


2POISON EXPLORED

ContentsContents

Poison Explored
Credits..........................................................................................................................................2
Notice of Open Game Content	�������������������������������������������������������������������������������������������������2
Usage Notice...............................................................................................................................2

Poison Explored: Finding and Creating Poison	 3

An Introduction to Poison........................................................................................................3
Potency........................................................................................................................................3
Locating Poisonous Components	����������������������������������������������������������������������������������������������4
Creating Poisons.........................................................................................................................4
Sample Tables..............................................................................................................................6
Optional Poison Rules................................................................................................................7

OPEN GAME LICENSE Version 1.0a 	����������������������������������������������������������������������������� 9

Poison ExploredPoison Explored

Credits
Lead Designer: Zac Chaney

Lead Developer: Ed Robinson

Editors: Ashley “Sunny” Jones, Thomas Townsend

Graphic Designer: Mark MacPherson

Project Management: Ashley “Sunny” Jones

Artwork: Adobe Stock

Notice of Open Game 
Content
Use of Open Game Content: This work Uses Open Game 
Content pursuant to the Open Game License, version 1.0a. 
and may be Used only under and in terms of that license. No 
portion of this work other than the material designated as 
Open Game Content may be reproduced or used in any form 
or fashion without written permission. 

Product Identity: The following are hereby identified and 
designated as Product Identity, as defined in the Open Game 
License version 1.0a, Section 1(e), and are not Open Game 
Content: Poisoning Explored, Luke Hart, The DM Lair, The 
DM Lair LLC, all DM Lair 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. Content that has previously been 
designated as Open Game Content or is in the public domain 
is not included in this designation.

Poison Explored, Copyright © 2022, Luke Hart, The DM 
Lair, LLC. All rights reserved. 

Usage Notice
If you’ve purchased this product either through DM Lair 
patronage or from the DM Lair Store, then you may use all 
the content for your own personal roleplaying games. Such 
games may be either pay-to-play or free; either live streamed, 
private, or uploaded to video-hosting platforms for others to 
view; and/or in-person or online using VTTs.

If you have not purchased this product through either of the 
manners listed above nor received it free of charge directly 
from The DM Lair, you may not use this content in any of 
the manners listed above.

We do ask that you not do any of the following which we 
consider pirating of this product: 

 • Share this product in whole or in part (the PDF and/
or image files of maps and other material) directly with 
anyone else.
 • Upload this product in whole or in part (the PDF and/or 
image files of maps and other material) to a file hosting 
service with the intent of sharing it with others.
 • Import or copy this issue in whole or in part, including 
individual game elements, to any service which may 
attempt to make portions of this publication uploaded 
publicly available or attempt to claim ownership of 
uploaded portions.
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This is an expansion of Reimagining the Bounty of the Land, 
originally published in August 2022. This system relies 
on some of the mechanics introduced in that supplement; 
however, game masters who choose to forgo those 
mechanics in favor of their own can still effectively use this 
to enhance poisons and poisons within their game.

Poisons, venoms, and other poisons have a prominent 
place in many game worlds. They are often regaled as the 
weapon of choice by legendary assassins and monsters, 
only to be snuffed out of importance the moment they 
encounter any of the myriad things that are just immune 
to every poison in the world. There are sample poisons 
available in the basic rules, but these are dreadfully dull; 
almost all of them work the same: make a saving throw 
against taking some damage, or half as much on a success. 
There is even an entire race of elves – the drow – who are 
said to specialize in using poison in their evil deeds… only 
to have it be a dull and unimaginative implementation for 
those few drow lucky enough to have it on their stat block 
at all. Even those few characters who dedicate themselves to 
the dark arts of a poisoner find themselves falling far short 
of their less imaginative comrades. In short, poison in fifth 
edition is bland.

An Introduction to Poison
At their simplest, poisons are compounds that have adverse 
effects when they enter a creature’s body. They vary quite 
a bit in the ways they can get into a creature’s body, but 
broadly speaking, they take four typical routes:

 • Ingested. These poisons must be eaten or drunk to be 
effective. Getting them on the skin or even into a cut is 
insufficient to be affected; these poisons need to absorb 
through the digestive tract into the bloodstream over 
several hours, or they will be harmless.
 • Contact. These poisons are absorbed through the skin and 
soft membranes of the eyes and nose. This typically takes 
just a few minutes before the affected creature feels the 
adverse effects. Poisons that are absorbed through open 
wounds also fall into this category.
 • Inhaled. These are among the most feared poisons, as 
they are often invisible or just barely visible as a faint 
cloud. They are absorbed through the creature’s lungs and 
rapidly become debilitating. These poisons typically take 
less than half a minute to take effect.
 • Injected. This is the route of choice of most venomous 
creatures; their fangs, stingers, or tails typically inject 
potent venom directly into their victim’s bloodstream. 
This route is also the choice of many a would-be assassin, 
as they coat their dagger or arrow in their poison. Poisons 
that are injected typically take effect almost instantly.

Most poisons are created with only a single potential route of 
administration. Creating a toxin that can enter a target’s body 
in different ways is an advanced skill only available to master 
poisoners. However, once completed, most poisons can be 
effectively used by anyone – even a novice – though a master 
poisoner will almost always use them more effectively.

As a note regarding running a game that features poison, it 
is advised not to overuse them. When overused, every aspect 
of the game slows down as players check for poison on every 
surface, before every meal, and after taking every breath. 
Reserving them for assassins and other nefarious people that 
wish to target the characters in difficult-to-detect ways keeps 
them a fresh and unexpected challenge, rather than having 
every NPC carry around vials of potent poison.

GM Note. The basic rules offer slightly different categories and 
explanations of these routes of administration. While not wholly 
inaccurate, they forgo any nuance of how the poison affects a 
victim and treat all options equally. The optional variant rule: 
Administering Poisons later in this supplement offers more 
effective (and more interesting) options based on the four 
categories listed above.

Potency
Whether it is the result of a poisoner toiling over their 
alembic or a natural creation by a fearsome creature, all 
poisons have a measure of potency which determines whom 
the toxin can affect and how strongly it will affect them. 
The primary effect of potency is its ability to affect more 
powerful creatures; however, a more potent poison will, 
on average, be a more dangerous and deadly poison than a 
less potent one.

Baseline Potency
The following chart provides baseline levels of potency for 
different sources of poison.

GM Note. Some creatures may have poison that straddles these 
two values, being partially a natural trait and partially crafted. For 
the most part, simply treating it as a natural trait to determine 
potency is sufficient. However, the game master may also choose 
to have such creatures simulate quickly crafting their poison or 
even use downtime to do so, achieving a less predictable but 
potentially more interesting outcome.

Source of Poison Baseline Potency

Crafted Poison* Calculated as part of the crafting 
process.

Spells Spell level plus the caster’s 
spellcasting ability modifier.

Magic Items and Plants +5 for each tier of rarity, from 
Uncommon at 5 through Artifact at 
25.

Natural Trait of a 
Creature*

Equal two times the creature’s CR.

https://the-dm-lair.myshopify.com/products/reimagining-the-bounty-of-the-land
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Locating Poisonous 
Components
Reimagining the Bounty of the Land provides rules to 
effectively adjudicate foraging and hunting for a wide variety 
of natural items, some of which may be poisonous and 
useful to create highly potent poisons. Hunting for creatures 
with poisons is identical to the process outlined in that 
supplement, with the only change being that the characters 
need to find a creature with a natural poison or venom.

In the case of searching for poisonous plants, however, 
those rules alone would only allow characters to happen 
incidentally upon poisonous plants. The following additional 
rules can be added to those rules to enable characters to 
intentionally locate poisonous plants. Alternatively, the GM 
may choose to forgo those rules entirely in favor of these 
rules; if they decide to do so, they will need to apply their 
own ruling for the time required to be spent and the amount 
that can be harvested.

Locating Poisonous Plants in the 
Area
As with foraging for any other plant, the character must first 
determine if there are any poisonous plants in the area. A 
character should first determine if there are any useful plants 
in the area using the rules located in Reimagining the Bounty 

of the Land. Once the character is aware of useful plants in the 
area, they should refine their search to find poisonous plants 
specifically. This involves an additional check beyond the 
initial check(s) and should be done before fully adjudicating 
the results; additionally, due to the increased danger involved 
in the identification and harvesting of poisonous plants, this 
can only be accomplished by an individual character.

The following are recommended checks to be made when 
searching for these plants. Any character with proficiency 
with a poisoner’s kit has advantage on these checks.

 • Intelligence (Nature) is appropriate if the character is 
carefully observing the plants that have been identified 
and is trying to find the telltale signs of the plant being 
poisonous.
 • Intelligence (Poisoner’s Kit) is appropriate if the character 
is either using past experience crafting poisons or using a 
small guidebook that is included in some kits to identify 
the plants.
 • Wisdom (Animal Handling or Survival) may be 
appropriate if the character is looking for signs of animals 
avoiding the plant or for deceased animals nearby.

If the result of this check is the same or higher than the 
initial check to locate useful plants, the character can identify 
which plants are poisonous. These plants should only be of 
the same rarity as indicated on the chart in Reimagining the 

Bounty of the Land.

Harvesting Poisonous Plants
Once the poisonous plants are identified, the character 
can begin harvesting them. This process is the same as the 
process involved in Reimagining the Bounty of the Land but 
harbors some additional risks. If the GM is not using or 
does not have Reimagining the Bounty of the Land, have the 
character make a check to attempt to harvest the plant with a 
DC commensurate to the rarity of the plant they found.

When the character harvests the plant, they should make the 
following saving throws to ensure that the poisonous parts 
are not destroyed nor accidentally poison themselves. These 
saving throws should be made after determining whether the 
characters successfully harvest the plants, as outlined in the 
previous supplement. For all these saving throws, the DC is 
equal to the DC to harvest the plant, with a maximum of 25.

 • Making a Dexterity saving throw is appropriate if the 
character uses a dexterity-based skill to harvest the plant. 
Failing this saving throw will result in the character 
becoming poisoned by the plant they are trying to gather, 
and the potency of any poison that is crafted is cut in half.
 • Making a Wisdom saving throw is appropriate if the 
character uses either a Wisdom- or Intelligence-based skill 
to harvest the plant. Failing this saving throw will result 
in the poisonous part of the plant being destroyed in the 
harvesting process, and it loses any secondary effects it 
may have had.

Creating Poisons
The vast majority of applications of poisons (at least, those 
characters can get their hands on) will be crafted in some 
capacity. Characters can choose whether they quickly craft 
the poison or use downtime to do so; each has benefits and 
drawbacks, which are described below.

Determining Damage and DCs of a 
Crafted Poison
Use the following chart to determine the amount of damage 
a crafted poison can inflict on a target and the DC required 
to resist the poison’s effects.

Potency Damage DC to resist

0 to 5 1d6 10

6 to 10 3d6 10

11 to 15 5d6 15

16 to 20 7d6 15

21 to 25 9d6 20

26 to 30 11d6 25
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Quick Poison Crafting
Quickly crafting a poison requires eight hours of processing, 
only one hour of which must be spent actively working and 
may coincide with a long rest (this does prevent the character 
from doing any other activity if they also wish to benefit 
from a long rest). This yields a single dose of poison, but a 
character can spend an extra hour of active work to gain a 
second identical dose if they so desire. The character may 
use more than one ingredient per dose; if multiple doses of 
poison are being made, they must use the same ingredients 
in both. When two ingredients are used, the character has 
advantage on the checks to craft the poison; if three or more 
ingredients are used, the character gains an additional +1 
bonus to the checks per extra ingredient.

When a character quickly crafts a poison, they should make 
the following checks:

 • Intelligence (Poisoner’s Kit) to set the process up and 
prepare the equipment for processing.
 • Intelligence (Nature) to effectively prepare the 
components to be turned into a poison.
 • Wisdom (Poisoner’s Kit) to ensure the poison is 
developing in the desired way.

The crafted poison has a potency equal to the lower of the 
two intelligence checks, with a maximum of 15. If the result 
of the last check was at least 15, the poison takes on an 
additional effect beyond simply damaging the target. This 
additional effect is selected randomly from the secondary 
effects of all the components used. Finally, the route of 
administration of the poison (see Optional Variant Rule: 
Administering Poisons below) is always injected when the 
poison is quickly crafted.

Downtime Poison Crafting
Using downtime to craft a poison can produce much 
more potent poisons with much greater control over the 
effects and how they can be administered. Of course, using 
downtime does involve a significant time investment 
which a character either may not want to invest… or might 
not be able to.

Resources. Using downtime to craft poisons requires at least 
one workweek of dedicated effort. Additionally, one must 
have poisonous components that can be developed over 
the week into a viable poison. Part of the process involves 
using reagents that aren’t typically found in nature and 
must be purchased. These reagents cost 100 gp and can be 
found being sold by most general goods merchants, though 
they are probably typically referred to by other names, such 
as “varmint control supplies.” The character can purchase 
additional or higher quality reagents; for each additional 500 
gp spent, the potency of the final poison gains a +1 bonus.

Resolution. Crafting a poison requires using both a poisoner’s 
kit and alchemist’s supplies. To begin the process, the crafter 
must be proficient with at least one of these tools. Once the 
character has the tools required, they must decide how much 
gold they wish to invest into the process, which will not 
affect the checks they must make but will affect the finished 
product. This investment must be made before any checks 
are rolled and cannot be recovered if the process does not 
produce a particularly high-quality poison.

Using downtime to create a poison always results in some 
degree of success. However, creating a low potency toxin 
with poor rolls is still possible, which may be considered a 
failed crafting, particularly if the result is extremely low. The 
actual process involves making three checks. The first two 
are Intelligence (Poisoner’s Kit) and Intelligence (Alchemist’s 
Supplies) to ensure that all the equipment is being used 
properly. The final check is an appropriate check of the 
character’s choice.

Typically, only one week of work is required to make poison 
of any rarity because the components used to make an 
extremely rare poison generally are already potent. However, 
at the game master’s discretion, some poisons may require 
multiple weeks to create – which will involve gathering extra 
materials and investing additional gold.

Components Used and Potency 
Possible 
This chart outlines the potency that can be achieved based on 
the components used. The lowest rarity component should 
always be the one used to determine the potency.

Rarity of Component Potency Range

Common 0 to 10

Uncommon 5 to 15

Rare 10 to 20

Very Rare 15 to 25

Legendary 20 to 30
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Crafting Results
Crafting a poison is unique in that it doesn’t involve 
successes and failures the same way that other crafting 
does. Instead, the poison created may be of exceptionally 
low potency, rendering it virtually useless, though it was 
still technically created. The route of administration for the 
poison is the one described by the components used; if the 
poison was crafted with components that have multiple 
routes of administration, the route the poison uses is selected 
randomly. Likewise, the secondary effect from the poisonous 
components used is always applied; if multiple components 
were used with different secondary effects, select randomly 
which one was applied. When the character makes their 
checks as part of the downtime, compare the results of the 
roll to the potency range possible for the poison to determine 
its final potency.

All Three Rolls Exceed the Maximum of the Potency 

Range. In this case, the poison takes on the maximum 
possible potency for the rarity of the components. If extra 
reagents were purchased at the beginning of the process, 
they are not consumed and may either be resold for one-half 
their original value or saved for future crafting.

At Least One Roll Is at Least the Minimum of the 

Potency Range. In this case, the potency begins at the 
minimum end of the range. For each additional roll that 
was at least the minimum, the potency gains a +1 bonus to 
the potency. If at least one of the rolls was greater than the 
maximum, the potency gains an additional +2. Finally, any 
bonus for purchasing reagents is applied. The potency can 
never exceed the maximum potency possible for the rarity of 
the components used; if an excess of reagents was purchased, 
they are lost and cannot be refunded.

No Rolls are Greater than the Minimum of the 

Potency Range. In this case, the poison has the lowest 
possible potency for the components used and no bonus 
from purchasing additional or higher quality reagents can 
be obtained.

Sample Tables
All poisonous components should have the following elements: a rarity, which is used to determine the possible potencies of 
poisons crafted from it; a preferred route of administration, which determines how the finished poison may be administered 
(unless the crafter has taken the poison master feat described below); and a secondary effect which may be applied to the poison. 

Sample Poisonous Plants

Sample Poisonous/Venomous Creatures

d6 Rarity of Component Plant Route of Administration Secondary Effect

1 Uncommon Yellow-Spore Mushroom Inhaled The target is poisoned for one hour. 

2 Uncommon Paralyzing Fern Skin and Eye Contact The target loses use of one limb for a day.

3 Rare Purple Lilly Injected The target can only regain hit points through 
magical means for 1d4 days.

4 Rare Frost Petal Inhaled The target’s Dexterity score is reduced by 1d6.

5 Very Rare Still Nettle Swallowed The target is paralyzed for 1d4 days.

6 Legendary The Black Bloom Swallowed If the target fails its saving throw, it dies.

d6 Rarity of 
Component

Creature Route of Administration Secondary Effect

1 Uncommon Ettercap Inhaled Creatures that fail their saving throw are stunned for 1d4 rounds.

2 Uncommon Wyvern Injected Creatures that fail their saving throw have their maximum hit points 
reduced by half the amount of poison damage taken.

3 Rare Medusa Skin and Eye Contact Creatures that fail their saving throw are restrained as their body begins to 
petrify. At the end of their next turn, they must repeat the saving throw, 
becoming petrified on a failure or ending the effect on a success.

4 Rare Iron Golem Inhaled Creatures that fail their saving throw take double the poison damage that 
would have been dealt.

5 Very Rare Purple 
Worm

Injected Creatures that fail their saving throw have their Strength score reduced by 
1d6. If this reduces their Strength score to 0, the creature dies.

6 Legendary Ancient 
Green 
Dragon

Inhaled Creatures that fail their saving throw are blinded for 1d4 days. If greater 
restoration is cast on the character, their blindness is only relieved for one 
day.
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Optional Poison Rules
The basic rules regarding poison cause it to be one of 
the least useful options available for both players and 
game masters, which results in it being shunned from 
consideration. These optional rules are designed to make 
it a much more helpful option, particularly for those 
enterprising enough to spend the time carefully crafting their 
poisonous implements.

Optional Variant Rule: Administering 
Poisons
The basic rules outline a few ways poisons may be 
administered but are relatively dull and lack meaningful 
differentiation. This optional rule replaces those rules in 
favor of a more dynamic approach that gives both game 
masters and players more options when they want to explore 
the depth of poison in the game. Regardless of how the 
poison is administered, each dose can only be used once.

Ingested. This type of poison must be consumed, for 
example, as a drink or as part of a meal. These poisons are 
typically tasteless and odorless, though a perceptive creature 
may still identify some telltale signs of the poison. This 
requires a successful Wisdom (Perception) check, with a DC 
equal to 12 + the poison’s potency (maximum of 30); on a 
success, the creature can spit out the food or drink before any 
ill effects occur. Once ingested, the poison takes 1d6 hours 
to work its way into the bloodstream, at which point its 
effects begin. 

Contact. These poisons are absorbed through the skin and 
other membranes, like those around the eyes. They must 
be applied directly to the target’s skin or placed somewhere 
in hopes that it is touched. While it is on a surface, such 
as a banister or a table, it can be seen with a Wisdom 
(Perception) check, with a DC equal to 10 + the poison’s 
potency (maximum of 30). Once successfully applied, 

the poison takes 3d20 minutes to begin taking effect. If a 
creature has one-half or fewer of their hit points remaining 
when they touch the poison, it only takes 1d10 minutes to 
start taking effect, and they have disadvantage on all saving 
throws against that poison.

Inhaled. These poisons are spread by throwing a vial or 
other container that explodes into a cloud of gas. The cloud 
size is determined during the crafting process but can be 
up to 15 feet. A creature in the cloud can use its reaction 
to make a Wisdom (Perception) check; if the result of the 
check is at least equal to 8 + the poison’s potency (maximum 
of 30), the creature may use the same reaction to hold their 
breath. The poison lingers in the air where it originally was 
for up to 15 minutes, though a strong breeze will blow it 
away. If a creature inhales the poison at any time (including 
by failing to hold their breath immediately), it takes effect in 
1d20 seconds.

Injected. These poisons must be directly injected under a 
creature’s skin to go straight into the bloodstream. The most 
common sources of these toxins are creatures with fangs or 
stingers, or individuals who are enterprising enough to adapt 
those creature parts into their own weapons. Weapons that 
deal piercing damage can be coated in this type of poison, 
but unless it was specially made to deliver poison, the target 
has advantage on saving throws against it. If a creature is 
successfully injected with one of these poisons, the effects 
begin instantly.
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Optional Variant Rule: Immunity 
Score
When properly explored, poison stands apart from other 
conditions and sources of damage in myriad ways. It covers a 
broad spectrum of sources, from purely physical to magical; 
it also covers an array of ways of being applied and how it 
works on a creature’s body. Unfortunately, the basic rules 
offer little to exploring this nuance in a game, preferring to 
make creatures of all types equally immune to this aspect 
of the game. The following optional rule corrects this by 
introducing an easy-to-use mechanism by which immunity 
to poison can be overcome using a sufficiently potent poison.

Immunity Score. All creatures have a new ability score, 
referred to as their Immunity score, which replaces their 
previous immunity or resistance to poison. For most 
creatures, this score is 0, reflecting no innate resistance or 
immunity to poisons. Creatures who were immune have 
a base Immunity score equal to their challenge rating or 
character level; those who were only resistant have a base 
Immunity score equal to half their challenge rating or 
character level (rounded down). This results in creatures 
who are immune to some, but not all, poisons. Poisons with 
a potency value greater than a creature’s Immunity score 
have the potential to overcome their immunity. 

Bonus to Immunity. A creature can attain a bonus to their 
Immunity score in several ways. Spells that grant immunity 
to poison now increase the Immunity score by an amount 
equal to their spell level. For example, a character benefiting 
from Heroes’ Feast gains a +6 bonus to their Immunity 
score. Magic items that grant immunity to poison likewise 
increase the bearer’s Immunity score based on their rarity, 
beginning with uncommon granting a +2 through legendary 
granting a +5.

Immunity versus Potency. When a poison is used against 
a creature, the game master should first compare the potency 
value of the poison to the creature’s Immunity score. If the 
creature’s Immunity score is greater than or equal to the 
potency value of the poison, it has no effect. However, if the 
potency value of the poison exceeds the creature’s Immunity 
score, then the poison works as usual, regardless of the 
creature’s previous immunity.

Poison Resilience. Certain creatures previously immune 
to poison may be given this additional trait to reflect their 
superior poison resilience. The creature may make all saving 
throws against poisons with advantage, even if another 
source gives them disadvantage. Additionally, when the 
creature is subject to a saving throw against a poison, it 
instead takes no damage if it succeeds on the saving throw, 
and only half damage if it fails. Secondary effects still work 
normally on a failed saving throw.

The game master is encouraged to use their discretion 
regarding when to apply this trait. Not all creatures immune 
to poison should be given this ability, as they shouldn’t stand 
above others in terms of their immunity. Giving this trait to 
player characters whose class features (such as those playing 
a monk) provide immunity to poison is recommended, as 
those are often core and iconic features that one would be 
remiss to fully take away.

Undead and Constructs. Undead and constructs are slight 
outliers in the context of the various types of creatures. Because 
poisons are typically designed to work on living things, undead 
and constructs remain entirely immune to most poisons, 
regardless of potency. However, poisons that affect them can 
still be created; they just have to be specially made and can only 
affect the target creature type.

Optional Feat: Poison Master
Prerequisite: Intelligence score of 14 or higher; proficiency with 

alchemist’s supplies or poisoner’s kit

Through careful study of poisons, you have mastered 
the art of crafting and using them, providing you the 
following benefits:

 • When you are crafting a poison, you make 1d4 + your 
Proficiency Bonus doses rather than just one without 
having to expend additional resources.

 • When you are crafting a poison that has multiple potential 
routes of administration, you may choose the route of 
administration that results from the crafting.

 • When you craft a poison that has multiple potential 
secondary effects, you may select which secondary effect is 
applied, rather than leaving it to chance.

 • You may apply one dose of your crafted poisons to your 
weapon once per round without using an action. You may 
apply one additional dose of poison using a bonus action.
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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. 
Poisoning Explored, Copyright 2022, Luke Hart, The DM Lair, LLC.
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