the most ethical of explorers to undertake
expeditions into the unknown. Knowledge may be
its own reward, but it rarely pays one’s tab at the
tavern.

Characteristics: Explorers are the ultimate
travellers, trained to find their way through
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unknown territories and interact with the societies
they find there. Because of the dangers they face,
they possess remarkable physical toughness and
good combat abilities. Unlike true warriors,
though, explorers rely equally on keen wits and
intelligence to find innovative solutions to
obstacles. After all, brute force cannot solve every
problem and explorers are open-minded enough to
consider many options, even those previously
untried. Also unlike true warriors, explorers are well
versed in diplomacy and social skills, since they
must often deal with strange and unknown races
and cultures in their travels.

Alignment: Explorers come from all philosophical
perspectives and so can be of any alignment. Their
natural wanderlust and aloofness from the social
strictures of their native societies reveal a slight
tendency toward chaos over law, but this is far from
universal. Indeed, many explorers are driven to find
out more about the world because of their lawful
alignments. They see exploration as a way of
adding to their knowledge and systematising their
world-view. Many other explorers apply to their
aloofness to their own societies to others as well,
adopting a more neutral mindset.

Similar diversity of opinion can be found with
regard to good versus evil. Many explorers are
good aligned, seeing their travels as a way not only
to expand their knowledge but also to bridge the
gaps between different cultures. They use their
abilities to promote peace and understanding. Evil
explorers, on the other hand, seek out new lands
and peoples to exploit. They often work with
conquerors as advance scouts or agents
provocateurs, or even undertake such conquests
themselves.

Religion: Explorers worship a wide variety of
deities, depending on the societies from which they
come, as well as their own reasons for taking up
exploration. Many revere gods of knowledge,
nature or travel, since these are the most obviously
connected to their missions in life. Others,
especially evil explorers, may prefer more martial
deities, whose spheres of influence include
conquest. Some may have similarly venal though
less violent aspirations, turning to gods of trade and
commerce for inspiration. The deity an explorer
worships reveals a great deal about him and how he
views his vocation.

Background: Explorers generally come from
civilised nations that hold knowledge about the
wider world in high regard. Whatever their other
motivations, all explorers are mildly scholarly, at
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least in the sense that they value new information, if
only for its ability to help them in achieving their
goals. Many explorers also come from military
backgrounds, where they learned to survive in the
wilderness without access to amenities. Primitive
and barbarian cultures produce fewer explorers in
general, but there are always exceptions. These
uncivilised explorers may be regarded by their
people as either madmen (for wishing to leave their
ancestral lands) or divinely brave (for daring to
venture into the unknown). More often than not,
explorers come from the noble and merchant castes,
since these individuals are more likely to value
knowledge and the power it can bring than the
common folk. Of course, many peasants have
greater experience dealing with hardship, as well as
an understanding of the natural world. This makes
them good candidates for the explorer class, even if
it is more rare than among their social betters.

Races: With their natural wanderlust and thirst for
knowledge, humans make up the bulk of explorers.
Human versatility and adaptability seems ready-
made for a life of exploration. Half-human races,
such as half-elves and half-orcs, also commonly
become explorers if raised among their human kin.
Caught between two cultures, such half-breed
explorers often possess a wider perspective than
even their human counterparts, a trait that can be
vital in many circumstances. Halflings and gnomes
are uncommon explorers, because of their stay-at-
home natures and love of comfort. Of course, both
races also have an insatiable curiosity and love of
novelty that, if properly engaged, makes them
excellent explorers. Elves and dwarves are rarely
explorers. Their cultures, though very different, are
similarly staid and conservative, finding little
pleasure in new or original ideas. This makes it
difficult for members of either race to consider
taking up a life of exploration. The few that do are
often ridiculed by their brethren, which, ironically,
gives them a uniquely detached perspective that
can serve them well as they venture into the
unknown. Most other non-human races are even
more narrow-minded than dwarves and elves, which
makes it even less likely that they produce
explorers in any great numbers. The most
significant exceptions are the merfolk and locathah,
both of whom produce noteworthy explorers of
both the undersea and surface worlds (the latter
being especially fraught with peril).

Other Classes: Explorers get along well with
rangers and barbarians, both of whom share their
love of the untamed wilderness. The same is true of
druids to some extent as well, although many
explorers (especially non-good ones) do not share
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their religious reverence for nature, instead viewing
it as something to be mastered and understood
rather than worshipped. Of course, explorers are a
diverse group and a wide variety of perspectives
and goals. Depending on their world-view, they
may choose clerics, fighters, rogues or wizards as
companions and allies. In general, explorers are
very open-minded and accepting of differences,
since a large part of their mission involves dealing
with those who come from backgrounds different
from themselves. Evil explorers do not share this
characteristic, being more intolerant than their
good, or even neutral, counterparts.

GAME RULE
INFORMATION

Explorers have the following game statistics.

Abilities: Strength is very important to an explorer,
because so many of his skills are based on it. In the
often-dangerous wild places of the world, the -
ability to defend oneself in combat is essential.
Wisdom is another important ability for explorers,
since common sense and a keen awareness of one’s
surroundings serve an explorer well while travelling
in unfamiliar locales. Charisma is another valuable
ability when dealing with the new people and
creatures explorers frequently encounter.
Intelligence can also be an asset, given the large
number of skills an explorer needs to acquire to do
his job well.

Alignment: Any, predominantly chaotic.

Hit Die: d8.

Class Skills

The explorer’s class skills (and the key ability for
each skill) are Bluff (Cha), Climb (Str), Craft (Int),
Diplomacy (Cha), Hide (Dex), Heal (Wis), Intuit
Direction (Wis), Jump (Str), Knowledge (geography)
(Int), Knowledge (nature) (Int), Listen (Wis), Ride
(Dex), Move Silently (Dex), Profession (Wis),
Search (Int), Spot (Wis), Swim (Str) and Wilderness
Lore (Wis).

Skill Points at 1* Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int
modifier.

Class Features

All of the following are class features of the
explorer.




Weapon and Armour Proficiency: An explorer is
proficient with all simple and martial weapons, and
light and medium armour. Note that armour check
penalties for armour heavier than leather apply to
the skills Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Pick Pocket and Tumble.
Also, Swim checks suffer a -1 penalty for every 5
pounds of armour and equipment carried.

Fast Movement: The explorer has a speed faster
than the norm for his race by +10 feet when wearing
no armour, light armour or medium armour (and not
carrying a heavy load).

Hale and Hardy: The explorer is used to physical
deprivation. Consequently, he is better able to
resist the effects of thirst and starvation (as
described in Core Rulebook IT). He may add a
number of hours equal to his class level to
determine how long he can resist the effects of
extreme thirst before having to make a Constitution
check. He may likewise add his class level in days
to determine how long he can resist the effects of
starvation before having to make a Constitution
check.

Internal Compass: With this ability, the explorer
may freely take 10 on any Intuit Direction check
without penalty. He may also choose to take 20 on
any such check as a full round action.

Pathfinder: Travelling through unfamiliar terrain
is the stock and trade of the explorer and his path-
finding abilities are second to none. When
journeying through any wilderness area (including
oceans and seas), regardless of whether or not he is
familiar with it, the explorer may make an Intuit
Direction check to decrease the time it takes to
cross it. The DC of the check determines the
percentage of this decrease. If the explorer succeeds
against DC 20, he may decrease the travel time by
25%. If he succeeds against DC 30, he may
decrease it by 50%. All such decreases are rounded
down, so a trek through a jungle that would
normally take one week would, if the explorer made
a successful Intuit Direction check against DC 20,
take only 6 days or, if the check were successful
against DC 30, take only 4 days. The explorer .
cannot take 10 or 20 when making this check and
every five individuals travelling with him exacts a
—1 penalty to his check. Thus, an explorer leading
10 people through the jungle would suffer a -2
penalty of his Intuit Direction check.

This ability also allows the explorer to find the
shortest, most direct physical route to a specified
destination. This function of the Pathfinder ability
works only with respect to locales, not objects or
creatures within a locale. Similarly, the location
must be on the same plane as the character to use
this ability. If the explorer makes a successful Intuit
Direction check against the DCs listed below, he
senses the correct direction that will eventually lead
him to his destination, although he will still be
unaware of the exact details of the path ahead, such
as environmental hazards or monster lairs.

Knows Intimately and visits often 15

Knows sliihtly and has visited once 25

Bonus Language: The explorer is very adept at
making himself understood in a wide variety of
languages. Beginning at 4™ level, he may learn one
additional language, provided it is one that he has
previously encountered. For example, an explorer
may only take elven as a bonus language if he has
previously encountered elves or has travelled in
elven lands. The explorer need not choose a
language immediately upon acquiring this ability,




but may instead decide to hold it in reserve until he
needs it. Thus, an explorer with an unused bonus
language may, upon entering an elven kingdom for
the first time, decide that he wishes to use the
ability to acquire elven. However, full facility with
the new language is not instantaneous, and does not
occur until 10 days minus his Intelligence modifier
have elapsed. Before this period has passed, he is
not fully fluent in the language and may err if he
engages a native speaker in conversation. An
explorer gains an additional bonus language for
every fifth level gained after 4™ (9", 14", 19%).

Honeyed Words: Beginning at 5% level, an explorer
becomes so adept at dealing with individuals from a
wide variety of cultures that he gains a +1
circumstance bonus on all Bluff, Diplomacy and
Intimidate checks. This bonus increases by +1
every five levels the explorer gains (10", 15%, 20).

Woodland Stride: Starting at 7" level, an explorer
may move through natural thorns, briars, overgrown
areas and similar terrain at his or her normal speed
and without suffering damage or other impairment.
However, thorns, briars and overgrown areas that are
enchanted or magically manipulated to impede
motion still affect the explorer.

Iron Constitution: At 8th level, an explorer
becomes immune to all diseases, including magical
diseases such as mummy rot and lycanthropy, due

to his extensive travel and exposure to a wide
variety of illnesses.

Adaptability: The explorer may designate two of
his cross-class skills and treat them as class skills,
representing special knowledge he has acquired in
his travels. The explorer gains new class skills in
this way at 11th level and again at 16th. Exclusive
skills may only be chosen if the explorer uses both
of the slots that he has gained as a benefit of
Adaptability. For example, Hernan is an 11%-level
explorer who wishes to learn the exclusive skill
Decipher Script. He may choose the skill as a
benefit of Adaptability if he designates no other
skill as a class skill at this level. When Hernan
again gains Adaptability at 16% level, he may once
again choose either two normal cross-class skills to
make class skills or a single exclusive skill to make
a class skill.

Skill Mastery: At 17th level, an explorer selects a
number of skills equal to 2+ his Intelligence
modifier. When making a skill check with one of
these skills, the explorer may take 10 even if stress
and distractions would normally prevent him from
doing so. He becomes so certain in his skill that he
can use his skill reliably even under adverse
conditions.




NEW USES
FOR OLD
SKILLS

Ithough the explorer is an entirely new core
Aclass, it is designed to work easily with the

rules as they are presented in the Core
Rulebook I. Consequently, this supplement
contains no new skills. However, it does expand on
those presented in the core rules slightly, in order to
provide new opportunities for players of explorer
characters.

Profession (herbalist) (Wis; Trained
Only)

Like Alchemy, herbalism requires numerous
materials in order to be efficacious which, for the
most part, are simple plants and other natural
ingredients that can be found in the wilderness.
Finding these plants requires a successful Search
check at DC 20 and 12 hours. The character gains a
+2 synergy bonus to this check if he has 5 or more
ranks in Knowledge (nature). A successful check
will locate enough herbs to create a single infusion,
nlus an additional infusion for each point that the
character beat the DC.

Once the necessary plants have been acquired, the
character must make a successful Profession
(herbalist) check against the following DC’s,
depending on what he wishes to concoct from these
herbs.

Make healini balm 20

*The effects of antitoxin are described in Core
Rulebook I.

Healing Balm: Healing balm is less effective than a
potion of cure light wounds but it is still very
useful under certain circumstances, especially in the
wilderness. Every dose of balm applied to a
wounded character converts 1d8 hit points of
damage into a like amount of subdual damage.
Unlike healing potions, a character can only benefit
from a number of doses of this balm per day equal
to his Constitution modifier. Attempting to apply
any further doses has no further effect.

Healing balm may be sold on the open market at a
value of 30 gp per dose, although that value is
highly relative and subject to the needs of the local
community.

Decipher Script (Int; Trained Only;
Bard, Rogue Only)

Use this skill to represent breaking ciphers and
codes as well as piecing together the meaning of
languages you do not know. Explorers sometimes
use codes when working as scouts or advance
agents for armies.

Special: If you have the Honeyed Words class
ability, you get a competence bonus on all Decipher
Script checks equal to your current level with that
ability. For example, a 10th-level explorer gets a +2
insight bonus to all Decipher Script checks.

Knowledge (Int; Trained Only)

A number of new knowledge skills are available to
explorers and to those with whom they regularly
associate.

Archaeology (the study of the artefacts of previous
civilisations).

Non-human races (customs, societies and attributes
of races other than your own).

Politics (knowledge of governments and their
policies).

NEW FEATS

The following are new feats whose acquisition
might assist an Explorer while adventuring. While
not limited to the Explorer, many will find the
greatest usefulness by members of that class. Others
allow non-Explorers to function as viable
companions in the wild places of the world where
Explorers thrive.

Born in the Saddle [General]

If it has a back, you can ride it.

Prerequisite: Dex 13+, Ride skill.

Benefit: You have no difficulty applying your ride
skill to any type of animal. In addition, you suffer
no penalty for riding a horse without a saddle.
Normal: Normally, riding an animal different than
those with which you’re familiar reduces your
effective Ride ranks by either 2 (for similar animals)
or 5 (for very different animals). The normal
penalty for riding bareback is -5 (see Core
Rulebook I).

Special: You may only take this feat at 1st level.
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Cold Weather Survival [General]

You thrive in cold weather.

Prerequisites: Con 13+, Endurance.

Benefits: When travelling unprotected in cold
weather (below 40° F), you need only make a
Fortitude save once every day to avoid the effects
of exposure (see Core Rulebook IT). When
travelling unprotected in extremely cold weather
(below 0° F), you need only make a Fortitude save
once every hour to avoid the effects of exposure.
Normal: An unprotected character in cold weather
(below 40° F) must make a Fortitude saving throw
each hour (DC 15 + | per previous check) or sustain
1d6 points of subdual damage. A character that has
the Wilderness Lore skill may receive a bonus to
this saving throw and may be able to apply this
bonus to other characters as well.

In extreme cold or exposure (below 0° F), an
unprotected character must make a Fortitude save
once every 10 minutes (DC 15 +1 per previous
check), taking 1d6 points of subdual damage on
each failed save. A character that has the
Wilderness Lore skill may receive a bonus to this
saving throw and may be able to apply this bonus
to other characters as well. Characters wearing
winter clothing only need check once per hour for
cold and exposure damage.

Concealment [General]

You are quite adept at hiding objects and other
creatures from detection.

Prerequisite: Hide 3 ranks.

Benefit: You may use your Hide skill to conceal
objects and other creatures through the clever use of
terrain and environmental conditions. This is a
standard action. All the usual modifiers to the Hide
check (see Core Rulebook I) apply, except that the
size modifier is based on the size of the object or
creature being concealed, not your size. If you
conceal a creature, the effects of this feat last only
as long as it does not move.

You may also use this feat to conceal objects on
your person, such as weapons or coins, for example.
As above, the size modifier for the Hide check is
based on the size of the object you wish to conceal.

Contact Language [General]

You can get your point across to almost anyone,
whatever their native tongue.

Prerequisites: Ability to speak 3 different
languages, Innuendo 5 ranks.

Benefit: Provided the person or creature that you
contact has a spoken language of his own, you may
communicate with them using simple words or
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phrases. This communication can be no more than
a few words at a time and the words cannot be
complex or esoteric. Thus, sentences like ‘Where is
king?’ or ‘I am friendly’ are acceptable uses of this
feat, while ‘We seek an economic alliance with your
kingdom’ is not. The Games Master is the final
authority on what is an acceptable use of this feat.

Detect Poison [General]

You are very skilled at recognizing the telltale signs
of poisons.

Benefit: You may use your Search skill to recognize
whether an object, weapon, food, or drink has been
poisoned, just like the detect poison spell, except
this feat is usable at will. The DC for your Search
check is 20. This ability is a full round action and
is usable within a range of 5 feet.

Disease Resistance [General]

You possess uncommon resistance against the
ravages of disease.

Prerequisite: Con 13+

Benefit: You gain a +4 bonus on all Fortitude saves
against disease, whether natural or supernatural in
origin.

Fleet of Foot [General]

You move more quickly than other members of your
race.

Prerequisite: Dex 13+, Run.

Benefit: Your base movement rate is increased by
+10 feet while you are wearing no armour or light
armour (and not carrying a heavy load).

Special: This feat stacks with other movement
bonuses (such as the barbarian, explorer and monk
Fast Movement class abilities). A character may
gain this feat multiple times.

Greater Disease Resistance [General]

You possess extraordinary resistance against the
ravages of disease.

Prerequisite: Con 16+, Disease Resistance.
Benefit: When you are infected with a disease, you
reduce the initial and repeated damage by 2 points.

Greater Poison Resistance [General]

You possess extraordinary resistance to toxins of all
sorts.

Prerequisite: Con 16+, Poison Resistance.
Benefit: When you are affected by poison, you
reduce the initial and secondary damage by 2
points. If doing so reduces the initial damage to 0,
you are unaffected by the poison, just as if you had
succeeded at your Fortitude save. If doing so
reduces the secondary damage to 0, you take no
further damage and are now considered free of the
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poison. If the poison inflicts damage to more than
one ability, you reduce the damage by one point per
ability affected. If the poison inflicts something
other than ability score damage (such as
unconsciousness), you gain a +2 bonus to your save
to avoid its effects.

Inspired Leadership [General]

Your leadership is so renowned that you attract
more followers than usual.

Prerequisite: Cha 13+, Leadership

Benefits: You may add a +2 bonus to your
Leadership score when determining how many
followers you attract to your side (see DMG 45).
This bonus is in addition to any others you may
acquire for this purpose.

Lucky [General]

Fate smiles upon you.

Benefit: Once per day, you may re-roll the result of
a single die roll, selecting the better of the two rolls
as the final result.

Special: A character may gain this feat multiple
times, each time gaining an additional re-roll per
day. Only one re-roll may be used for a particular
roll.

Master Packer [General]

You know how to pack bags and sacks so that
they’re easier to carry over long distances.

Benefit: For the purposes of determining your
carrying capacity only, your Strength is treated as if
it were three points higher than normal.

Master Tracker [General]

Your skill as a tracker is renowned as among the
best in the land.

Prerequisite: Track.

Benefit: You can track at your normal speed without
penalty. If you wish, you may move at twice your
normal speed while tracking and take a —5 penalty
to your Wilderness Lore check.

Normal: The character moves at half normal speed
(or at normal speed with a —5 penalty on the check).

Mountain Man [General]

You are accustomed to the oxygen-thin atmosphere
of high altitudes and do not suffer from it as easily.
Prerequisites: Con 13+, Endurance.

Benefit: Your lungs are better able to function in
areas of lower oxygen concentration than other
people. You gain a +4 bonus to Fortitude saves
made to avoid the effects of oxygen deprivation.
Normal: Characters on top of a mountain must roll
a Fortitude saving throw each hour (DC 15 +1 per
previous check), taking 1d6 points of subdual
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damage each time they fail. A character that
sustains any subdual damage from lack of oxygen is
automatically fatigued. These penalties end when
the character recovers the subdual damage he took
from low oxygen. Long-term oxygen deprivation
due to high altitude affects mental and physical
ability scores. After each 6-hour period a character
spends at an altitude of over 20,000 feet, he must
make a Fortitude save (DC 15 +1 per previous
check) or take 1 point of temporary damage to all
ability scores.

Natural Mimic [General]

You can reproduce any sound you have heard
before, provided it comes from a natural source.
Prerequisite: Perform 3 ranks

Benefit: Using your voice alone, you may imitate
any non-magical sound you have heard before,
provided it is no louder than you can make. Thus,
you could reproduce animal growis, conversation,
the wind blowing, or even the din of combat. You
could not mimic the sound of thunderclaps or
explosions. Likewise, you may not reproduce
unnatural sounds, magical effects, or sounds you
have never heard before. To convince someone of
the reality of your mimicked sounds, you must
succeed in an opposed roll of your Performance
skill against his Listen. If successful, the listener
believes the sounds you have made to be genuine.
Normal: The Disguise skill is needed to reproduce
the voices of specific persons. Without it, the
character can only create ‘generic’ voices not tied to
a specific individual’s speech pattern.

Poison Resistance [General]

You possess an uncommon resistance against toxins
of all sorts.

Prerequisite: Con 13+

Benefit: You gain a +4 bonus to on all Fortitude
saves against poisons, whatever their origin.

Warm Weather Survival [General]

You thrive in warm weather.

Prerequisite: Con 13+, Endurance.

Benefit: When travelling in warm weather (above
90° F), you need only make a Fortitude save once
every day to avoid the effects of exposure (see Core
Rulebook II). When travelling in extremely warm
weather (above 110° F), you need only make a
Fortitude save once every hour to avoid the effects
of exposure.

Normal: A character in hot conditions (above 90°
F) must make a Fortitude saving throw each hour
(DC 15 +1 for each previous check) or sustain 1d4
points of subdual damage. Characters wearing
heavy clothing or armour of any sort have a 4

15




penalty to their saves. A character with the
Wilderness Lore skill may receive a bonus to this
saving throw and may be able to apply this bonus
to other characters as well. Characters reduced to
unconsciousness begin taking normal damage (1d4
points per hour).

In extreme heat (above 110° F), a character must
make a Fortitude save once every 10 minutes (DC
15 +1 for each previous check) or sustain 1d4
points of subdual damage. Characters wearing
heavy clothing or armour of any sort have a —4
penalty to their saving throws. A character with the
Wilderness Lore skill may receive a bonus to this
saving throw and may be able to apply this bonus
to other characters as well. Characters reduced to
unconsciousness begin taking normal damage (1d4
points per each 10 minute period).
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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,
abridgement or other form in which an existing work may be recast, transformed or adapted;
() “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
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logos, symbals, or graphic designs; and any other trademark or registered trademark clearly
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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 1o 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.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In ideration 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 conveved 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 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.
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