YEW LANE ESTATE

modest estate within the city, the Yew Lane
Estate is a small walled estate with three
buildings. The main building is the estate house
proper — two-storied stone construction with a
small (unmapped) attic and servant’s basement,
topped with a gently sloped slate roof. Attached
to the estate wall is a small gardener’s house
(lower left) and the carriage house (upper right) also made of
local stone although with a lot more wood than in the main
house.

When the church of Zollis the Untouched was disbanded,
the high deacon left the holy city and moved here to get away
from the old church’s flock and the many troubles that still
dogged it. With funds most likely funneled from the old
church’s coffers, she bought the Yew Lane Estate and
restarted her life as Lady Delles. Of course, she likely still has
a fair amount of church funds to her name, and definitely is
still in possession of a few “no-longer-sacred” artifacts that
could attract the attention of many an adventurer, sage, or
thieves’ guild.

RUNNING THE ADVENTURE

Yew Lane Estate can be placed within any large city or town
in your campaign. In addition to the roleplaying opportunities
presented by the NPCs here, it can also be run as a classic
jewel heist, kidnapping, or just even a “raid the compound”
event for the characters.

Unlike a typical adventure, there is no set level for
characters. The adventure can be played by characters of 1st
— 15th Levels. Rules for scaling the adventure are included in
the article.

GENERAL FEATURES

Unless otherwise stated, here are the general features for
Yew Lane Estate.

OUTER WALLS
The walls of Yew Lane Estate are 15 feet high and made of
massive limestone blocks topped with lush, green ivy. The
guards who keep posts at areas #U1b and #U2b can see over
the wall Climbing the walls require a DC 12 Strength
(Athletics) check to get over. Thanks to the thick ivy, ropes
aren’'t necessary.

5th level and up. the ivy is enchanted and attacks any
intruder that tries to enter the complex. Noticing that the ivy
is alive requires a DC 15 Intelligence (Nature) check. Any
creature that attempts to climb the wall must make a DC 13
Strength saving throw or become restrained by the ivy
(escape DC 13). Dealing 5 slashing damage to the ivy (AC 11)
also frees the creature without harming it. If the ivy takes fire
damage, it automatically releases the creature. The guards at
#U1b and #U2b notice when the ivy moves and alert Alzan
and the other guards.

11th level and up. If a creature is restrained by the ivy
mentioned above, at the start of its next turn, it must make a
DC 10 Constitution saving throw. On a failure, the creature
takes 6d8 poison damage and is paralyzed for 1 minute, or
half as much damage and doesn'’t fall unconscious. A
paralyzed creature can repeat its saving throw at the end of
each of its turns, ending the effect on itself with a success.

MAIN GATE
The largest entrance into Yew Lane Estate is the wrought
iron fence and gate on the north side of the estate. The gate
is kept shut at all times and the two guards that keep watch
over the gate are well-trained, allowing access only to those
who have an invitation from the Lady of the Estate. Their
Wisdom (Insight) checks made to overcome Charisma
(Deception, Intimidation, or Persuasion attempts are made
with advantage.

5th level and up. The gate has an arcane lock spell cast
upon it that prevents uninvited guests from entering unless
one of the guards specifically asks it to allow access. If an
uninvited creature attempts to enter. The DC to break it open
when shut is 22.

11th level and up. In addition to the arcane lock spell, a
glyph of warding has also been cast upon the gate, triggered
when any creature that is uninvited or unemployed by the
Lady attempts to enter. A creature that passes through the
gate without permission must make a DC 15 Dexterity saving
throw or take 5d8 lightning damage on a failed saving throw,
or half as much damage on a successful one.

OUTER DOORS
In addition to the gates, there are two more ways into the
wall There are the carriage house doors (area #C1) and the
side door leading into the gardener’s house (area #G3). These
doors are kept locked and guarded. One guard guards the
door into the gardener’s house and two more guard the
carriage house. These doors are thick, wooden doors, kept
locked at all times. The DC to break these doors open or pick
the locks with thieves tools is 15.

5th level and up. Arcane lock spells are cast on the doors
and can only be opened by employees of Lady Delles. Those
who have access can welcome anyone through. The DC to
break open the doors or pick the locks with thieves tools is
25. In addition, these doors are glamoured with alarm spells
that telepathically alert Alzan (see the Appendix) should a
break-in occur.

ESTATE WALLS

The estate’s outer walls are made of large, limestone blocks.
The windows are made of leaded glass. Also, the carriage
house and gardener’s house have a lot more wood than the
estate does.
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ESTATE DOORS

The heavy wooden doors leading out into the courtyard
(including those in the gardener’s house and carriage house)
are kept unlocked during the day but locked at night. The DC
to break these doors open or pick the locks with thieves tools
is 15. 5th Level and up. Arcane lock spells are cast on the
doors and can only be opened by employees of Lady Delles
day or night. Those who have access can welcome anyone
through. The DC to break open the doors or pick the locks
with thieves tools is 25.

INTERIOR DOORS

All of the interior doors are made of lighter wood than the
outer doors. During the day, most are propped open allowing
air and heat from the fires to flow without obstruction.

CEILINGS

The ceilings in the main manor are 15 feet high. In the
gardener’s house and carriage house, the ceilings are 10 feet
high. Murals, tapestries, paintings, bas-reliefs and other
lavish decorations adorn nearly every inch of wall space,
putting the Lady’s wealth on full display.

FLoORS
The floors of the house are laid tile and exquisitely decorated.
Imported rugs are a common feature in every room.
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There are lanterns cast with continual light in each room.
Most of the lights automatically dim in the late evening. In
addition, the fireplaces in each of the rooms are usually lit
shortly after sunset.

LOCATION DESCRIPTIONS

Here are the descriptions of each of the locations in the Yew
Lane Estate. Some of the areas have scalable features,
meaning that they change depending on the level the
characters are when they encounter them.

COURTYARD

The grounds of the Yew Lane Estate are well-cared for by
Lady Delles’ gardener, Tommen and his assistants. Multiple
paths curl and dive through the lush trees, shrubs, flowers,
and grasses of the estate, demonstrating the care and
expertise of the gardening team.

No matter the time of day, three pairs of guards regularly
walk the premises. They're well-paid and extremely
professional. Each round during their patrol, they spend it
surveying the grounds. Assume the guards have proficiency
in Perception even their stat block says that they don'’t.
Furthermore, the constant alertness provides a +5 bonus to
their passive Perception checks.



The courtyard is divided into three main areas as detailed
below.

ARrREA Y1 — MAIN ENTRY

The main gate is a wrought-iron fence that opens outward
onto Yew Lane. A cobblestone path connects the lane to the
front of the house. During parties and gatherings, Goller and
the servants take the reins of the horses and carriages and
park them in either the main carriage house or a reserved
spot off premises.

Two guards wait by the gates (see the Appendix). They
confront anyone who approaches the door requesting proof
of invitation or a statement of affairs. They never leave their
posts unless they are relieved by one of the patrolling guards
from within or the next shift.

More details of the front gate are provided under the
general features description.

AREA Y2 — EASTERN GARDENS

The grounds to the east between the carriage house are filled
with all manner of vegetation. Multiple paths wind and cut
their way through these lush gardens.

AREA Y3 — SOUTHERN GARDENS

A small gazebo overlooking a koi pond dominates the
gardens at the rear of the house. Lady Delles and Sir
Reginair sometimes have an early dinner here.

EsTATE LOWER LEVEL

Yew Lane Estate is a sight to behold. Lady Delles’ wealth is
immediately apparent to any who enter the estate.

ArrA L1 — FOYER
This lavishly decorated entryway with 30-foot ceilings is
worthy of awe. Alzan and his men (see the Appendix) are
usually posted here, staying just out of view of those who
enter. They stay to the left, although a guard stands at the
door to Lady Delles’ chambers by area #U3d.

Treasure. This room contains 3 art objects. The value of
the objects depends on the character’s levels: 25 gp each (1st-
4th), 250 gp each (5th-10th), 750 gp each (11th-15th).

ARrEA L2 — ALZAN’S OFFICE

This room was once the Lady’s solarium, but as she grew
more paranoid and hired more security, she allowed Alzan to
take over the room. A large, wooden desk faces the double
doors into the room. The doors are usually locked. Only
Delles and Alzan have a key.

Treasure. Alzan keeps a hand crossbow in a false bottom
within one of the desk’s drawers. Finding the crossbow
requires a DC 15 Intelligence (Investigation) check. The hand
crossbow is magical; its bonus is determined by the
character’s levels when they find it: +1 (1st-4th), +2 (5th-10th),
+3 (11th-15th).

AREA L3 — MAIN LOUNGE
Comfortable couches, armchairs, and other luxuries fill this
room.

ARrEA L4 — KITCHEN

The kitchen is constantly staffed, even late in the evenings.
When the Lady turns in and Reginair (see the Appendix) can’t
sleep, he can sometimes be found here snacking. The stairs
lead down to the servants’ basement which has the stores
and cleaning supplies for the house, laundry facilities, and a
lounge for the workers. There are cots, too, in case workers
need to stay overnight.

ARrEA L5 — LIBRARY

This is the Lady’s extensive library. There are nearly 4,000
books here on all subjects. A character that makes an
Intelligence (Arcana, History, Nature, or Religion) check in
the Lady’s library does so with advantage as long as the
topic’s DCis 12 or less.

Treasure. Each book weighs 5 1bs. and can be resold for
13 gp each. The sales price is fixed regardless of the
character’s levels. It's simply a matter of figuring out how to
get all the books out of the library.

ARrEA L6 — DINING ROOM

This formal dining room has a massive 20-foot long

mahogany table that can comfortably seat 16 guests.
Treasure. The Lady’s silverware and stoneware are

imported and in very fine condition. The sets weigh 100 lbs

all together and its value depends on the character’s levels:

100 gp (1st-4th), 250 gp (5th-10th), 2,500 gp (11th-15th).

EsTATE UPPER LEVEL

The upstairs are divided into two distinct areas. The western
wing are for the Lady’s guests. Typically, Reginair beds here
(Lady Delles, being old-fashioned, won'’t allow him to sleep in
the same bed as her) when he visits, which is often. The
eastern wing hosts Lady Delles’ chambers.

ARrEA U1 — GUEST LOUNGE

This is a comfortable seating area for the Lady’s guests and
includes a large bathtub in the northeastern corner. Reginair
often naps in one of the chairs here. A guard stands watch on
the balcony (area #U1b).

ARrEeA U2 — GUEST CHAMBERS

A massive bed fills this room in addition to an empty armoire
and dresser; it's a guest room. One of the Lady’s guards
surveys the northern end of the Estate from the balcony (area
#U2b).

ARrEA U3 — LADY DELLES’ CHAMBERS

Lady Delles’s chambers are truly the lap of luxury. The
chambers are divided into 4 main areas: the bedchambers
(area #U3a), the Lady’s balcony (area #U3b), the bath and
privy (area #U3c), and the Lady’s lounge (area #U3d).

A single guard guards each door. Interestingly, Lady Delles
doesn't allow a guard to stand on her balcony.

Lady Delles retreats to her chambers a few hours before
midnight every night. After a bath and some light reading, she
turns in and sleeps until sunrise. If the characters are 4th
level or higher, Lady Delles uses a guardian of faith to protect
her while she sleeps.



Treasure. Lady Delles’ chambers have a wide variety of art
and jewelry, the value of which is determined by the
characters’ level: 350gp (1st-4th), 1,000 gp (5th-10th), 10,000
gp (11th-15th).

In addition, the Lady Delles hides the Vestments of Zollis
(see below) in a secret compartment in the fireplace in the
bathroom. Finding the secret compartment requires a DC 16
Intelligence (Investigation) check. If the characters are 5th
level or higher, the compartment is trapped. Disabling the
trap requires a DC 16 Intelligence (Arcana) check.
Otherwise, the box creates a burst of lightning, dealing 5d8
lightning damage to each creature within 20 feet of the
compartment.

THE VESTMENTS OF ZOLLIS

At the end of her reign as the high deaconess of the church of
Zollis the Untouchable, Lady Zollis made off with valuable
artifacts from the church. But what are they? Of course, that’s
up to you and your plot, but if you need a few suggestions,
here are some ideas that can help depending on the
characters’ level

e Ist— 4th level Art objects worth 125 gp or a robe with
light armor sewn into it that acts as mithril chain mail (it
only weighs 20 1bs).

e 5th— 10th level Art objects worth 1,250gp or a robe of
evasion (works like a ring of evasion, but is a robe instead).

e 11th- 15th level Art objects worth 3,750 gp or a robe of
scintillating colors.

CARRIAGE HOUSE

The Lady’s carriage is here, along with her two draft horses
and her riding horse Galavas. The horses are all in
exceptional shape and have maximum hit points, 33 hp, and
22 hp respectively. Reginair stables his old warhorse, Otis
here, too.

C1 — STABLES

Goller’s often found here, caring for the horses and sneaking
drinks. Despite being a stable, it’s relatively clean. Fresh
seasonal herbs and potpourri keep the smell of horse dung at
a minimal

C2 — Foop STORES
This room is filled with food for the horses.

C3 — MAINTENANCE RooM
The tools necessary to perform regular maintenance the
estate are kept here.

C4 — SMITH

This room itself is filled with all the tools necessary to do
smith work. There isn't always a smith on site as Goller can
do a majority of the necessary work for the horses and Alzan
outsources the work for his men’s weapons. At any given
time, the weapons that the guards use (depending on their
level) are found here.

GARDENER’S HOUSE

Lady Delles’ loyal gardener, Tommen, lives here. He'’s an old
man and keeps quiet, doing his job and keeping his nose out
of the business of others.

G1 — ENTRY

This small tidy entry has a small kitchenette and dining table
for Tommen to prepare himself meals when he doesn’t wish
to bother the staff.

G2 — BATH AND Privy
This is where Tommen washes up.

G3 — TOMMEN’S BEDCHAMBERS

The northern half of the room is a seating area for Tommen
to read books borrowed from the Lady’s library. The southern
half is his bed. Tommen keeps a stash of coins in the hollow
of his mattress. Finding it takes a DC 11 Intelligence
(Investigation) check. There is 25 gp in the pouch, regardless
of the characters’ level

APPENDIX: IMPORTANT NPCs
AND ENCOUNTERS

The Yew Lane Estate has a number of important NPCs that
the players can encounter on the grounds in addition to
trained guards and servants. Here are their statistics along
with scalable statistics for each.

LApy DELLES (LN FEMALE HUMAN)

Formerly High Deacon Onus of the Church of Zollis the
Untouched, Lady Delles quietly moved to the city and
purchased the Yew Lane Estate. The few who have met her
remark that she’s friendly if quiet, with an air of mystery to
her. Those who work for her know that she can be somewhat
paranoid and often cold in her instruction. Recently, she's
taken on a lover in Sir Reginair, the famous retired knight.

She can usually be found in her chambers (area #U3) or in
the gardens (areas #Y1-3). Chester and Bert are two her
vigilant bodyguards that are at her side at all times.

SCALING LADY DELLES
Should the characters challenge Lady Delles, her statistics
change depending on the average level that the characters
are when they meet her. Use the following guidelines to scale
Lady Delles and her guards:

1st level — Lady Delles is a priest but cannot cast spirit
guardians and is a CR 1 (100 XP) challenge. She is always
accompanied by two guards.



2nd level — Lady Delles is a priest. She is always
accompanied by two guards.

3rd level — Lady Delles is a priest. She is always
accompanied by two thugs.

4th level — Lady Delles is always accompanied by two
thugs. She is a priest, with the following changes to her
stats:

e She wears breastplate armor (AC 15).

e She has 44 (8d8 + 8) hit points.

e She is an 8th-level spellcaster. Her spells remain the
same, but she has 1 additional 3rd level spell slot, and can
also cast the following 4th level spells (2 slots):
banishment and guardian of faith.

¢ Her challenge is CR 3 (700 XP).

5th level — Lady Delles is a priest, but with the same
changes as noted above for 4th level. She is always
accompanied by two knights.

6th level — Lady Delles is a high priestess (side bar). She is

always accompanied by two thugs.

7th level — Lady Delles is a high priestess. She is always
accompanied by two knights.

8th & 9th level — Lady Delles is a high priestess. She is
always accompanied by two helmed horrors.

10th level — Lady Delles is a high priestess. She is always
accompanied by two gladiators.

11th level — Lady Delles is a war priest (VGtM, p218). She
is always accompanied by two gladiators.

12th level — Lady Delles is a war priest (VGtM, p218). She
is always accompanied by two gladiators.

13th level — Lady Delles is a war priest (VGtM, p218). She
is always accompanied by a shield guardian (she stores a
4th-level cure wounds spell within it that triggers when her
hit points drop below half) and a mage.

14th level — Lady Delles is a war priest (VGtM, p218). She
is always accompanied by a shield guardian (she stores a
4th-level cure wounds spell within it that triggers when her
hit points drop below half) and a diviner (VGtM, p213).

15th level — Lady Delles is a war priest (VGtM, p218). She
is always accompanied by a shield guardian (she stores a
4th-level cure wounds spell within it that triggers when her
hit points drop below half) and a champion (VGtM, p212).

SIR REGINAIR (LG OR LE MALE HUMAN)

Sir Reginair is a retired soldier and well-known around the
city. He is also the romantic interest of Lady Delles (although,
she'd prefer people didn’ t know about it). Reginair is suave,
well-spoken, and a charmer. Unfortunately, he'’s also a bit a
gambler and owes money all over town to numerous bookies.

If it's daylight, Reginair is probably somewhere on the
estate, lurking. As a regular guest, he could be found
anywhere including speaking with the gardener, driver, or
even the captain of the guard, Alzan.

Should Lady Delles’ life be in danger, he'll tell her to return
to her quarters with her guards. She, of course, argues with

the old charmer but knows he’s too stubborn to ever take “no”

for an answer and will eventually concede, despite being
more than capable of handling herself.

HicH PRIEST/PRIESTESS

Medium humanoid (any race), any alignment

Armor Class 15 (breastplate)
Hit Points 99 (18d8 + 18)
Speed 25 ft.

STR DEX CON INT WIS CHA
10 (+0) 10 (+0) 12 (+1) 14 (+2) 18 (+4) 15 (+2)

I —

Skills Medicine +10, Persuasion +5, Religion +6
Senses passive Perception 14

Languages any two languages

Challenge 6 (2,300 XP)

[

Divine Eminence. As a bonus action, the priest can
expend a spell slot to cause its melee weapon
attacks to magically deal an extra 10 (3d6) radiant
damage to a target on a hit. This benefit lasts until
the end of the turn. If the priest expends a spell slot
of 2nd level or higher, the extra damage increases
by 1d6 for each level about 1st.

Spellcasting. The high priest is a 9th-level
spellcaster. Its spellcasting ability is Wisdom (spell
save DC 15, +7 to hit with spell attacks). The priest
has the following cleric spells prepared.

Cantrips (at will): light, sacred flame, spare the
dying, thaumaturgy

1st level (4 slots): cure wounds, guiding bolt,
protection from evil and good, sanctuary

2nd level (3 slots): hold person, lesser restoration,
spiritual weapon

3rd level (3 slots): dispel magic, protection from
energy, spirit guardians

4th level (3 slots): banishment, guardian of faith
5th level (1 slot): flame strike

Actions

Mace. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 3 (1d6) bludgegoning damage.

SCALING REGINAIR
Should the characters challenge Reginair, his statistics
change depending on the average level that the characters
are when they meet him.

Use the following guidelines to scale Reginair:

1st level — Reginair is a noble, but with the following
changes to his statistics:

e He has 39 (6d8 + 12) hit points.

e His Constitution score is 14 (+2).

e He has multiattack, which allows him makes three melee
attacks as an action.

e Heis CR 1 (200 XP).



2nd level — Reginair is a swashbuckler (VGtM, p217),
except he only makes two attacks with his multiattack (one
rapier and one dagger) and is CR 2 (450 XP).

3rd level — Reginair is a swashbuckler (VGtM, p217).

4th level — Reginair is a swashbuckler, except he has 99
(18d8 + 18) hit points and is CR 4 (1,100 XP).

5th level — Reginair is a gladiator.

6th & 7th level — Reginair is a gladiator, but with the
following changes to his statistics:

¢ Reginair has the Indomitable trait which he can use twice
a day to reroll a failed saving throw.

¢ Reginair has the Second Wind trait. As a bonus action, he
can regain 20 hit points. This trait recharges after a short
or long rest.

¢ His CR s 6 (2,300 XP).

8th, 9th, & 10th level — Reginair is a champion (VGtM,
p212).

11th, 12th, 13th, 14th, & 15th levels — Reginair is a
warlord (VGtM, p220).

A1rzAN (LN MALE HUMAN)

Alzan is the loyal captain of Lady Delles’ guard. While young
(late twenties), he’s already seen a few ugly wars. He’s also
very quiet, preferring to keep to himself. Like the other
guards of the manor, he doesn't live on the premises.
Regardless, he works long hours and is almost always found
on site. It’s not uncommon to find him napping in the
servant’s basement after a long shift.

Typically, Alzan is found in the estate’s entryway (area #L.1)
along with a retinue of guards.

SCALING ALZAN
Should the characters challenge Alzan, his statistics change
depending on the average level that the characters are when
they meet him.

Use the following guidelines to scale Alzan:

1st level — Alzan is a thug and is accompanied by two
guards.

2nd & 3rd level — Alzan is a thug and is accompanied by six
guards.

4th level — Alzan is a bandit captain (his alignment is
lawful neutral) and is accompanied by two guards.

5th, 6th, and 7th level — Alzan is a knight and is
accompanied by three spies.

8th, 9th, and 10th level — Alzan is a knight with 80 hp. He
is accompanied by two more knights.

11th, 12th, 13th, and 14th level — Alzan is a knight with 80
hp. He is accompanied by five more knights.

15th level — Alzan is a champion (VGtM, p212) and he is
accompanied by four knights.

ToMMEN (LN MALE HUMAN
COMMONER)

Tommen has been the gardener at the Yew Lane Estate since
before even Lady Delles was its proprietor. Now in his
seventies, he’s not as effective as he once was, and is often
helped out by a pair of younger assistants who he constantly
grouches at. If its the day time and the weather is good, he’s
out in the courtyard (areas #Y1-3). At night, he returns to his
home in the gardener’s house (areas #G1-G3).

GoLLER (N MALE HALFLING COMMONER)

Lady Delles has had a run of bad luck when it comes to
someone filling the role of driver and stablehand. Hopefully,
Goller, a halfling with a slight stutter is the solution to her
problem.

Goller lives on the far end of town but has avid experience
with horses. He’s a great driver, too, except when he’s drunk,
which, unfortunately, is often. Tommen and Alzan have
discovered Goller unconscious in the carriage house on more
than one occasion.

If it's the day, Goller is tending to the horses in the carriage
house (area #C1). There’s an old cot in the smith shop (area
#C4) which he’s been known to pass out on.

SERVANTS (ANY ALIGNMENT, SEX, OR
RACE COMMONERS)

In addition to Tommen and Goller, there are eleven total
servants who work in the Yew Lane Estate.
Their roles are as follows:

¢ Two gardening assistants (found in areas #Y1-3).

¢ One chef with two assistants (found in area #L5).

¢ Two handmaidens to Lady Delles (found in area #U3).

¢ Two housekeepers (can be found anywhere in the main
estate).

e Two assistant stablehands (found in areas #C1-4).

GUARDS (ANY LAWFUL ALIGNMENT, ANY
ALIGNMENT, SEX, OR RACE)

Lady Delles keeps a number of guards on the premises in
addition to Bert and Chester and Alzan and his retinue.
The guards can be found at the following locations:

e Two guards stand sentry at the front gates (area #Y1).

¢ One guard keeps watch on each balcony (areas #U1b and
U2b). Both of these guards are armed with ranged
weapons.

e Six guards walk the outside premises (areas #Y2-3).

¢ Two guards stand by the doors to Lady Delles’ chambers
(area #U3a and #U3d).

¢ One guard keeps watch at the entrance to the gardener’s
house (area #G3).

¢ Two guards keep watch at the gates to the carriage house
(area #C1).

SCALING THE GUARDS
Depending on the level the characters are when they enter
the Yew Lane Estate, the guards have different statistics.
With a few exceptions, the guards are usually found in pairs.

1st & 2nd Levels — The guards are scouts armed with
short bows.

3rd & 4th Levels — The guards are bandit captains armed
with short bows. Adjust their multiattack so that they can
only make two melee attacks, both with their scimitars. Their
CRis 1 (200 XP) each.

5th, 6th & 7th Levels — The guards are veterans.

8th, 9th, 10th, & 11th Levels — The guards are gladiators.
They are armed with short bows. One or two of the gladiators
may also be mages (with 10th or 11th level characters).

12th, 13th, 14th, and 15th Levels — The guards are
assassins.
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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 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 Copyright 2000,
Wizards of the Coast, Inc. System Reference Document 5.0 Copyright
2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy
Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and Dave
Arneson.

END OF LICENSE
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