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‘ N Jelcome to the Critical Mediocrity deck, the
ultimate tool for severe averageness.

WHAT THE HECK I8
Crirical IIEPIOCRITY 7!

This deck is specifically designed to introduce
some randomness and rare, interesting events to a
campaign, without being as extreme or punishing
as critical hit and critical fumble options. So the
impact of the critical mediocrity deck is felt more
often but represents the kind of minor give-and-
take common in combat rather than examples of the
very best and very worst things that can happen.
This has the advantage of shaking things up with
unusual and unexpected events without everyone
cringing and preparing for the entire combat to take
a sudden turn when a card is drawn. The idea is
to shake things up a little and add some flavor and
interesting opportunities, rather than inject wild
swings of radical results.

Wrmg]l;)e YouDPraw A Carp
Anp AprPLY THE RESULTS?

The base rule is that anytime an attack roll is a
natural 10 or 11 (the d20 rolled for the attack shows
a 10 or 11), you draw a critical mediocrity card and
apply the results.

Each card has a Hit result, and a Miss result,
indicated by the

3k icon for a hit, and the
® icon for a miss.

If the triggering attack hit its target, you apply
the Hit effect, if it missed you apply the Miss effect.

A GM can change when critical mediocrity
cards are drawn as desired. The entire deck might
only be used for specific encounters with unusual
circumstances. For example, the deck might be
used to inject additional randomness into a combat
if fighting on the heaving deck of a ship being hit
by enemy fire, or during a torrential downpour, or
on the edge of a volcano spewing ash and cinders
into the faces of the combatants. Used in this way
the deck becomes a way to signal to players that the

fight is less predictable than typical conflicts in neat
10-foot wide corridors and level floors.

A GM could also connect the Critical Mediocrity
Deck to specific numbers or circumstances tied to a
campaign or location. For example, if lucky numbers
are an important part of a campaign, the deck might
be triggered by natural d20 attack rolls of 7 and 13,
rather than 10 and 11. If a trickster god has a holy day,
the deck might only be used for fights occurring on
that day (or, alternatively, within the trickster god’s
shrine). If a specific battlefield is famously haunted, or
infused with misfortune and legend, any conflict there
might use the deck. A truly powerful supernatural
force might even apply critical mediocrity cards more
often—the steps to the Temple of Minor Annoyances
might have the power to force a critical mediocrity
card be drawn with every attack (perhaps combined
with one of more of the effects from the book /01
Minor Daily Annoyances).

UUHAT IF THE RESULTS
Can’t BE APPLIED?

Critical mediocrity cards are never designed to
change the core rules of the game any more than they
specifically note. Ifan opportunity offered by a critical
mediocrity card can’t be fulfilled by the attacking or
defending character (as noted on the card), it just
doesn’t happen. Sometimes the circumstances of the
attack make the results pointless, such as granting a
free unarmed attack against your target when you
were making a ranged attack. The fact a card says
you get a free unarmed attack doesn’t change the
other rules of unarmed attacks—if the legal targets
allowed by the card aren’t in range for you to make
an unarmed attack, the opportunity is just lost.

That’s fine. These are examples of mediocrity,
after all.

Is Tris Deck PEesicnep To
Be Usep I%S‘I’EAD oF CRITICAL
Hirs anp CriricaL FumBLES?

The Critical Mediocrity Deck is clearly inspired
by the long tradition of critical hit and critical
fumble card effects, and it can certainly be used in



conjunction with them. It’s absolutely not necessary
to use such decks with critical mediocrity cards,
however. Many groups of gamers find the impact
of most critical hit and fumble cards too heavy-
handed to be enjoyable for long-term use, and for
those groups adding critical mediocrity effects on
top of critical this and fumbles may be too much.

You can also treat the critical mediocrity deck as
a “light” critical hut and fumble deck, by having its
effects only apply to natural 20s and 1s on the attack
die. This means the [Hit] effect will always apply
on a 20, and the [Miss] effect on a 1, which adds a
little extra spice to such events but doesn’t have the
huge impact of traditional critical card decks.

WHart Ir I Deyy't Want
To Cut Our THE CaRrps?

Each card has a number from 1-100 on it, and they
are presented in order. Just roll 1d100 and flip to
the page with the relevant card, rather than printing,
cutting the cards out, and shuffling them.

Carp RULES

Since space is limited on cards, there are some
universal rules we have applying to all the cards,
as follows:
* If an effect calls for an ability check, the DC
is 15 + 1/4 the CR of the foe being attacked,
unless the card says otherwise.

 If an effect calls for a skill check, the DC is 15
+ the CR of the foe being attacked, unless the
card says otherwise.

» If an effect calls for a saving throw, the DC
is 15 + 1/2 the CR of the foe being attacked,
unless the card says otherwise.

* An identical attack is making the same
attack (with all the same weapons, options,
and modifiers) against the same target. If
circumstances change so the modifiers are
different or you don’t have the resources to re-
use a specific ability or option that was part of
the attack, you cannot make an identical attack.

TING THESE
lé%? aT Heme

This deck of cards is perfectly usable as simple
printed-out pages. You do not need to print them
and cut them out. Eventually, there will be a print-
on-demand version of this product if you’d prefer
a more professional-looking deck. Until then,
if you would like to print these and cut them out
for yourself, we have put backs on every other
page. If you print double-sided, this should come
out matching the fronts. If you print one page at
a time, just print the even pages, turn them over
horizontally, put them back into the printer, then
print the odd pages. Try this with one page only
until you’ve worked it out.

We also recommend you use the heaviest
cardstock your printer can handle in order to make
the cards sturdy enough to play with.
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3 Behold My Superiority!
The fact you struck your foe with
such casual effort allows you to
make an Intimidate check to

demoralize them as part of the
same action.

3 That Worked?!

You were pretty sure you were
going to miss, but your target got
distracted (and seems shocked at
your success). You gain a +1 bonus
to attacks against the same target
until the end of your next turn.

3 The Old One-Two

Your attack has set up the target.
Roll the attack roll for next
unarmed attack you make
against the target before the end
of your next turn twice, and take
the better of the two results.

Q  IMEANTto Miss

Attempt a Bluff check against
the target you missed as part of
the attack action. If you succeed
the target thinks you are setting
up a special maneuver, and is -2
to attack you for 1 round.

Q SQUIRREL!

You would have done better, but you
got distracted as the last moment.
Now that the distraction is gone, for
your next identical attack before the
end of your next round, roll the
attack twice and take the better result.

(O the Left One Dor't Get Yo,

Your attacks are sufficiently monotonous
the target is dismissing you. If the next
attack you make against the target before
the end of your next turn is with a
different weapon, roll its attack roll twice
and take the better of the two results.

| 01-02

03-04

| 05-06

3 Touche!

You attack hit, but does
minimum damage. The target
now fights defensively against
you as long as it is able to.

3 We Got This!

Your attack inspires all your
allies for 1 round, granting them
a +1 bonus to attacks or AC
(selected by each ally).

3 Got Your Number

You can choose to “take 9” on
attack rolls against this target
until it hits you (instead of
making attack rolls, just add 9 to
your attack bonus and compare
that to the target’s AC).

Q Wide bya Mile

Your attack looks like it didn’t
just miss, it was nearly a fumble.
Until you hit the target, it takes a
-2 penalty to its AC against you.

) We Don't Got This!

Your miss makes your foes look
more dangerous than they are,
and all your allies who saw it
must succeed at a Will/Wisdom
saving throw or take a -1 penalty
to saving throws for 1 round.

(Orhis is Beginning to
Tick Me Off!

Each round you can choose to
take +2 to identical attacks, in
return for -1 to AC.

| 07-08

09-10

| 11-12

3 THAT'S Gotto Hurt!

Your attack deals additional
damage equal to double your
character level. You feel a flash of
sympathy for the target, and are at
-1 to identical attacks for 1 round.

3 Sliced a Finger

Your attack cuts into your target
in a way that makes their own
attacks suffer a -1 penalty to their
attack rolls for 1d4 rounds.

3 AW! My Mouth
Was Open!

Your attack becomes a critical
hit, but gore and blood sprays in
your face, forcing all your attack
rolls to be rolled twice and use
the lower die result for 1 round.

Q You Look Like
Drunk Octopi

You and your foe have begun to trade wild
blows. For the next 1d4 rounds whenever one
of you attacks the other and misses, it provokes
an attack of opportunity from the missed target.

Q Pulled a Muscle

Your attack caused you to pull
one, specific muscle. You take a
-1 penalty to identical attacks for
1d4 rounds.

| Wasn't
AIMING at YOU!

You may reroll your attack roll
against any other legal target
adjacent to the target you missed.

13-14

15-16

17-18
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3 ToRemember Me By

You can carve a single initial into
your target’s flesh.

The Pointy End
*Goes in Yozlxr Foe

Your attack revealed a weakness in your foe’s
defenses. You can keep it to yourself, gaining a +1
bonus to all attacks against that foe for this
encounter, or share it with allies, in which case they
all gain the bonus but the borws only lasts 1 round.

3€ Beltcutter

In addition to your normal
damage, your attack adjusted
your foe’s gear or posture in an
uncomfortable way. The foe takes
a -1 penalty to attack rolls until it
takes an action to adjust itself.

Q Dancea Little
Dance

You can move to any space
within your speed without taking
any additional action or suffering

O Watch M¥ Hands
Carefully

Your attack missed, but gave you a
spare second with some breathing
room. You can swap what gear you

QOLook What |
Can Do!

Your flailing was ineffective, but
distracting. The next creature to
attack your for before the beginning

: are holding in all your hands without :
reactions from the movement. taking any additional action to do so, of your next turn treats it as flanked.
19-20 21-22 23-24

3 One Pebble Can
Begin an Avalanche

When you hit your foe, you also caused them to step
back and step on a pebble, or other bad footing. Any
action that would knock them prone gains a +2 bonus
toits rolls, and they take a -2 penalty to resist any such
action. This lasts until the end of your next turn,

3 Follow Through

Your attack went so smoothly,
you can make an identical attack
immediately without taking an
additional action, though your
attack roll suffers a -5 penalty.

Add Insult
to Injury

You don’t just hurt them, you make them look
bad. Make a Diplomacy check. If it succeeds,
none of your foe’s allies treat them as an ally
for game rule purposes for 1d4 rounds.

© SHINY!

Your attack missed, but you did
manage to reflect some light in
the foe’s eyes. They take a -1
penalty to attack rolls for 1 round.

Q Accidental Rune of
Total Invulnerability

Your attack missed, but in the process you placed
ourself in a strong defensive position (or, you
ow, accidentally created part of a rune of total
invulnerability with your arm movement). You
gaina+1 to AC and all saves for 1d4 rounds.

O ltWas a Feint ...
Yeeeaaah

You missed, but you also faked out your
opponent. You are considered to have
successfully feinted with this action, and can
apply the result to your next attack against the
same target before the end of your next turn.

25-26

27-28

29-30

3 Reflecting Shot

If the attack was a ranged attack,
you can repeat it (without
expending any additional actions
or resources) immediately against
a target within 30 feet of your
original target.

3 BACKOFF!

You may drive the target 5 feet directly
away from you, as long as that does not
put it in a trap or hazard of some kind.
It remains standing, and does not suffer
any negative consequences from the
forced movement.

Pommel to
the Noodle

You gain an opportunity to damage your target in an
unusual way. If your attack does bludgeoning,
piercing, or slashing damage, you may change the
damage type of this attac% to any of those three
options. If it does energy damage, you may change
the damage of this attack to fire or electricity.

Ignore ME
Will You?!

The target decides you are not a
serious threat, and is flat-footed
against your attacks until you
successfully damage them.

Q Stumble Usefully

You may move 5 feet as long as
you are not moving into difficult
terrain or out of a trap or hazard,
without suffering any negative
consequences from the movement.

Pulled a
Groin Muscle

You take a -1 penalty to all
Strength ability and skill checks
for 1 day.

31-32

33-34 |

35-36
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3 A Little Flourish

Your attack was not just successful,
it set you up nicely for a bit of style.
You gain a +2 bonus to the next
Strength- or  Dexterity-based
ability or skill check made before
the end of your next turn.

Keep Your
Guard Up

Your attack also put you in a
strong defensive situation. You
gain a +1 bonus to AC for 1d4
rounds.

3€ Beat Away

Your attack knocks your foe’s
weapons out of alignment for a
counter attack. They take a -1
penalty to all attack rolls for 1
round.

Q Ballet of

Awareness

Sure, your attack missed, but in
the process you got a good look
around you. You cannot be
flanked for 1d4 rounds.

 Who's Cutting
Onions?

You missed because something
got in your eye. You take a -2
penalty to Perception checks for

1d4 rounds.

Q Need New
Strategy

The fact that attack missed
weakens your confidence in those
tactics. You take a -2 penalty to
identical attacks for 1d4 rounds.

37-38

| 39-40

| 41-42

3 That's GOT to Hurt!

Your attack slammed into a
particularly sensitive, painful location
of your foe. The target takes a -1
penalty to all attack rolls and checks
for 1d4 rounds. Creatures immune to
critical hits are immune to this effect.

3 ALMOST Gouged
Your Eyes Out

Your attack came very close to hitting your
target right in the eyes. As a result they fight
very cautiously, taking a -4 penalty to attack
rolls to gain a +2 bonus to AC, for 1d4 rounds.

3k Easy Peasy

Youare filled with confidence you can defeat
this foe. Maybe overconfidence. You attacks
against this target take a -1 penalty until you
miss at them least once, but any attack that
hits with this penalty does additional damage
equal to half your level (minimum +1).

Q Fumble Fingers

You didn’t drop your weapon...
you just almost dropped your
weapon. You take a -1 penalty to
all attacks and checks for 1 round
as you recover and make sure
your grip is firm.

Q Bless You

You sneezed. Loudly. You may sneeze
again. Look, it happens. You have a
20% chance of failing to successfully
say any specific thing for 1 round (and
anything dependent on your speaking

has a 20% chance of failure).

 Never Give Up
Never Surrender

Your failure inspires you to try harder. You gaina
+2 bonus to an identical attack made before the
end of your next turn, and to saving throws against
any eﬁgct that would paralyze, kil, or knock you
unconscious before the endygfe‘ your next turn,

43-44

45-46

47-48

Set Them Up
Take Them Down

If you wish, you can choose for your
next successful attack against this
target to knock them prone. If you do
so, you are also knocked prone.

3 Elbow to the Face

Your attack set you up to immediately
make an unarmed attack against the
target (if they are within reach), or
another foe (if one is in reach), without
taking another action to do so or
suffering any reaction as a result.

3 That Smarts

You hit, but the attack had a little
more power than you expected.
You do 1d6 additional damage,
and take half that damage
yourself (round down).

Tripped Over An
® Ine?sible Brick

You have no idea what you tripped over,
but now you are off-balance. For one
round, any effort to knock you prone
gains a +1 bonus to its attack or save DC.

Missed it b
® THAT Muc

Your attack came so close to hitting, your
foe had to throw themselves slightly
off-balance to dodge it. The foe takes a -1
penalty to all attack rolls for 1 round.

(O Thrown Off Balance

You really through your attack
would hit, and now that it missed
you are off balance. You take a -1
penalty to identical attacks until
you take an action to re-center
yourself.

49-50

51-52

53-54
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3 Sparks Fly!

Your attack creates bright sparks (or a
spray of blood, shower of splinters, cloud
of dust—whatever makes sense in this
imaginary combat) that cause the target
to take a -1 penalty to attack rolls until it
takes an action to wipe its eyes.

3 No Problem at All
Barely an Inconvenience.

You have mastered the knack of hitting
this foe. For this encounter, you can treat
your attack roll for identical attacks as if
you had rolled a 10 on the d20.

3 Strike-Pamy-Reposte

When the target of this attack next
attacks you, you may make an
attack roll. If your attack roll is
greater their theirs, their attack
misses, and you gain a +1 bonus on
your next attack roll against them.

QO Sparksin my Eye!

While your attack failed to penetrate your
targets defenses, you did hit hard enough to
create bright sparks (or a spray of blood,
or.... look, just check the effect above) that
cause you to take a -1 penalty to attack rolls
until you take an action to wipe your eyes.

(O | Don't Like This at All

Because this attack missed, you think
the target is especially difficult to hit.
Until you successful hit the target, you
cannot choose to make an attack against
the same target if the attack would suffer

any kind of penalty or disadvantage.

O Suck-Stumble-Retreat

The target has a+1 bonus on attack
rolls against you until you manage
to increase your distance from that
target (even temporarily).

| 55-56

| 57-58

59-60

o o
3 Kick it Up!
You attack leaves you in a position to
easily kick an object up into your grasp. If
there is an unattended object in your space
or adjacent to you, you can refrieve it

without taking any extra action or
triggering any reaction from adjacent foes.

3% Ram it Home

If this attack was a melee attack, you
may choose to make it a critical hit, but if
you do your weapon gets stuck in your
foe and torn free from your hands. It
takes a successful attack roll and DC 15
Strength check to pull it free, which does
the same damage as a normal attack.

3 Shin Smash

The target’s fastest movement
rate is reduced by 5 feet until the
damage of this attack is healed.

Q) Mess it Up!
Not only did your attack miss, you
knocked the target out of position
for any of your allies to easily

attack it, granting the foe a +1
bonus to AC for 1 round.

O Head Butt

If the attack was a melee attack,
you may choose to immediately
reroll it as a head butt. If you
succeed you do damage as if it
was an identical attack, but take
half that damage yourself.

Q Weapon Lock

If this was a melee attack, you missed
because your weapon locked with your
foe’s weapon. Until you win an opposed
Strength check (which takes an action),
or your foe attacks with that weapon or
moves away from you, you cannot use
the weapon used for this attack.

61-62

63-64

65-66

3 Fire Through

If this attack was a ranged attack,
you may immediately make an
identical attack but against a
target farther from you than your
original foe and in a line with
that foe (if such a target exists).

3 In The Gut

Your attack knocks the target’s
wind out of it. It has a 20% chance
of failing to successfully say any
specific thing for 1 round (and
anything dependent on it speaking
has a 20% chance of failing).

Framed by
the Sunlight

If the attack was a melee attack,
for 1 round you do not provide
the foe cover from your allies’
attacks.

(O Don't Knock It

If the attack was one that used
ammunition, you dropped one
additional piece of ammunition
on the ground.

O Flailing Wildly
You have to recover from that

wild swing, and cannot take any
reactions this turn.

(O Do NOT Step in
Front of Me

You lose track of where your allies are in
combat. For one round your allies treat
every space adjacent to you as if you
were in them as well when determining if
your foe has cover.

67-68

69-70

71-72
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¥ Cleave

If your attack dropped the target,
you may immediately make an
additional attack against a foe
adjacent to the one you just
dropped without taking any
additional action.

3 That'll Leave a Mark

The target’s resistance to any one
form of damage is reduced by 1
point until all the damage from
this attack is healed.

3 Frighteningly Good
Your attack is so obviously easy,

the target takes a -1 penalty to all
saves against fear for 1 round.

(ONot Your Lucky Day

You leave yourself open in ways
you can’t even perceive, and take
a -1 penalty to all saving throws
for 1 round.

This is Harder
\, Than it Looks

Your efforts are tiring. You take a
-1 penalty to saving throws
against effects that make you
fatigued or exhausted.

Q Frighteningly Bad

You attack so clearly missed by a
mile that you take a -1 penalty to
all saves against fear for 1 round.

| 73-74

| 75-76

| 77-78

3€Ring Their Bell

Your attack smacked your foe
upside the head, and they take a -1
penalty to any check that depends
on their hearing until the damage
from this attack is healed.

3 System Shock

Your attack so shocks your foe
that for 1 round it suffers a -1
penalty to saving throws against
effects that paralyze it.

3 Fights Sometimes
Take Too Long

If the attack left the target at half
its Hit Points or less, it takes a -1
penalty to AC until it is back
above half its HP.

Q Blood Boils

Your frustration at missing causes
the blood to rush past your ears,
and you take a -1 penalty to any
check that depends on your
hearing for 1 round.

Q Don’t Make
Me Angry

Your wrath grows due to this miss,
and your next successful attack
against the target does additional
damage equal 1+ to the number of

times you miss it before you next hit.

( Deadly Papercut

The attack left a tiny line of damage
rather than missing altogether. It
doesn’t do any damage, but any
effect that would have occurred if
you did do damage (such as poison)
is triggered.

79-80 |

81-82 |

| 83-84 |

3 Bloody Nose

Target bleeds 1 HP each round
until it receives any healing.

3 Resistance is Futile

This attack ignores any ability
the target has to reduce the
amount of damage you do.

3feits Achilles’ Heel i ..
lts Achilles’ Heel

You nicked your foes’ tendon. All their
movement rates are reduced by 10 feet
(to a minimum speed of 5 feet) until all
damage from this attack is healed.

Q Location,
Location,
Location

You are in the wrong place, at the
wrong time. The target treats you as
flanked for the next attack it makes
against you before your next turn.

Stepped in a
®Go;?|?er Hole

You have to use double
movement to get out of the space
you are currently in.

O Too Close For Comfort

[f the attack is a melee attack, you and the target end
ug sharing the target’s space. Neither of you sufferany
of the normal penalties for sharing a space of being
squeezed, or for moving into that space. If either of
you successfully attacks the other you can move out
of the space to any adjacent space without taking any

additional action or triggering any reactions.

85-86 |

87-88 |

89-90
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3 Red Swingline Stapler

If the attack is a ranged attack, or a
piercing melee attack with something

ou are willing to let go of, the target
is stabled in place can cannot leave
this space without succeeding at a
DC 18 Strength check, which does
1d6 points of damage to it.

3 The Best Defense
is a Good Offence

You gain a +1 bonus to AC against
attacks from the target. This lasts until
you have a turn where you do not
successfully hit the target with an attack.

3 Top Ten Best Hits

You have zeroed in on this foe’s
defenses. You gain a +1 bonus to
identical attacks until you miss
your foe.

(O Smashed Toe

You missed because, in the chaos
of combat, something smashed
your toe. You fastest movement
rate is reduced by 5 feet until you
receive at least 1 HP of heaﬁng
from some source.

Q Oops!

Your bad swing comes close to
striking the nearest ally to your
target, if one is within range of
your attack. You have no chance
of actually hitting them, but your
ally takes a -1 penalty to all
checks and attacks for 1 round.

ina Nice Hero Like You;

You hurt your wrist with the bad
attack. Attacks using that arm
take a -1 penalty until you
receive healing from any source.

(O Whats aBad oint Doing

91-92

| 93-94

| 95-96

3 Float Like a Butterfly

You can move 5 feet without
taking any additional action or
triggering any reactions.

3 You Have Studied
Your Agrippa

Your attack does 1 extra point of damage
per die, and you gain a +2 bonus to any
Dexterity-based ability or skill check
before the end of your next round.

¥

O Pulled My ...
Everything

You really thought that one was going to connect,
and when it didn’t you overcompensated and pulled
a few muscles. All you movement rates are reduced
by 10 feet (to a minimum speed of 5 feet) until you
receive at least | HP of heaﬁng from some source.

S PoP!

Your weapon takes 1 point of
damage. Ifitis a stringedp weapon
or one with a crucial thin leather
or cloth section (such as a sling),
it also becomes broken until
repaired with an appropriate Craft
check.

97-98

| 99-100

¥

¥

O

O

MAKE YOUR OWN!
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc (“Wizards™). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)’Derivative Material” means copyrighted material
including derivative works and translations (including into other 1 ), 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

DESIGNATION OF PRODUCT IDENTITY:

The Rogue Genius Games (RGG) company name
and logo; the “52-in-52” and “Critical Mediocrity
Deck” names and logos; all artwork, backgrounds,
and logos; all trade dress, and graphic design
elements.

DECLARATION OF OPEN CONTENT:

All game mechanics, proper names of classes,
prestige classes, archetypes, feats, skills, spells,
magic items, monsters, rituals, artifacts AND OR
the names of abilities presented within this book are
Open Game Content as described in Section 1(d) of
the License.

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.
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5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date, and
the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all rights, title and interest
in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

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

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a, © 2000, Wizards of the Coast, Inc.

System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet,
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet,
Monte Cook, and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Advanced Player’s Guide, © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.

Anger of Angels, © 2003, Sean K Reynolds.

Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, Robert J. Schwalb.

Monte Cook’s Arcana Unearthed, © 2003, Monte J. Cook.

Path of the Magi, © 2002, Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. Jason
Peck, Jeff Quick, and Sean K Reynolds.

Pathfinder RPG Core Rulebook, © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based
on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder R ing Game Ad d Class Guide, © 2014, Paizo Inc.; Authors: Dennis
Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim
Hitchcock, Tracy Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips,
Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C.
Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Inc.; Author: Jason Bulmahn,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Core Rulebook, © 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Core Rulebook, © 2011, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat, © 2011, Paizo Publishing, LLC; Authors:
Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Intrigue, © 2016, Paizo Inc.; Authors: Jesse Benner,
John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Robert N. Emerson,
Amanda Hamon Kunz, Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko Kallio, Rob
McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid,
Alexander Riggs, David N. Ross, David Schwartz, Mark Seifter, Linda Zayas-Palmer.
Pathfinder Roleplaying Game Ultimate Magic, © 2011, Paizo Publishing, LLC; Authors: Jason
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder R ing Game A er’s Guide © 2017, Paizo Inc.; Authors: Benjamin
Bruck, John Compton, Crystal Frasier, Tim Hitchcock, Jenny Jarzabski, Isabelle Lee, Joe Pasini,
Jessica Price, David Schwartz, and Josh Vogt.

Skreyn)s Register: The Bonds of Magic, © 2002, Sean K Reynolds.

The Book of Experimental Might, © 2008, Monte J. Cook; All rights reserved.

The Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, and Robert J. Schwalb.

The Book of Hallowed Might, © 2002, Monte J. Cook.

Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.

Angel, Monadic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Angel, Monadic Deva from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Brownie from the Tome of Horrors Complete, © 2011, N Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Brownie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of Horrors, Revised, © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Daemon, Derghodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Daemon, Derghodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Guardian from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Ian McDowall.

Daemon, Hydrodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Demon, Shadow from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Neville White.

Dragon Horse from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Flumph from the Tome of Horrors Complete, © 2011, N Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by Ian
McDowell and Douglas Naismith.

Froghemoth from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Giant, Wood from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Authors: Scott Greene, based on original material
by Wizards of the Coast.

Hippocampus from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, based
on original material by Gary Gygax.

Huecuva from the Tome of Horrors Complete, © 2011, N Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by
Underworld Oracle.

Ice Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott Greene.
Iron Cobra from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Philip Masters.

Kech from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.
Marid from the Tome of Horrors III, © 2005, Necromancer Games, Inc.; Author: Scott Greene.
Mihstu from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Muckdweller from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Nabasu Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Necrophidius from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Simon Tillbrook.

Quickling from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Sandman from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Roger Musson.

Scarecrow from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Roger Musson.

Shadow Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Neville White.

Skulk from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Simon
Muth.

Spriggan from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, based on original
material by Roger Moore and Gary Gygax.

Wood Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott
Greene and Patrick Lawinger.

Critical Mediocrity Deck, PF1 © 2020, Owen K.C. Stephens; Author: Owen K.C. Stephens.
Project manager and Planning: Lj Stephens. Bon Vivant: Stan!

17



	Credits 
	OPEN GAME LICENSE Version 1.0a

