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Introduction

to rumors, another priesthood came to the temple
and began repairing it. But these priests were
secretive and more than a little ominous, and
those trappers and hunters who frequented the
region gave the temple a wide berth. Over the
next few years, the priests were seen less and less,
until finally all assumed they had died out.

The temple stands on a rocky prominence
overlooking the sea, a week's ride north of
Slateholm. Once long ago a thriving town was
nearby, and the townsfolk came to the temple to
give tribute to the sea god; but the town was
overrun in the first Goblin War, and the temple
sacked and turned into a hobgoblin fortress. After
the hobgoblins were vanquished, the temple lay
empty most of a hundred years before, according

Lately, though, strange tales have begun to
circulate about things half-seen within the temple,
or lurking in the woods nearby…

If you might be a player in this adventure, stop reading now! Beyond this point lies information meant
only for the Game Master's eyes!
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Setting the Mood

Upper Level Key

Whether it’s day or night, there’s a storm coming
when the players approach the temple. The sea
air is picking up, thunder booms in the distance,
and a few splotches of rain can be felt.

1. PORTICO:
As you approach the temple you see a raised
platform with pillars on each side of the central
doors, wrapping around the corner. Most are
crumbling, but still stand at least ten feet tall. On
the left and right of the raised platform are
several rose bushes, growing to the corners of
the temple. There are two large green orbs
implanted into the wall on either side behind the
pillars.

Wandering Monsters
The GM should roll for a random encounter each
turn the adventurers are in a corridor, and every
other turn when they are not. Roll 1d6; on a 1, one
of the following encounters will occur.
1.

2 Shriekers: AC 13, HD 3, #At Special, Dam
None, Mv 5’, Sv F1, Ml 12, XP 145 ea.
HP 9 ☐☐☐☐☐ ☐☐☐☐
13 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐

The green orbs are high off the ground, and are
immune to physical damage. The double doors
aren’t locked, but it will take at least two higherstrength characters to get them open. The rose
bushes are actually blood roses; if the players stay
on the platform they won’t react, but if they step
off the platform near the roses they will have a 1 in
1d6 chance of smelling its scent on the sea air.

2.

Black Pudding: AC 14, HD 10* (+9), #At 1
pseudopod, Dam 3d8, Mv 20’, Sv F10, Ml 12,
XP 1,390
HP 43 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐

6 Blood Roses: AC 13, HD 3*, #At 1 to 3 + blood
drain, Dam 1d6, Mv 1', Sv F2, Ml 12, XP 175 ea.

3.

3 Blink Dogs: AC 15, HD 4*, #At 1 bite, Dam
1d6, Mv 40’, Sv F4, Ml 6, XP 280 ea.
HP 19 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐
16 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐
12 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐

HP 17
12
20
9
12
9

4.

6 Giant Centipedes: AC 11, HD 1d4 HP*, #At 1
bite, Dam poison, Mv 40’, Sv NM, Ml 7, XP 13
ea.
HP 4 ☐☐☐☐
3 ☐☐☐
2 ☐☐
4 ☐☐☐☐
3 ☐☐☐
2 ☐☐

☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐
☐☐☐☐☐ ☐☐☐☐

2.
As soon as you open the doors you notice the
holes in the roof above, lending to the coolerthan-expected air in here. Straight ahead are
another set of double doors, and to the left and
right are single doors. There is a large hanging
light fixture, with three large orbs emanating
yellow light. Ahead of the doors, on the left and
right walls, are large paintings depicting men
and women gathered in the countryside.

5.

3 Dopplegangers: AC 15, HD 4*, #At 1 fist,
Dam 1d12 or by weapon, Mv 30’, Sv F4, Ml 10,
XP 280 ea.
HP 19 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐
13 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐
15 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
6.

Gelatinous Cube: AC 12, HD 4*, #At 1, Dam
2d4+paralysis, Mv 20’, Sv F2, Ml 12, XP 280
HP 20 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐

2

Descent Into Culwich

Adventure Key

3.

6.

The roof in here is mostly intact, but it doesn’t
insulate from the increasing thunder outside.
There is a heavy layer of dust over the chairs and
table in the middle. There is a large fireplace
opposite the door on the west wall; it is oddly
empty and clean. On the east side is a heavy
and intricate mass of webbing, growing out up
to the ceiling. There are skeletons of rats and
other small creatures on the floor and stuck into
the web. Even in torchlight you can barely see
two large black masses in the corners.

Ahead are stairs leading down; they are quite
steep, and require a hand on the wall to steady
oneself. After a few flights the stairs bend left,
and you come to a landing, with one more flight
of stairs down. In front of you is a large door, and
to the left are another set of straight stairs further
down.
The door to access the stairs is locked, and requires
the key from area 13.
7.

2 Giant Black Widow Spiders: AC 14, HD 3*, #At 1
bite, Dam 2d6+poison, Mv 20’ Web 40’, Sv F3, Ml 8,
XP 175 ea.
HP

Several large holes in the roof have given way to
a large puddle/pond of mucky water in the
southwest corner. You hear a sloshing sound.

9 ☐☐☐☐☐ ☐☐☐☐
8 ☐☐☐☐☐ ☐☐☐

Giant Leech: AC 17, HD 6, #At 1 bite+hold, Dam
1d6+1d6/round, Mv 30’, Sv F6, Ml 10, XP 500

4.

HP 26 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐

Upon opening the door you see several large
holes in the roof. On the opposite wall is a large
fireplace, filled with soaked logs and ash. In the
northwest and southwest corner three bats are
hanging from the ceiling, asleep.

8.
There are several smaller holes in the roof, but it
looks like someone patched them. On the east
and north walls are floor-to-ceiling shelving, filled
with barrels, bottles, and jugs of various drink.

Unless the PCs make loud noises the giant bats
won’t awaken (due to the noises from the storm).
3 Giant Bats: AC 14, HD 2, #At 1 bite, Dam 1d4, Mv
10' Fly 60' (10'), Sv F2, Ml 8, XP 75 ea.
HP

If the PCs smell or taste any of the stored drinks
they will discover various ales, meads, wines, and
ports; all are still fresh.

8 ☐☐☐☐☐ ☐☐☐
7 ☐☐☐☐☐ ☐☐
10 ☐☐☐☐☐ ☐☐☐☐☐

9.
The roof is intact in here. There are large piles of
hay and sacks of dry food stores stacked against
the west wall.

5.
The roof in here is completely intact, lending to
much drier air. Opposite the door is a small
fireplace with several logs in it.

If the PCs disturb anything, the giant rats will
emerge and attack.

If the PCs light the logs on fire, it will illuminate a
scrawled message on the southeast wall: “”. This
message can’t be viewed with any other light.

4 Giant Rats: AC 13, HD 1d4HP, #At 1 bite, Dam
1d4+disease, Mv 40’ Swim 20’, Sv F1, Ml 8, XP 10 ea.
HP

3

1
4
2
3

☐
☐☐☐☐
☐☐
☐☐☐
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10.

13.

As soon as you open the door you see corpses
piled everywhere. Even at a cursory glance you
see various races including human, orc, and
more.

Against the opposite wall is a very large, wide
desk, with a set of four drawers on each side. On
top is a writing quill in its holder, three bottles of
ink of different colors, and several sheets of
papyrus with indecipherable scribblings on each
one.

If the PCs disturb any of the bodies they risk the rot
grubs attaching and penetrating their skin.

The key to area 6 is located in the middle right
drawer. All but two drawers are locked, and to
open them they must be fully pulled out in a
certain order, with the final drawer being the one
with the key. This pattern is left up to the GM to
decide.

5 Rot Grubs: AC 10, HD 1 HP, #At 1 bite, Dam
special, Mv 5’, Sv F1, Ml 12, XP 10 ea.
HP

1
1
1
1
1

☐
☐
☐
☐
☐

14.
Upon opening the doors you notice that almost
the entire roof is gone! There is a row of pillars on
each side parallel to the walls. Similar to the ones
out front these are in various states of decay, but
the back left pillar has completely collapsed. The
air is even cooler in here, the humidity from the
nearby sea soaked into everything.

11.
As soon as you open the door you can smell the
cured and smoked meats and cheeses. They are
piled up on shelves, as well as hanging from the
ceiling. Even at a cursory glance you can tell
many have been opened and nibbled on.

Walking past the rows of rotting wooden pews,
the walls flare out for about twenty feet before
turning to meet each other at the back of the
sanctuary. The back half of this large open area
is a raised dais, with a surprisingly small altar in
the center. The left-side wall behind the dais has
a large hole in it. Stone fragments and other
debris litter the dais.

4 Giant Rats: AC 13, HD 1d4 HP, #At 1 bite, Dam
1d4+disease, Mv 40’ Swim 20’, Sv F1, Ml 8, XP 10 ea.
HP

1
4
2
3

☐
☐☐☐☐
☐☐
☐☐☐

12.

Astute PCs will observe that all of the debris is
inside, and not outside… Lined on each side of the
altar parallel to the back walls are six gargoyles,
each perched on a large obsidian base in
different poses. They will not attack unless a PC
moves within two feet.

There are makeshift beds lined up against the
walls. Old worn shoes and clothes are piled onto
and beside each one.
There is nothing of interest in this room.

6 Gargoyles: AC 15‡, HD 4**, #At 2 claws/1 bite/1
horn, Dam 1d4/1d4/1d6/1d4, Mv 30' Fly 50' (15'), Sv
F6, Ml 11, XP 320 ea.
HP 14 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐
19 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐
25 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐
16 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐
12 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐
15 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
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Behind the altar are several leather sacks,
containing 2,000 cp, 600 ep, and 1 statuette (worth
700 gp).

Middle Level Key
15.
You notice the door is extremely moldy, slime
reflecting any torch or other light. Budging the
door open, you see patches of mold and mildew
all over the walls and ceiling.

17.

While most of the mold and mildew is fairly benign
unless the PCs disturb it or stay in the room too
long, on the back wall is a distinct patch of yellow
mold.

There is a pile of skeletons in the northwest
corner. Weapons, shields, and supplies are
scattered across the room. In the southeast
corner is a gate of wrought iron.

Yellow Mold: AC n/a, HD 2*, #At special, Dam
special, Mv 0’, Sv NM, Ml n/a, XP 100

The trap door in the ceiling here is hidden (found
as a secret door). Scrounging around in one of the
piles of weapons and armor is a rust monster.

7 ☐☐☐☐☐ ☐☐

HP

Rust Monster: AC 18, HD 5*, #At 1 antenna, Dam
special, Mv 40’, Sv F5, Ml 7, XP 405

16.
There are several small beds against the north
and south walls, and a table near the door on
the west wall. Sitting around it are four small
humanoids with twitchy noses and mouth, and
small black beady eyes.

HP 19 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐
If the players take the time to search through all
the items and the pile of skeletons, they will find in
total 2,400 gp, 2,800 sp, 1 pearl (worth 500 gp), 1
topaz (worth 500 gp, 1 sardonyx (worth 50 gp), 1
Potion of Fire Resistance, 1 Scroll of Protection from
Evil, and 1 Scroll of Protection from Lycanthropes.

4 Lycanthrope, Wererats*: AC 13†, HD 3*, #At 1 bite
or 1 weapon, Dam 1d4 or 1d6 or by weapon, Mv
40’, Sv F3, Ml 8, XP 175 ea.
HP

9
13
13
16

☐☐☐☐☐ ☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐

Tucked under the beds is 1,800 cp, 1,500 sp, and
600 ep.
16a.
The door is locked; the key is on one of the
wererat’s person.
The entire floor of this closet is a hidden pit trap. A
secret door at the bottom of the pit connects to
room 21.

5
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20.
The ground is completely covered in dirt,
anywhere from several inches to a foot or more
in some areas. There are several large holes in
the wall, some filled in with dirt while others
partially open.
If the PCs spend more than 1 round in the room,
the tentacle worms will emerge from the holes in
the wall.
2 Tentacle Worms: AC 13, HD 3*, #At 6 tentacles,
Dam paralysis, Mv 40’, Sv F3, Ml 9, XP 175 ea.

18.
There are large yellow orbs embedded in the
walls, flickering light at random. Every time one
of them does, you swear there was something
else in the room with you.

HP 13 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐
20 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
If the PCs take the time to sift through all the dirt on
the floor, they will find 2,100 cp, 1,100 ep, 1,300 gp,
1 brooch (worth 900 gp), and 1 chain (worth 1,300
gp).

The secret room connected to this area is a short
corridor leading to an open 5' square pit. A set of
iron rungs leads down 40 feet into the darkness,
opening into a 10 foot cubical room with a trap
door in the floor. It is this trap door that connects
to room 17, above (which, perhaps somewhat
confusingly, is below room 18).

21.
As soon as you open the door you see several
large cats, but with a blink they’ve moved to
completely different positions!

2 Shadows: AC 13‡, HD 2*, #At 1 touch, Dam 1d4 +
1 point Strength loss, Mv 30’, Sv F2, Ml 12, XP 100
ea.

3 Displacers: AC 16, HD 6*, #At 2 blades, Dam
1d8/1d8, Mv 50’, Sv F6, Ml 8, XP 555 ea.

HP 11 ☐☐☐☐☐ ☐☐☐☐☐ ☐
8 ☐☐☐☐☐ ☐☐☐

HP 24 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐
26 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐
31 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐

Piled in the northeast corner is 1,800 gp, 1,00 pp, 1
Potion of Healing, 1 Scroll of Protection from
Lycanthropes, 1 Scroll of Protection from Magic,
and 1 Scroll of Three Magic-User Spells (continual
darkness, ESP, protection from normal missiles).

Taking the time to search through all the rubble
and mess will yield 2,000 gp, 1 pearl (worth 500 gp),
2 peridots (worth 100 gp each), 1 Potion of
Polymorph Self, and 1 Scroll of Protection from
Elementals.

19.
There is a large wooden chest of drawers against
the wall, and two large green crystal orbs inset in
the ceiling, casting a soft green light.
Inside the chest of drawers is 4,800 gp, 1,100 pp, 1
Map to Type G Treasure (far from the temple), 1
Potion of Heroism, and 1 Ring of Fire Resistance.
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26.
There are small orbs embedded into the walls,
emanating soft light that slowly shifts through the
color spectrum. There are two large empty tubs,
each with a wood sidetable with soaps and
brushes on them. Beside them are empty
wooden buckets. There is a large round inset
medallion in the south wall, and next to it is a
small hole.

22.
Opening the doors, you can barely see another
door in the west wall because it is boarded up,
along with stacks of barrels, sandbags, etc. in
front of it. On the north wall next to it is an arrow
pointing at the doors, drawn in what appears to
be blood.

The medallion cannot be removed, and if pressed
it sinks in for a few seconds before returning flush to
the wall. It must be pressed at the same time as
the one in area 25 for the secret stone panels to
open. The hole is the other end of the narrow
opening connecting to the hole in area 25.

23.
There are four beds against the walls, each with
a rotting corpse on it. They sit up and groan in
unison.
4 Zombies: AC 12, HD 2, #At 1 weapon, Dam 1d8
or by weapon, Mv 20’, Sv F2, Ml 12, XP 75 ea.
HP 10
15
13
10

27.

☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐
☐☐☐☐☐ ☐☐☐☐☐

You can see a single source of light shining from
the inset wall in the middle of the north side.
Within the soft glow in this hallway you see
shifting humanoid shapes.
2 Wraiths: AC 15‡, HD 4**, #At 1 touch, Dam 1d6 +
energy drain (1 level), Mv Fly 80’, Sv F4, Ml 12, XP
320 ea.

24.
There are shelves lining the walls, filled with
tattered clothing, bedding, and cleaning
supplies.

HP 27 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐
25 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐

There is nothing of interest in this room.
25.
There are several large desks against
each made from a different wood.
various books and writing materials on
a large round inset medallion in the
corner, and next to it is a small hole.

On the ground below the embedded yellow orb is
2,200 gp, 600 cp, 1 Bag of Holding, 1 Cursed Scroll,
and 1 Potion of Delusion.

the walls,
Each has
it. There is
northwest

28.
Coming around the corner, you see two doors
side-by-side in the middle of the north wall, with
two large metal statues on each side. Opposite
of the doors, the wall is set back ten feet. Within
that additional space is A shallow but wide
table, covered in a mass of candles now all
melted into one gigantic waxy blob, only a few
stray wicks sticking up. Above the table is a
framed painting of an old man in robes. At the
other end of the hall it turns left, ending at a
door.

None of the desks have anything in their drawers.
The medallion cannot be removed, and if pressed
it sinks in for a few seconds before returning flush to
the wall. It must be pressed at the same time as
the one in area 26 for the secret stone panels to
open. The small hole is about an inch wide, but the
end of it can’t be determined. It allows
communication to anyone in area 26, allowing two
PCs to know when to press the medallions
simultaneously.

At the west end of the hall is a secret door.
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4 Iron Living Statues: AC 18, HD 4*, #At 2 fists, Dam
1d8/1d8+special, Mv 10’, Sv F4, Ml 12, XP 280 ea.
HP 15
17
16
17

32.
In the southwest corner is a bed, flanked by lit
torches on either side. Laying on the bed is a
young woman in a white dress.

☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐

Medusa: AC 12, HD 4**, #At 1 snakebite+gaze,
Dam 1d6+poison+petrification, Mv 30’, Sv F4, Ml 8,
XP 320

29.

HP 15 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐

HP 17 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐

Underneath the bed is 900 pp, 1 Potion of
Clairvoyance, 1 Scroll of Protection from Undead,
and 1 Scroll of Three Clerical Spells (remove fear*,
silence 15' radius, speak with dead).

30.

33.

Gray Ooze: AC 12, HD 3*, #At 1 pseudopod, Dam
2d8, Mv 1’, Sv F3, Ml 12, XP 175

At the end of this long hallway you see a door
slightly ajar, with wavering blue light pulsating
through the open space. Pushing the door open
enough to peek around, you see a floating
hexagonal blue gem in the northeast corner,
rotating and shining blue light with every turn.
Sitting in the northeast corner in a plush chair is a
man in robes, with a large slashing wound across
his chest.

A small landing sits above two flights of stairs
going down. You can see the bottom of the
stairs are illuminated in bright red light. As you
reach the bottom of the stairs you find yourself
standing on a raised dais. Embedded in the east
and west walls are large red orbs about ten feet
up, spaced out every twenty feet. There are four
large pillars on each side parallel to the walls, the
first of which are set into the dais.

This light is harmless, but if anyone touches the gem
with bare hands they will receive 1d6 points of frost
damage per turn/round.

Crouched at the north end against the curved
wall is a large humanoid figure, rising to its feet.
Large spiraled horns and tucked wings are the
first thing you notice, then you notice where its
legs should be is fading black smoke.

Spectre: AC 17‡, HD 6**, #At 1 touch, Dam energy
drain 2 lvls/touch, Mv Fly 100’, Sv F6, Ml 11, XP 610

Note: For details on the Shadow Fiend, please see
the Basic Fantasy RPG Field Guide 2, another free
download from the website.

HP 32 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐
Piled on both sides of the chair are 1,100 ep, 1
Potion of Gaseous Form, 1 Scroll of Darkvision, 1
Scroll of Six Magic-User Spells (anti-magic shell,
clairvoyance, continual light, dispel magic, knock,
wizard eye), and a Shield +1.

Shadow Fiend Infernal*: AC 18‡, HD 8*, #At 1 touch
or 1 spell, Dam 1d6, Mv Fly 180’, Sv T14, Ml 9, XP 665
HP 46 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐
☐☐☐☐☐ ☐

31.

Piled behind the northeast pillar is 1,500 gp, 1 Ring
of Protection + 1, 1 Scroll of Protection from
Elementals, and 1 Shortbow + 3.

Against the north wall is a rack of weapons,
containing various swords, axes, and a couple
maces, hammers, and longbows. Opposite the
door is a stand with a suit of plate mail armor.
Hanging on the south wall are two shields.
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not Open Game Content, and remains the property of the copyright holder.
Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7):
(A) product and product line names, including Basic Fantasy Role-Playing Game;
(B) all artwork, logos, symbols, graphic designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual
representations, including the “eye" logo, which is the personal trademark of Chris
Gonnerman for his various products; (C) logos and trademarks, including any
trademark or registered trademark clearly identified as product identity by the
owner of the product identity, and which specifically excludes the open game
content.
More information on the Open Game License can be found at:
http://www.wizards.com/d20
The terms of the Open Game License Version 1.0a are as follows:
The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners
who have contributed Open Game Content; (b)"Derivative Material" means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted; (c) "Distribute" means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity.
(e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by
the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

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 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games;
Authors Davis Chenault and Mac Golden.
Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord
Games.
Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris Gonnerman.
Descent Into Culwich Copyright © 2019 James Lemon.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.
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