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Level Up Playtest #7 
Ranger 

Welcome to the 7th Level Up playtest document. This playtest contains a candidate for 
the game’s ranger class. The survey data indicated that you wanted a spell-less ranger; 
this is what we’ve attempted to create here. As one of the bigger departures from core 
5E, it is especially important that we get feedback on this design.

What this is 
This is a playtest document. We’d love you to try out the rules presented here, and then 
answer the follow-up survey in a few days.

What this is not 
This is NOT the final game. It’s OK if you don’t like elements of these rules; that’s the purpose 
of a playtest document. Be sure to participate in the follow-up survey in a few days. All data, 
positive or negative is useful.

What we use this for 
Your survey responses help form the direction of the game as it goes through the development 
process.

Don’t forget! 
Sign up for the mailing list for notifications of playtests, surveys, and news, and also ensure 
you get notified on Kickstarter when the project launches in 2021.

https://mailchi.mp/enpublishingrpg/level-up
http://www.levelup5e.com


Ranger 
In the cold moonless night a grungy human in a 
hooded cloak waits patiently outside the castle 
gate, battle-worn longsword at his side. Beside 
him a horse huffs clouds from the long journey. Its 
hooves and the man’s feet are covered in mud that 
has yet to dry. Wearing the silver swallow clasp of 
the royal scouts, this unassuming and scruffy 
ranger captain awaits for his queen’s presence—a 
war horde has crossed the border an hour ago and 
will be upon the capital in half a day. 
    The silver dragonborn dives, leaving his 
handmade canoe anchored in the middle of the 
waterway and taking his harpoon to dig out 
broken pieces of wood planks from the riverbed. 
He brings them up to the surface to examine. 
Thick patches of hair grass suggests this 
shipwreck has been here for a long time. Too long 
to be what he is seeking. The lone wanderer tosses 
the planks back before fording upstream to 
continue his search. 
 Two figures dart about in the jungle, one 
on the ground, the other in the canopy. The elven 
game warden relentlessly pursues what she 
believes is a poacher. The halfling monster hunter, 
on the other hand, tries to shake off what she 
thinks is the guardian of the manticore. After a 
tense standoff between longbow and crossbow the 
two clear their misunderstandings, instead 
trading information on what they have observed 
in the jungle as of late. 

Renowned for their tailored skill sets 
to fulfill roles such as scout, investigator, 
protector, or hunter, a ranger’s training is one 
of hardship and perseverance. Not many can 
withstand the harsh conditions and 
demanding lessons, yet those who do 
become excellent combatants that strike hard 
and true. 

Focused and determined, a ranger 
sees everything between them and their 
quarry as simply another obstacle to 
overcome. These warriors are wilderness and 
exploration experts who have honed their 
skills of survival and combat with the 

expectation of spending months if not years 
away from civilization. While some have 
chosen this path as a way of life, many do so 
as an occupation or duty. These rangers keep 
a careful watch over the region they have 
been assigned to or personally selected, 
making note of every change that hints of 
something menacing approaching.

Diverse Training 
A ranger’s weapon of choice is whatever can 
get the job done. Some forest wardens work 
with nothing more than a handaxe. 
Specialized scout soldiers who patrol for 
signs of invasion on the borders of countries 
carry sturdy swords and train extensively to 
fight against humanoid combatants. Bounty 
hunters on the trail of dangerous monsters 
often require unorthodox implements and 
traps. For rangers who spend most of their 
time submerged or in a perpetual blizzard, a 
harpoon or torch may be their preferred tool. 
    Being a ranger entails exposing oneself to 
the world’s perils on a regular basis. They 
face anything from dire beasts to perilous 
rock formations. To avoid the mortal dangers 
most rangers prefer to tackle a problem from 
a safe distance first, and should a melee 
skirmish be unavoidable they keep it short 
and sweet, with the option to retreat always 
readily available. The ability to make these 
judgment calls quickly make rangers 
valuable adventurers, in particular as guides 
for long journeys through untamed lands.

Ultimate Survivalists 
Rangers retain much of their survival 
savviness even in terrain they are unfamiliar 
with, quickly adapting through their 
observation skills and general outdoor 
bushcraft knowledge. They can easily locate 
items of sustenance in the wild, from 
materials to set up camp, medical supplies to 
remove a poison, or sources of food where 
there seems to be none. Self-sufficiency is not 
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the same to all rangers however—where one 
may think it is better to collect fresh wood 
and feathers to make new arrows, another 
might decide scavenging parts on a recent 
battlefield is more sensible, and the slightest 
change in circumstances could switch the 
opinions of both. This flexibility is of utmost 
importance to a ranger and part of why they 
excel at surviving for long periods of time 
out in the wild.
 

Creating a Ranger 
When creating your ranger, ask yourself the 
following questions: who trained them, and 
in what environment did the training take 
place? Who or what do they consider to be 
the greatest threat? What are their duties or 
the goals they hope to achieve by becoming a 
ranger? Are they rangers that work for a 
community, a country, or for themselves? 
     What kind of weapons and tools does 
your ranger prefer to use?  What aspect of 

survival—handling wild animals, tracking, 
foraging, identifying herbs, or some other 
outdoors skill—do they excel in? Why and 
how do they contribute to an adventuring 
party? Under what circumstances would they 
give it their all or run for safety?

Class Features 
As a ranger, you gain the following class 
features.

Hit Dice: 1d10 per sorcerer level
Armor: Light armor, medium armor, shields
Weapons: Simple weapons, martial weapons
Tools: Choose one from herbalism kit,  
   navigator’s kit, poisoner’s kit, and a 
   musical instrument 
Saving Throws: Strength, Dexterity
Skills: Choose three from Animal Handling, 
   Athletics, Insight, Investigation, Nature, 
   Perception, Stealth, and Survival
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Table: Ranger

Level Proficiency 
Bonus

Features Knacks 
Known

Maneuvers 
Known

Maneuver 
Degree

1st +2 Exploration Knacks, Familiar 
Terrain, Studied Adversary

2 - -

2nd +2 Maneuvers, Stride and Seek (1), 
Trained Accuracy

3 2 1st

3rd +2 Ranger Archetype 3 3 1st

4th +2 ASI, Wilderness Mystique 4 3 1st

5th +3 Extra Attack, Stride and Seek (2) 4 4 2nd

6th +3 Adversarial Focus, Game Hunting 5 4 2nd

7th +3 Ranger Archetype Feature 5 5 2nd

8th +3 ASI, Versatile Exploration 6 5 2nd

9th +4 Rapid Fire, Sniper’s Focus 6 6 3rd

10th +4 Trackless Hunting 7 6 3rd
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Equipment 
You start with the following equipment, in 
addition to the equipment granted by your 
background:
• (a) scale mail or (b) leather armor
• (a) two shortswords or (b) two simple 

melee weapons
• (a) a dungeoneer’s pack or (b) an 

explorer’s pack
• A longbow and a quiver of 20 arrows

Exploration Knacks 
For a ranger exploration isn't just something 
that happens between destinations—it’s a 
way of life. You start with two ranger 
exploration knacks of your choice. Your 
exploration knacks are detailed at the end of 
the class description. The Knacks Known 
column of the Ranger table shows when you 
learn more exploration knacks.

Familiar Terrain 
At 1st level, you are particularly adept at 
traveling and surviving in natural 
environments. Choose one type of familiar 
terrain: arctic, coast, desert, forest, grassland, 
mountain, subterranean, or swamp. When 
you make an Intelligence or Wisdom check 
related to a familiar terrain, you gain an 
expertise die if you are using a skill you’re 
proficient in.
   While traveling for an hour or more in this 
terrain, you gain the following benefits:
• Difficult terrain doesn’t slow your 

group’s travel.
• Your group can’t become lost except by 

magical means.
• Even when you are engaged in another 

activity while traveling (such as 
foraging, navigating, or tracking), you 
remain alert to danger.

• If you are traveling alone, you can 
move stealthily at a normal pace.

• When you forage, you find twice as 
much food as you normally would.

• While tracking other creatures, you 
also learn their exact number, their 
sizes, and how long ago they passed 
through the area.

   After 14 consecutive days of traveling in a 
natural environment, you can choose to 
replace a familiar terrain with the terrain in 
which you are currently traveling.

Studied Adversary 
You have significant experience studying, 
tracking, hunting, and even communicating 
with your enemies. Choose a type of 
adversary: aberrations, beasts, celestials, 
constructs, dragons, elementals, fey, fiends, 
giants, monstrosities, oozes, plants, or 
undead. Alternatively, you can select two 
humanoid heritages (such as gnolls and orcs) 
as studied adversaries.
   You have advantage on Survival checks to 
track your studied adversaries, as well as on 
ability checks to recall information about 
them. You also learn to communicate with 
basic words in a language of your choice that 
is spoken by your studied adversaries, if they 
speak one at all.
   During a long rest, you can replace a 
current studied adversary with a new one.

Maneuvers 
At 2nd level, you gain the ability to use 
combat maneuvers. You know two 
maneuvers of your choice, drawn from the 
following combat traditions: Biting Zephyr, 
Mist and Shade, Razor’s Edge, Soldiering, 
and Unending Wheel. You gain an exertion 
pool equal to twice your proficiency bonus. 
You regain any spent exertion at the end of a 
short or long rest. The Maneuvers Known 
column of the Ranger table shows when you 
learn more maneuvers of your choice, while 
the Maneuver Degree column shows the 
highest degree you can select maneuvers 
from at a given level.
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   Additionally, whenever you learn a new 
maneuver, you can choose one of the 
maneuvers you know and replace it with 
another maneuver of the same level or lower.

Stride and Seek 
Your wilderness survival instincts guide your 
physical and mental training. You gain one of 
the following features at 2nd level. You gain 
the other feature when you reach 5th level in 
this class.

Sniper’s Target

You can use your bonus action and expend 1 
exertion point to focus your attention on a 
specific enemy. Choose a creature you can see 
within 90 feet to mark as your quarry. For 1 
hour or until your concentration ends (as if 
you were concentrating on a spell), you are 
focused on this creature. You gain a +1 bonus 
to weapon attack rolls against the creature, 
and your weapon attacks against it deal an 
extra 1d6 damage. In addition, you have 
advantage on Perception and Survival checks 
you make to find it. If the creature drops to 0 
hit points before your concentration ends, 
you can use a bonus action to mark a new 
quarry.

Swift Feet

You can use your bonus action and expend 1 
exertion point to move with greater agility. 
For 1 minute or until your concentration ends 
(as if you were concentrating on a spell), your 
movement doesn’t provoke opportunity 
attacks. You can choose to end concentrating 
early to either increase your Speed by 30 feet 
until the end of your turn or gain advantage 
on a weapon attack.

Trained Accuracy 
At 2nd level, you learn to maintain a level of 
discipline that spills over into everything you 

do. This perpetual state of focus allows you 
to perform incredible feats.

Accuracy Bonus

When you make a weapon attack, you can 
use your reaction and spend exertion points 
to gain a bonus as shown on the Accuracy 
Bonus table.

Accuracy Reserve

When you have at least 2 unspent exertion 
points at the beginning of your turn, you 
gain a +1 bonus to weapon attack rolls on 
that turn.

Ranger Archetype 
At 3rd level, you choose an archetype that 
embodies your purpose as a ranger. Your 
choice grants you features at 3rd level and 
again at 7th, 11th, and 15th level.

If you are using a ranger archetype 
that grants spells, you learn to innately cast 
those spells once each between long rests 
using material components found in nature 
(such as a handful of dry leaves or loose 
gravel instead of the tiny silver bell for the 
alarm spell). The spells that you cast in this 
way are always cast using the lowest spell 

Table: Accuracy Bonus

Bonus Exertion Cost

+1 to hit 1

+1d6 damage 2

+2d6 damage 3

+2 to hit 4

+3d6 damage 5

+4d6 damage 6

+3 to hit or +5d6 
damage

7
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level. Wisdom is your spellcasting ability for 
these spells.
   When you reach 9th level in this class you 
gain a second use of your 1st-level ranger 
spell between long rests.
   When you reach 17th level in this class you 
gain a second use of your 2nd-level ranger 
spell between long rests.

Ability Score Improvement 
When you reach 4th level, and again at 8th, 
12th, 16th, and 19th level, you can increase 
one ability score of your choice by 2, or you 
can increase two ability scores of your choice 
by 1. As normal, you can’t increase an ability 
score above 20 using this feature.

Wilderness Mystique 
At 4th level your experience as an expert 
survivalist manifests at the subconscious 
level. Choose one of the following options:

Answering Silence

When others seek your advice on wilderness 
matters, they often arrive at the correct 
conclusion despite (or perhaps because of) 
the silence with which you respond. When a 
friendly creature makes a Nature or Survival 
check while within 5 feet of you, it gains an 
expertise die.

Fearsome Mysticism

Your uncanny abilities and single-minded 
focus can be unnerving to the uninitiated. 
You gain an expertise die on Intimidation 
checks against any creature that is neither 
proficient in Arcana nor casts spells. 

Kindred Spirit

You intuitively sense when another 
wilderness expert is nearby. Your passive 
Perception increases by 5 to detect hidden or 
invisible creatures within 30 feet of you, and 
you instantly detect whether any creature 

you can see is proficient with Stealth or 
Survival.

Extra Attack 
At 5th level you can attack twice, instead of 
once, whenever you take the Attack action on 
your turn.

Adversarial Focus  
At 6th level you gain a second studied 
adversary, and you gain a +1 bonus on 
weapon attack rolls made against your 
studied adversaries.

Game Hunting
At 6th level, you gain advantage on any 
check made to locate or catch game animals 
in the wild.
   In addition, you gain a second familiar 
terrain, and the time it takes to replace a 
familiar terrain is reduced to 7 consecutive 
days.

Versatile Exploration
At 8th level, whenever you learn a new 
ranger exploration knack or replace an 
existing one, you can choose from druid or 
fighter exploration knacks.

Rapid Fire
At 9th level you gain the Missile Volley 
combat maneuver. It does not count against 
your number of maneuvers known and costs 
you only 1 exertion point to use.

Sniper’s Focus
At 9th level, by expending 2 exertion points 
instead of 1, you can maintain your 
concentration on Sniper’s Target for up to 8 
hours.
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Trackless Hunting
At 10th level, you can’t be tracked except by 
magical means, unless you choose to leave a 
trail.
   In addition, you gain a third familiar 
terrain, and the time it takes to replace a 
familiar terrain is reduced to 2 consecutive 
days.

Exploration Knacks 
When you gain access to a new exploration 
knack, choose one of the following. Some 
knacks have requirements, such as minimum 
ranger level or another knack. You must meet 
those requirements before you choose that 
knack.

Beast Friend
If you expend 1 exertion point and 10 
minutes to befriend and feed a Medium or 
smaller beast of CR 1/8 or less, you become 
its guardian ranger. It follows you and is 
loyal to you, but it acts independently. In 
combat, it rolls its own initiative and acts on 
its own turn. The beast won’t attack except as 
a reaction to being attacked, but it can take 
other actions as normal and makes death 
saving throws. You can only be a guardian 
ranger to one beast at a time.

Calls of the Wild
Using verbal and nonverbal cues to 
communicate with beasts, you can gain basic 
information from them or make a simple 
request (like delivering a short message or 
small object). 

Ear to the Ground
By expending 1 exertion point and using 
sound and vibrations alone, you are able to 
deduce information up to 30 feet in every 
direction, as if using tremorsense or 
blindsight.

Grub Hunter
You can take 1 minute and expend 1 exertion 
point to collect a number of edible, non-
poisonous grubs equal to your proficiency 
bonus. A creature can use its action to eat a 
grub which restores 1 hit point and provides 
enough nourishment to sustain a Medium or 
Smaller creature for one day.
    The grubs die and spoil 24 hours after 
being collected.

Healing Salves
Once between long rests you can spend an 
hour to collect natural ingredients and 
concoct an ointment that speeds healing. This 
salve is potent for 24 hours and has a number 
of uses equal to 1 + your Wisdom modifier. 
As an action, you can expend 1 exertion point 
and use the salve to restore 1d4 hit points to a 
creature within reach.

Herbal Bitters
You can spend an hour to collect ingredients 
and brew two servings of a bitter drink that 
is potent for 24 hours. Imbibing a serving 
takes an action and reduces exhaustion by 
one level for 4 hours.

Master Tracker
Prerequisite: 9th Level
You can spend 5 minutes looking at a 30-foot 
diameter outdoor area to study the ground, 
and other clues. You learn all events which 
transpired in that area in the last 24 hours as 
though you had witnessed them yourself, 
although you do not learn secret information 
not obvious to an observer. The information 
you gain is only that which would be learned 
by sight; you do not gain sound-based 
information or learn what creatures in the 
area said to each other. Once you have used 
this ability, you cannot use it again until you 
finish a long rest.
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Monster Mimic
By imitating how a beast or studied 
adversary sounds, looks, and moves, you 
gain advantage on Deception and 
Intimidation checks made to convince a 
creature that it is seeing or hearing that beast 
or studied adversary.

Poisons and Antidotes
You can spend 10 minutes to extract 3 doses 
of liquid poison (when ingested, a creature 
makes a DC 10 Constitution saving throw or 
is poisoned for 1 hour) from poisonous plants 
you’ve foraged with an hour of searching 
and DC 10 Survival check. Alternatively, 
using the same plants you can expend 1 
exertion point to spend an hour making a 
dose of antitoxin (see Chapter 4: Equipment).

Read the Room
By spending 10 minutes or 1 exertion point 
observing facial expressions, body language, 
and vocal intonation, you can detect minute 
details which give you insight into the 
creatures nearby. For the next minute, you 
can direct your focus on any one creature that 
you can see within 30 feet. If the creature you 
choose has an Intelligence of 3 or lower or 
doesn’t speak any language, the creature is 
unaffected.
    You learn the surface thoughts of the 
creature—what is most on its mind in that 
moment. As an action, you can shift your 
attention to another creature’s thoughts.

Relentless Pursuit
Once you have successfully picked up the 
tracks of a creature, you are able to follow 
those tracks without any need for further 
checks for a period of up to 7 days.

See the Unseen
Prerequisite: 5th Level
You can spend 1 exertion to focus your 
attention on the peripheral sights, sounds, 
and other signs of unseen passage. For the 
next hour, you can detect invisible creatures 
and objects, their location, movement, and 
actions, and even sense creatures and objects 
in the Ethereal Plane.

Combat Maneuvers 
The following tradition is added to the 
traditions found in the Fighter playtest 
document.

Soldiering Maneuvers
Mounted Combat, Overrun, Strafe
Many traditionally trained warriors learn to 
fight on a steed and rely on a shield for extra 
protection, mastering all the tricks of battling 
on horseback and the seemingly simple 
armament to overwhelm lesser equipped 
foes. 

Riding Leap (1 point)
1st degree Soldiering bonus action
As long as you are mounted and move at 
least 30 feet in a straight line first, you can 
jump further and higher than usual. The 
height of the jump increases by a number of 
feet equal to your proficiency bonus and the 
distance of the jump increases by a number 
of feet equal to twice your proficiency bonus. 
Your movement this turn does not provoke 
opportunity attacks. 

Share Shield (1 point)
1st degree Soldiering reaction
When a creature you can see attacks a target 
other than you that is within 5 feet of you, 
you can use your reaction to impose 
disadvantage on the attack roll. You must 
have a shield donned.
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Soldier Combat Stance (1 point)
1st degree Soldiering bonus action (stance)
Your mount’s armor class increases by 1. If 
you do not have a mount, as long as you 
have donned a shield creatures have 
disadvantage on opportunity attacks made 
against you.

Strafe (1 point)
1st degree Soldiering attack action (technique)
Until the start of your next turn, you do not 
provoke opportunity attacks from creatures 
you make weapon attacks against.

Rearing Strike (3 points)
2nd degree Soldiering attack action (technique)
Choose a number of creatures equal to your 
proficiency bonus that are within 20 feet. 
Each creature makes a Wisdom saving throw 
against a DC equal to the result of your 
check. On a failure, a creature is frightened 
until the end of your next turn. A creature of 
the same size as your mount or larger has 
advantage on the saving throw. You must be 
mounted.

Sacrifice Shield (1 point)
2nd degree Soldiering reaction
When a creature makes a critical hit against 
you, you can use your reaction to raise your 
shield. If your shield is nonmagical it is 
destroyed and you take no damage from the 
attack. If your shield is magical, for the next 
hour the bonus it grants to your armor class 
is reduced by 1. A magical shield is destroyed 
when its bonus to armor class is reduced to 0. 
You must have a shield donned.

Trample (2 points)
2nd degree Soldiering bonus action
Move up to half your speed without 
provoking opportunity attacks. Creatures in 
your path that are at least one size smaller 

than your mount make a Dexterity saving 
throw. On a failure, a creature takes 2d10 
bludgeoning damage and is knocked prone. 
You must be mounted.

Launched Strike (2 points)
3rd degree Soldiering action
You leap 10 feet away from your mount and 
make a melee weapon attack against a 
creature within your reach before you land. 
On a hit, your attack becomes a critical hit. 
You must be mounted.

Sacrifice Mount (2 points)
3rd degree Soldiering reaction
When a creature targets you with an attack 
you can use your reaction to swing down the 
side of your mount, making it the target of 
the attack instead of you. You must be 
mounted.

Shield Self (2 points)
3rd degree Soldiering bonus action
Until the start of your next turn, you are 
immune to gaze attacks. In addition, when a 
creature you can see targets you with a spell, 
you can use your reaction to hide behind 
your shield. If the spell being cast requires 
the caster to be able to see you, the caster 
must select a new target or cast a different 
spell. You must have a shield donned.
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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 computer languages), potation, 
modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” 
means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the 
game mechanic and includes the methods, 
procedures, processes and routines to the extent 
such content does not embody the Product 
Identity and is an enhancement over the prior art 
and any additional content clearly identified as 
Open Game Content by the Contributor, and 
means any work covered by this License, 
including translations and derivative works 
under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means 
product and product line names, logos and 
identifying marks including trade dress; artifacts, 
creatures, characters, stories, storylines, plots, 
thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, 
photographic and other visual or audio 
representations; names and descriptions of 
characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, 
equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark 
clearly identified as Product identity by the owner 
of the Product Identity, and which specifically 
excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to 
identify itself or its products or the associated 
products contributed to the Open Game License 

by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this 
agreement.
2. The License: This License applies to any Open 
Game Content that contains a notice indicating 
that the Open Game Content may only be Used 
under and in terms of this License. You must affix 
such a notice to any Open Game Content that you 
Use. No terms may be added to or subtracted 
from this License except as described by the 
License itself. No other terms or conditions may 
be applied to any Open Game Content distributed 
using this License.
3. Offer and Acceptance: By Using the Open 
Game Content You indicate Your acceptance of 
the terms of this License.
4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this 
License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If 
You are contributing original material as Open 
Game Content, You represent that Your 
Contributions are Your original creation and/or 
You have sufficient rights to grant the rights 
conveyed by this License.
6. Notice of License Copyright: You must update 
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 
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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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