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Greetings, I am Velis Ahennig, royal arcanist and recorder 
of magics. Here today, we will be discussing the practical 
applications of hexes and curses in the world. Both mysterious 
and powerful, these bewitching magics are oft poorly 
understood, with nary a soul willing to study them… at least not 
publicly. But no matter, feel free to simply rest your eyes and 
allow me a brief moment of your time to explain the findings of 
my many years of research.

I think today’s recitement will start with clarifying common 
misconceptions, errors, and other follies that most practitioners 
of the arts fall into. Yes, yes, there are many ways in which they 
get their information right, or at least get it close enough for 
mundane purposes, but it is still crucial that we clarify matters 
before diving into a deeper discussion.

Let us start first with some definitions that will be considered 
axiomatic for the rest of our conversation:

Hexes. Hexes are the lowest form of all the curses. Often, they 
are created through the casting of a single spell and only cause 
minimal damage to another being. This isn’t to say that they 
are weak – no, by many accounts, these spells are quite strong – 
merely that they are the simplest to remove from oneself. We’ll 
get more into that shortly, but for the time being, suffice it to 
say that if the curse can be removed by no more than a simple 
incantation, it is likely a hex.

Curse. The standard category of curses is, conveniently, the 
most commonly understood to be a curse. You’ll find these in 
various tombs and dungeons across the world, enchanted onto 
a magical item that you simply can’t resist thrusting onto your 
finger, or perhaps you indeed drew someone’s ire, and they cast 
one of these curses directly onto you. Regardless of the source, 
these curses are significantly more challenging to remove than a 
basic hex – but fortunately, not all curses are created the same.

True Curse. True curses are exceptionally rare. Even in all my 
years of study, I have only encountered a handful of incidents 
where a true curse has been created. True curses contain the 
power of a warped reality condensed into a fixed point which 
then radiates its vile energies into the world around it, causing 
untold chaos. Most of the incidents of these curses I have found 
have placed them over cities or kingdoms, affecting everyone 
within. Only once have I even heard of a true curse placed on 
an individual – though I have doubts about the veracity of such 
an incident.

I will now begin discussing each of these in turn, 
starting with hexes.
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Hexes
As I previously stated, these are the lowest form of all curses. 
Many practitioners of magic from all walks of life are capable 
of casting at least one of these spells. While these spells are the 
lowest form, one would be foolish to discount their existence 
entirely. Many an adventurer, particularly those who specialize 
in pact magic, have found these spells to be quite baneful to 
their enemies.

Of course, it is worth noting that many spells which may not 
be considered traditional curses fall into this category. A spell 
such as feeblemind, a remarkably powerful spell in its own right, 
is one of these spells that is often not considered a traditional 
curse. Why does such a distinction matter in this case?

Well, simply put, not all curses can be defeated merely by 
casting remove curse. While many hexes can be removed with 
such a triviality, even amongst these lowest of curses, there are 
many which cannot be defeated in such a manner. Indeed, when 
one is subjected to feeblemind, one needs much more powerful 
magic to recover.

I won’t bore you further by rambling on about hexes; nay, let 
us move on to the far more exciting curses, the ones that you 
actually came here to learn about.

The Targets of Curses
Naturally, not all curses affect the same parts of their target. To 
keep things simple enough, I have taken the liberty of broadly 
categorizing all curses into three categories, which I’ll briefly 
define for you now.

Curses of the Body

These are curses that purely affect the physical being of an 
individual. They make them physically weaker, slower, or 
feebler. Typically, these curses are not going to have effects 
on the mind – in fact, many who create such curses want their 
victims to fully understand what is happening to them.

Curses of the Mind

The opposite of a curse of the body, these curses purely 
affect someone’s mind. Addled thoughts, befuddled decision-
making, and the like are the common goals of a curse of the 
mind. Fortunately, these curses rarely affect one’s body as 
well, making particular… less brilliant… adventurers as the 
ideal patsy for such a curse, leaving the rest of the party all the 
better for it.

Curses of the Soul

These are the vilest of all curses, at least in my humble opinion. 
When they are placed upon a living being, it corrupts and 
harms their very soul – the literal essence of what makes them 
who they are. The cruelty and malice that must be poured into 
such a curse are incomprehensible, and the ultimate effect of 
such a curse is often damnation for its unfortunate victim.
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Curses
These are the bread and butter of our study of curses today. 
After all, it is the namesake category of this form of magic and 
thus is the most broadly applicable and most widely seen. These 
curses are typically set as traps, occur naturally, or result from 
a vindictive or malicious force seeking to destroy an enemy. 
They fall into three categories, each worse than the last – but 
take comfort in knowing that the worst of these curses are 
exceptionally rare, second only to true curses.

The critical difference between these curses and mere hexes is 
how they are removed. While some curses can be suppressed by 
casting remove curse, they can never be entirely removed in that 
manner. Instead, when cast on a creature cursed in this way, it 
reveals the method by which the curse may be removed.

GM Note. After describing how a curse may be removed, 
there is an italicized example of how such an action may be 
performed. This italicized portion is not intended to be shared 
with the players but rather to provide a guide for game masters 
to adjudicate attempts to break the curse.

Basic Curses

We shall start by discussing the basic curses, which nearly 
anyone who dedicates a brief period of study to is capable 
of learning how to create. The effects that these curses have 
upon someone are relatively muted, only serving as a way 
to disadvantage them or make them consider turning back. 
In a sense, they act similarly to a well-designed trap: they 
keep people who do not belong away while not affecting 
those who do.

In terms of practicality, let’s look at a basic curse and break 
down exactly why it is merely a basic curse:

Analysis
We can see that the tongue of the snake is a basic curse of 
the body, which, to reiterate, simply means that it affects the 
physical body of its target. Next, we see that it can be found in 
any vessel; this curse is not limited to being applied to weapons 
or rings but rather anything the creator so desires. Now, that is 
all well and good, but those are merely definitions.

When evaluating whether or not a curse is a basic curse or 
something more powerful, we must look at the particular 
effects and the difficulty involved in overcoming them. In the 
case of this curse, we can see that there is nothing that will 
make the cursed creature less likely to survive in its day-to-day 
life. Sure, they have a harder time dealing with many creatures 
when they’re not lying, but the curse gives them the upside of 
making them better liars!

This is ultimately the question that should be asked in the 
case of a basic curse: is this curse equal to the inverse of an 
uncommon magic item? In the case of the tongue of the snake, 
the answer is naturally yes. Providing advantage on two checks 
but disadvantage on one, particularly since they are common 
checks, is quite reasonable for a beneficial uncommon magic 
item. Thus, its exact inverse is also basic.

Finally, let us look at the removal method for the curse. In 
this case, it is a reasonably ambiguous solution that can be 
accomplished in a great many ways. This is more indication that 
this is a basic curse, as most adventuring parties will be able to 
achieve it. It is even possible that the adventurers will be able to 
find a merchant who can supply what they need… though it will 
likely come with a steep premium.

The Tongue of the Snake
Basic curse of the body, any vessel

—While affected by this curse, you have a snake-like tongue. This causes 
everything you say, in any language, to sound like you are hissing, 
with particular emphasis on the letter ‘s’ whenever it appears in your 
speech. If you are talking to a creature that is not evil-aligned, you have 
disadvantage on Charisma (Persuasion and Intimidation) checks to 
influence that creature. However, you have advantage on all Charisma 
(Deception) checks when trying to influence the same creatures.

—New Flaw. I find my new pattern of speech to be quite amusing and 
try to show it off whenever possible.

Removal of the Curse. This curse can only be removed by drinking 
the blood of a great serpent. A great serpent can be interpreted 
many ways. Ultimately, any snake-like creature, such as a sea serpent 
or medusa, that is at least CR 3, is an appropriate choice for a 
great serpent.
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Intermediate Curses

Intermediate curses are the natural next step in our discussion. 
These advance beyond merely being an inconvenience, as is the 
case with basic curses, and turn into something a little more 
dangerous. Often these curses have the potential to indirectly 
threaten the life of the person who is affected by it, though it 
is rare that the curse itself would directly threaten one’s life. 
These curses can often be found protecting important places, 
especially if there are guards who could use the advantage they 
would be given.

For our practical analysis, we shall look at the curse of 
repetition now:

Analysis
We shall begin our analysis of this curse in the same manner 
as we did with our basic curse. First, we note that this is an 
intermediate curse – meaning there is actual, potentially mortal, 
danger for the one affected by it – and that this curse affects the 
mind somehow. Like the previous curse, we can take further 
note that this can be applied to any vessel we desire.

Now, moving on to how we arrive at the conclusion that this is 
an intermediate curse, let us look at how this curse will actually 
affect one whom it is thrust upon. First, we note that this affects 
actions and bonus actions, affecting the entire toolkit of an 
adventurer in combat. Regardless of anything else, that alone 
would immediately elevate this curse past a basic curse and 
make it intermediate.

Next, note the saving throw required. It is not a particularly 
difficult save to make, but given the frequency at which it 
will be necessary, it is nearly guaranteed to have an effect. 
The saving grace is that once the creature succeeds, it doesn’t 
need to make another one for an hour. This is pretty typical 
– even for advanced curses – though the time for which the 
curse is suppressed varies from curse to curse. If the curse is 

never suppressed by succeeding on a saving throw, you’re 
likely dealing with a true curse and should rightfully feel 
afraid indeed.

GM Note. Generally, the DC required to succeed on a saving 
throw against an intermediate curse should be 15 or lower. A 
saving throw of 16 or greater will almost always be indicative 
of an advanced curse unless the effect of the curse is 
extremely weak.

Finally, we shall look at the method of removing this curse. 
Unlike the basic curse, this one is both better defined and more 
impossible. Adventurers who are stricken with such a curse will 
likely find themselves in need of time to ponder and research 
possible options – time during which they will remain affected 
by the curse. That said, the ability to remove the curse still falls 
within the realm of most experienced adventuring parties.

Advanced Curses

Finally, we reach advanced curses. These are extraordinarily 
dangerous to be afflicted with and always present mortal danger 
for those unfortunate enough to be afflicted. In fact, those 
curses at the upper echelons of this tier of power may even 
cause death due to the curse. Typically, these curses attempt 
to compel some behavior from those afflicted, and attempts to 
disobey result in extreme punishment by the curse. This isn’t to 
say that the compulsion is absolute, merely that the curse will 
seek retribution for disobedience.

Let’s look at one now to see how these curses work:

The Curse of Repetition
Intermediate curse of the mind, any vessel

—Whenever the affected creature attempts to use an action or bonus 
action, it must succeed on a DC 14 Wisdom saving throw. On a failure, 
the creature is unable to take a new action and must repeat the last 
action it performed. If it is not possible for the creature to repeat 
its previous action, it simply does nothing. Once the creature has 
succeeded on the saving throw, it does not need to make another one 
for one hour.

—New Flaw. Whenever I am writing or speaking, people tell me that 
I am repeating sentences on a regular basis, even if I don’t notice 
it myself.

Removal of the Curse. The curse can only be removed by forging 
a contract of absolute order. Such a contract can be made by 
beings native to Mechanus, the Hells, or the Celestial Mountain. 
An appropriately powerful being should be contacted to make 
this contract with, though it needn’t be as powerful as a deva or a 
pit fiend. Accursed Casting

Advanced curse of the mind, spell scroll or a spellcasting focus

—The affected creature is compelled to collect and hoard all things related 
to spells, be it spell scrolls, spellcasting components, or even magic 
items containing spells. They are not entirely unlike a dragon in that they 
attempt to amass the greatest hoard possible and refuse to share or 
utilize any of it. Each time the cursed creature casts a spell of first level 
or greater – even when using a spell scroll – there is a 50% chance that 
the creature will lose one spell slot of that level permanently until the 
curse is broken.

—New Flaw. My greed is immediately obvious to anyone who watches 
me around anything magical. Not only am I unable to hide it, but I 
also don’t want to hide it.

Removal of the Curse. The curse must be broken by setting free 
the compulsion and descending into the heart of magic. This is 
intended to be interpreted as the character needing to intentionally 
lose all of their spell slots permanently and to give away or 
completely use all spell scrolls and other magic items that contain 
spells. Once in such a state, they must journey into a font of magic, 
such as a plane ruled by a god of magic, to regain their power.
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Analysis
Starting in the same place as our other analyses, we take note 
that this is an advanced curse of the mind. That means the curse 
will affect someone’s mind in a way that puts them in mortal 
danger. Unlike the other curses we have analyzed thus far, we 
can see that this curse must be placed on specific objects – in 
this case, spell scrolls or a spellcasting focus.

However, now we look at what makes this a genuinely 
advanced curse: the effects and the compulsion. The first thing 
this curse does is compels the affected creature to behave in 
a particular fashion, hoarding things related to spells. This in 
itself isn’t a hazardous behavior; after all, many wizards do this 
anyway. That said, disobedience is extremely dangerous for any 
spellcaster.

The reason this curse is advanced is because of the cost of 
disobedience. Spell slots are a precious resource for any 
spellcaster – after all, that is where they derive their ability to 
cast spells. Having a 50% chance of permanently losing one 
is a major risk and a potentially steep price to pay. As such, 
classifying this curse anywhere below advanced would be a 
fool’s endeavor.

Finally, the removal of the curse is no mean feat either. It 
requires the creature that has been affected to willingly give up 
their most valuable resource, and only after that can they go on 
the journey to break it. That is a deadly mission, if I have ever 
heard of one, which is appropriate for an advanced curse.

GM Note. Advanced curses can have some of the most difficult 
methods of removal. However, the removal method should 
never be such that it is impossible or nearly impossible to 
accomplish. While the method can be deadly and challenging, a 
character with one of these curses should always know there is 
hope if they should seek it out.

True Curses
Now, let us begin a far more theoretical discussion than we 
have thus far. True curses are a rarity in the world; only a tiny 
handful of them have ever appeared throughout the annals of 
history. These curses can only be created by beings of nearly 
incomprehensible might. In fact, the weakest such being that 
I have ever heard be capable of casting a true curse was an 
ancient lich. Notably, the lich cursed an entire continent 
in an effort to take their souls into his phylactery. It was a 
truly horrendous event that required incredibly powerful 
adventurers to put an end to it.

That should give you an idea of the scope of what we are 
referring to with true curses. These are cataclysmic events 
when they appear, and legendary heroes make entire careers 
out of defeating them. The exact nature of a true curse varies 
from casting to casting, but they all share one common feature: 
the very existence of those affected by them is at risk when cast. 
As in the case of the lich noted above, the souls of everyone on 
the continent were the target of the curse.

GM Note. True curses are only intended to be used as a 
campaign-defining event or possibly even the basis for an 
entire campaign. They should have wide-reaching implications 
for the world as a whole and cannot be used in combat or by 
accidentally equipping a random magic item. The mechanics 
behind a true curse will be used as a part of the setting rather 
than something that affects the gameplay itself.
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The Creation of a New Curse

Establishing the Core Concept

Now that we understand the theory behind curses and have 
analyzed several types of standard curses, let’s create a new one 
that can be implemented if a dungeon or villain calls for it. The 
natural starting point is to consider what we want the curse to 
target; in this case, I think targeting someone’s soul itself will 
be a good fit. Now, most soul-targeting curses, even those that 
lack active mechanical pressures, are beyond a basic curse. The 
power involved exceeds what those curses should reasonably 
be capable of and, frankly, typically exceed intermediate 
curses as well.

Thus, it seems reasonable that this will be an advanced curse of 
the soul. Next, we need to determine how quickly or how often 
it will take effect. There are a couple of options we have to avail 
ourselves within the case of a curse of the soul: we can either 
have it directly corrupt the target until the curse is removed, 
or we can have it slowly corrupt the target. This is a matter 
purely of personal preference, but I am somewhat beholden to 
the idea of the curse slowly bringing its target into the depths 
of depravity.

We should next be asking ourselves what we mean by 
depravity in this case. Are we trying to elicit a particular type 
of corruption from the target, or is the goal to shift their 
alignment in a more general way? Again, there is no correct 
answer to this question, but for the purposes of this curse, let’s 
shift their alignment as a whole. Somewhat arbitrarily, I’ll set 
the target alignment as lawful evil.

Let’s take a moment to see where the curse is at in an 
organized way:

Filling in the Mechanical Elements

Now that we have created the core concept of the curse, 
let’s start filling in the details. The next step is going to be to 
determine what the mechanical elements are going to be. In this 
case, since we are creating an advanced curse, there should be a 
compulsion, and there should be a punishment. Let’s start with 
the compulsion.

The goal of shifting the alignment is ultimately to turn the 
affected creature into an evil being, which is generally done by 
compelling them to commit evil acts. To keep things simple, let 
us go with a classic: the target must harvest the people’s souls to 
feed the curse. This seems a bit mundane and almost cliche, so 
we’ll add a little flavor to it to make it more interesting. In this 
case, the target will harvest people’s souls by engulfing them in 
hellfire which condemns the target to an eternity in the Hells if 
they should be killed by it. Now that is much more interesting.

Next, let’s consider the punishment that comes from defying the 
curse. In this case, it seems pretty straightforward. If the target 
fails to harvest souls for too long – let’s say, fails to harvest at 
least three souls per week – then they are punished by having 
the hellfire they control burn them from within, which reduces 
their Constitution score by 2 until they harvest at least one soul. 
If they are punished three times in a row or five times total 
before the curse is broken, the cursed creature itself is engulfed 
in hellfire, condemning its soul to an eternity in the Hells.

Finally, we need to give the creature some way of controlling 
the hellfire. This is relatively simple; we will state that if the 
creature does not already know the produce flame cantrip, 
they know it for as long as they are cursed. When the cursed 
creature casts produce flame, it creates hellfire instead of 
normal flames.

Now we can see the curse starting to come together into a final 
element to be set loose on the world:

The Finishing Touches

Now that we have the meat of the curse established, all that 
remains are the finishing touches: we need to know what kind 
of vessel this curse needs, we need to know a flaw that the curse 
will create, and we need to understand how the curse will be 
broken. The most straightforward place to start is the vessel. In 
the case of this curse, it seems reasonable that it can be applied 
to a weapon; it is, at the end of the day, a curse about killing 
people, so an implement of killing seems to be the right choice.

Next, the flaw. The flaw can be nearly anything we desire it 
to be, so long as it corresponds to the curse in some manner. 
In this case, let’s keep it simple and straightforward: I want to 
lash out in rage whenever I see someone act happy or pleased 
with themselves; if I cannot be happy, they cannot, and they 
should die for it.

Curse of the Soul
Advanced curse of the soul, unknown vessel

—The target of the curse will slowly descend into evil, gradually shifting 
their alignment to lawful evil.

Curse of the Soul
Advanced curse of the soul, unknown vessel

—The cursed creature feels a compulsion within them to harvest souls and 
condemn them to an eternity in the Hells. This compulsion emanates 
from a flame that now burns within the creature’s blackening heart: a 
hellfire that only they can control. If the creature did not already know 
the produce flame cantrip, they know it for as long as they are cursed. 
When the creature casts produce flame, it creates hellfire instead of 
regular flames.

Should the cursed creature fail to harvest at least three souls every week 
in this way, they must succeed on a DC 20 Wisdom saving throw or have 
their Constitution score reduced by 2 until they harvest at least one 
soul. Should the creature fail this saving throw three weeks in a row or 
five times total, they are instantly engulfed in hellfire and have their soul 
condemned to the same fate as their victims.
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Finally, we need a way to break this curse. Because it is an 
advanced curse and directly affects the target's soul, the method 
cannot be a trivial matter. The simplest solution requires the 
creature to go on an adventure to break the curse. In this case, 
an interesting idea comes to mind: the cursed creature must 
venture into their own soul to relieve the blackness on it. 
When we put together the finished curse block, we will make 
sure to create a cryptic clue for the creature to ponder if they 
wish to break the curse.

Thus, we now have the complete curse, and all we need to do is 
assign an exciting name to it:

Closing
And so ends our discussion of these most accursed of arcanum. 
Please, do use this information with only the most extreme 
caution as it is possible – nay even likely, from time to time 
– that such nefarious magic has a significant rebound effect. 
Typically, that ends up being in the form of an adventuring 
party with a grudge hunting down the creator of the curse… 
though sometimes it is simply that the creator ends up 
accidentally cursing themselves. Either way, it is best to have 
knowledge of this type of magic but practice the prudent and 
wise thing to do and leave it as knowledge and not practice.

Desire of the Hells
Advanced curse of the soul, unknown vessel

—The cursed creature feels a compulsion within them to harvest souls and 
condemn them to an eternity in the Hells. This compulsion emanates 
from a flame that now burns within the creature’s blackening heart: a 
hellfire that only they can control. If the creature did not already know 
the produce flame cantrip, they know it for as long as they are cursed. 
When the creature casts produce flame, it creates hellfire instead of 
regular flames.

Should the cursed creature fail to harvest at least three souls every week 
in this way, they must succeed on a DC 20 Wisdom saving throw or have 
their Constitution score reduced by 2 until they harvest at least one 
soul. Should the creature fail this saving throw three weeks in a row or 
five times total, they are instantly engulfed in hellfire and have their soul 
condemned to the same fate as their victims.

—New Flaw. I want to lash out in rage whenever I see someone act 
happy or pleased with themselves; if I cannot be happy, they cannot, 
and they should die for it.

Removal of the Curse. Removing the curse can only be done by 
one who ventures within themselves. This is intended to be an 
adventure that sees the creature and any companions they wish to 
bring enter the cursed creature’s soul. They will need to discover 
a way to do this, typically either a rare magic item or a powerful 
mage, and then defeat the blackness that now exists within the 
creature’s soul.
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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, story lines, 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 be Used 
only 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, nonexclusive 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 coadaptability 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 5.1 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. 
System Reference Document Copyright 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based 
on original material by E. Gary Gygax and Dave Arneson. Unearthed 
Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy Collins, Jesse 
Decker, David Noonan, Rich Redman. Pathfinder Roleplaying Game 
Reference Document. © 2011, Paizo Publishing, LLC; Author: Paizo 
Publishing, LLC. The Hypertext d20 SRD Copyright 2004, Jans W 
Carton; transferred to BoLS Interactive, 2016. The Tome of Horrors, 
Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, 
with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christopherson, 
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill 
Webb. Based on original content from TSR. Creature Codex, Copyright 
2018, Kobold Press, LLC; Authors: Wolfgang Baur, Dan Dillon, Richard 
Green, Chris Harris, Jeremy Hochhalter, Chris Lockey, James Haeck, 
James Introcaso, Shawn Merwin, Jon Sawatsky, and Brian Suskind. 
Tome of Beasts, Copyright 2016, Open Design, LLC; Authors: Dan 
Dillon, Chris Harris, Rodrigo Garcia Carmona, and Wolfgang Baur. 
Tome of Beasts 2, Copyright 2020, Open Design, LLC; Authors: 
Wolfgang Baur, Celeste Conowitch, Darrin Drader, James Introcatso, 
Philip Larwood, Jeff Lee, Kelly Pawlik, Brian Suskind, and Mike 
Welham. Tome of Beasts 3, Copyright 2022, Open Game Design, LLC; 
Authors: Benjamin L. Eastman, Scott Gable, Basheer Ghouse, Richard 
Green, Jeff Lee, Kelly Pawlik, Sebastian Rombach, Brian Suskind, 
Mike Welham. Accursed Arcanum, Copyright 2023, Luke Hart, The 
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