A Primer of the world of Ptalmanar
by Living Imagination, Inc.

Welcome to the world of Ptalmanar, where two empires
represent the cradle of civilization while foreign powers
loom off every horizon, watching for signs of weakness. As
the Imperial rulers find their lands extended to their natu-
ral boundaries, great sailing ships strike out across the
oceans in search of new lands to colonize for the glory of
the crown. The riches flow from the colonies back to the
coffers of the King and Queen, as pirates with no alle-
giances at all strike at the laden ships, announcing their
presence with the sharp sound of a cannon’s roar. As the
mortals wage their wars and struggle to expand, twelve
gods watch from above, locked in their own eternal conflict.
They sit poised upon the Divine Wheel, three of light, three
of darkness and six in between. Each god stares across at
their enemy, their personal adversary in the divine strug-
gle. High priests stand in sanctified temples, speaking with
the authority of heaven, guiding their initiates to exercise
the will of their patron deity.

Included here is an overview of the campaign setting,
going over some of the unique aspects of our world and the
rules we have introduced. The following is intended as a
primer for prospective players and game masters, so they
can get a snapshot of the world of Ptalmanar and the Twin
Crowns campaign setting. We have introduced many new
concepts to the standard model of fantasy gaming.

The world of Twin Crowns offers four new races, in-
cluding a unique spin on the existing races; new skills to
represent the advance of technology; over a hundred new
feats to allow any character, not just Clerics and Paladins,
to wield some of the power of their deity; a detailed descrip-
tion of firearms, cannons, and other devices new to the
world; detailed rules for designing and building ships, the
journeys they will take, and perils they will face; an intri-
cate system of faith and devotion with the power structure
of twelve unique churches; many new spells reflecting the
character of this campaign setting; and finally an entirely
original ritual system for wizards, sorcerers, clerics, and
druids with over 100 rituals available.

The overall character of the Twin Crowns world is that
of fantasy swords and sorcery. There is enough variety in
the different locations described to craft a campaign that is
decidedly medieval, one with a more renaissance feel to it,
or one gripped in an age of exploration. Vast naval explo-
ration has begun, colonization of the New World began only
20 years ago, and the horizons don’t seem nearly as far
away anymore. The world of Ptalmanar is not a perfect
place. There is enough evil and social strife in the world to
both entice villains and inspire heroes. There is also a vi-
brant economic and political system so campaigns can
have a more subtle side. The world can accommodate a va-
riety of campaign themes, from dark and gritty to light-
hearted and hopeful.
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The People of Ptalmanar

Twin Crowns is a supplement for Dungeons & Dragons
by Wizards of the Coast, and as such uses many of the
races found in the core rulebooks. The two notable excep-
tions are the gnome and the halfling, who do not exist on
Ptalmanar. In addition to elves, dwarves, half-elves, hu-
mans and half-orcs we offer two new breeds of elf and three
entirely new races.

Kithraas are a playful aquatic race that have recently
made their way to the coastal lands of Ptalmanar. Created
only a century ago by the god Argon, the Kithraas are a
sexless humanoid that can breathe water as easily as they
breathe air. They live in undersea communities near the
coasts where they share stories and raise their hatchlings.
Each Kithraas gives birth to one egg every year that they
must protect and keep safe until it hatches.

Khesta are short and jolly folk who claim to be the
chosen race of Brashtamere, the god of Joy. They have a
powerful love of life, and embrace even the most menial
tasks with a smile. They are well accepted in society and
primarily live among the humans of both empires. There is
one city in Novarum, Kinholm, that is peopled entirely with
Khesta and that many of the short folk call their ancestral
home. Khesta are born with inherent luck, and despite
their penchant for mischief and merrymaking, seem to be
able to avoid the greatest dangers easily, even when those
dangers are self-inflicted.

Shallorians are a race of tall, feline humanoids. With
thick fur and sharp claws, Shallorians are often scorned in
human society, perceived as monstrous and threatening.
Past history shows a time when humans enslaved Shallori-
ans, and even in more enlightened times the royalty has
imposed laws that persecute the Shallorians. While few of
these laws still exist, the Shallorians have a strong sense of
racial pride and unity, and look upon most others as out-
siders that would only seek to keep them down.

Wild Elves and High Elves are new to the Empires of
Ptalmanar. One hundred years ago the navies of the High
Elves sailed across the Quilla Ocean and invaded the west-
ern coast of Scolia. The mortal man Argon created a great
explosive device known as the Grand Petard, and in one fell
act, destroyed the invading ships and devastated the
Scolian city of Seagate. Seagate is nothing but a crater of
rubble, but the invasion was diverted and the unprepared
Empire was saved from certain defeat. High Elves are a
militant, expansionist, and fanatical race of racial purists
that live on the far side of the continent known as the New
World. The Northern and Southern colonies are constantly
staving off attacks from the High Elves who seem to want
nothing more than to purge the humans from their home-
land.

The wild elves, on the other hand, have been peaceful
neighbors to the colonists. Living in the forests of the New
World, wild elves are a nomadic, primitive culture with a
strong affinity for their natural surroundings. Very few
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wild elves have made the trip across the Quilla back to the
Empires and, outside of the colonies, are often treated as
an oddity.

Twin Crowns uses all of the base-classes listed in the core
rulebooks, and would be characterized as a high fantasy
setting. Magic is fairly common, with wizards and sorcer-
ers gathering in guilds to consolidate their power and
knowledge. Monsters haunt the dark corners of the world
while the main cities are well-protected and cosmopolitan
in nature. On the fringes of the civilized world are vast ex-
panses of untouched wilderness, unexplored islands and
continents, and savage kingdoms of orcs and other mon-
strosities.

Faith and Religion

Religion permeates all aspects of life on Ptalmanar.
Whether you are a commoner or a noble, a hermit or a city
dweller, a member of a remote barbarian tribe or a scholar
at the finest university of Scolia, the divine powers that cre-
ated Ptalmanar and continuously shape its destiny will
have a direct impact on your life. Both on a personal level
and in the political arena, religion to a large part drives the
societies of the world. Even though some people may
choose to avoid interaction with the churches and gods as
much as possible, nobody denies the fact that the gods are
always close.

The Balance of the Wheel of the Gods

The Wheel is a commonly used representation of the
relationship of the gods to each other, with each god placed
in opposition to its divine counterpart. The Maker, god of
Creation, is always placed at the top of the Wheel, while
the Unmaker, god of Destruction, sits at the bottom. As
told in the Creation Myth, these two gods are the opposite
poles from which all others have sprung. It is commonly
believed that the Maker and Unmaker are the only truly
immortal gods, and that the others can change and even be
slain, as was evidenced by the events during the fairly re-
cent Time of Great Change.

The Maker and the gods on either side of the Maker —
Solaron, god of Justice, and Mirenae, goddess of Healing, —
make up a group that is often referred to as the Gods of
Light. They stand in direct opposition to three gods com-
monly known as the Gods of Darkness — Ullon, god of De-
ceit and Murder, and Grumach, god of Rot and Undeath.
The worship of the Gods of Darkness is proscribed in the
empires, and most civilized worlds. The evils perpetuated
and fostered by these three dark gods and their followers
pose a constant challenge to the Gods of Light and their
flock. While they may work through others, ultimately al-
most all evil plans and events can eventually be traced
back to at least one of the dark three.

To either side of these two groups stand gods associ-
ated with aspects of life that commonly have both good and
evil facets. Bellinger, as the goddess of War, espouses vio-
lence and conflict, representing a fact of life that everyone
may be forced to confront at some point — that the solution
to an issue may require violent action. Her opposite, Jaad,
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the god of Peace and Wisdom, promotes peace and the col-
lection of knowledge, which sometimes comes at the ex-
pense of avoiding necessary change or acquiescing to op-
pressive rules. Brashtamere, god of Happiness, provides
the people with joy and laughter, but his parties can spill
over into the vices of drunkenness, lust, and gluttony. Ar-
tifice, god of Profit, looks after the material interests of his
followers, whether they are used for the betterment of soci-
ety, or only selfish greed — many an honest merchant has
been called a cutthroat by people unable to afford his
wares. All four of these gods each have two paths; two dis-
tinct methods of worship that are often contradictory to
one another.

Balanced in the middle between light and dark, but op-
posing each other, are Argon and the Wylds. Both repre-
sent the balance of creation and destruction, but the dis-
agreements between these two gods are almost as funda-
mental as those between the gods of light and dark. The
Wylds, the twin gods of Nature, represent nature in all its
free beauty and all its potential uncontrolled violence. Ar-
gon, on the other hand, is the god of Technology and Civili-
zation, who seeks to harness nature, and to see the forces
of creation and destruction finely controlled and guided by
his followers.

The Devout

An unknown High Priestess of Bellinger, overheard
speaking to a High Priest of Artifice:

“Things are a lot different these days... at least that’s
what I've read. There may only be twelve gods, but some-
times it feels like two hundred. I swear, in the last hundred
years, everyone seems to have gotten their own idea about
how to worship. I'm a devotee of the path of the Warrior,
Bellinger’s greatest fury running through my veins. I can
make my weapon burst into flame as I fight, I know no
fear... and then I run into another high priest. Sure he wor-
ships Bellinger, but he’s on the path of the Tactician. He
tells me what to do, like suddenly he’s superior to me simply
because he knows tactics. I'm sure you can understand,
with Artifice having two established paths as well...

“But this isn’t all I'm talking about! Even churches like
Solaron and the Maker have factions arguing with one an-
other! One Solaroni is dedicated to law and order, serving
as the captain of the militia in Alnwick, while another one,
initiated by the same high priest, is so caught up in the con-
cept of justice, he’s gone vigilante. Two initiates, inducted to
the same church, under the same patron, by the same high
priest, and they’re mortal enemies. I hear the vigilante is
wanted for murder in Alnwick now, with a 700 gold reward
on his head. If that’s true maybe one of your faith will try to
collect the bounty. Imagine that... one Solaroni paying an
Artifician to kill another Solaroni.

“A lot of high priests lament that they don’t get more di-
rect orders from the Twelve when it comes to leading their
flocks, but honestly, I'm glad they don’t. Ambiguity leads to
argument, and argument leads to conflict. I'm in the War
business... and as long as the people have the freedom to
interpret the tenets their own way, business is good.”

Most of the people of Ptalmanar worship at least one of
the gods. Far fewer are the numbers of the Initiates - those
followers who dedicate their efforts to promoting the goals
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of their god. These true faithful have pledged to devote
their life to fulfilling the tenets of their god, and are often
the foot soldiers in the mortal world for the conflicts be-
tween the gods.

Worshipper

A large majority of the people chooses to worship one of
the gods. In the empires, which are primarily good aligned,
this is most often the Maker. Worshippers are so by their
own choice. Declaring oneself a worshipper of a god carries
no requirements or responsibilities in itself. It also carries
no direct benefit or, conversely, penalty when changing
one’s worship.

Initiate

Becoming an Initiate of a god requires true dedication.
Primarily, you must be within one alignment step of your
chosen deity. Four of the gods have two paths (different
emphasis of worship), in which case you must be within
one alignment step of your chosen path. You must also
prove your devotion to the god and your understanding of
and commitment to the god’s tenets. You must prove this
to the satisfaction both in the eyes of the god as well as the
representatives of the church where you wish to become
initiated. When the church’s representatives have accepted
you as a potential new Initiate, a High Priest must cast the
ritual of Initiation upon you. You may be required to pro-
vide the necessary korba or perform some quest before this
ritual will be performed. When the ritual is completed, in
that instant the god personally will judge you and choose
whether to accept you as an initiate. A member of any class
can become initiated, although some churches may have
other special requirements.

Initiation carries with it great responsibilities. You
may be called upon by your church to represent and de-
fend its interests. You are expected to hold the tenets of
your god above all other rules and restrictions. Note that
while it rarely comes to outright conflict for any but the
dark gods, it is not uncommon for the goals and tenets of a
church to be at odds with the civil authority and civil laws.
Combined with the often-opposing interests of the other
churches, you will face many challenging situations. The
benefits of initiation, however, are also great. Apart from
the obvious advantages of being a member of such a dedi-
cated and powerful organization as a church, your god also
grants you special powers. This takes the form Divine
Feats, which are only available to initiates of a specific god.
You may choose to take one of these whenever your char-
acter gains a normal feat as appropriate. You may, how-
ever, take each Divine Feat only once. Each initiate has
seven Divine Feats they can take throughout their adven-
turing career that is unique to their patron deity. As an
Initiate you are also taught the Ceremony of Life, which will
enable you to raise spirits in a shrine, temple, or cathedral
of your god (see “Death, Resurrection and the Sprit World”
below). Clerics and paladins must be initiated. There are
no “generic” or “pantheonic” priests on Ptalmanar.

High Priest

A High Priest is a cleric who has risen to a leadership

position in the church. The other High Priests of the
church usually pick High Priests, who then undergo the
Ritual of Ascension. Upon completion of the ritual, the
High Priest will feel a very close connection to their god.
At this time, and many times following this, the god will
speak directly to the High Priest. High Priests are thus the
direct conduits of the words of the gods to the mortal
world. Of course, different High Priests may interpret their
god’s words in different ways, which can lead to disagree-
ments and even conflict within a church. High Priests have
the awesome responsibility of leading the throng of dedi-
cated worshippers and initiates under their supervision,
and meting out punishment when it is required. Only a
High Priest has the power and authority to strip someone
of their initiation, divesting them from the church.

Magic, Shrines, and Nexuses

Admiral Reginald Mandrake addressing the leaders of
the colonial forces on the eve of a major campaign against
the High Eleven Command:

“Tomorrow we will be taking our forces deeper into en-
emy territory than ever before. If successful we will capture
valuable territory for the crown and provide a greater buffer
of security for the colonies. However, we face severe tactical
challenges.

“The campaign is likely to last for weeks, perhaps
months. Our greatest difficulty will be finding shrines and
nexuses for recharging our spell power. Our clerics, span-
ning all the legal faiths across the Wheel from Bellinger to
Artifice, must have access to sanctified ground in which to
regain their divine spells. Their healing will be invaluable
and we stand no chance without it. In addition, they will
need sanctified ground in order to raise the fallen, so that
they may rejoin the campaign. Otherwise we risk losing
through attrition. Their spirits can come back to the fort, but
that will keep them out of action for days, and longer as we
penetrate deeper into high elven territory.

“In addition, our wizards, sorcerers, and bards require
an arcane nexus near the front line to recharge their arcane
power. Many can go for ten or more days before recharging,
but once their spells are dry we can’t afford to lose them
while they head back to fort to recharge.

“So, here are our resources and options. Our scouts
have discovered a natural arcane nexus 5 days travel west.
That is our first objective. Once there we will establish a
foothold while our ritualists sanctify both a shrine to Bellin-
ger and another to the Maker. Meanwhile, we have estab-
lished a treaty with the Druids of the Trista forest. They will
offer us the use of their druid circles until we can sanctify
shrines. That will keep our forces on the front line until we
can establish our defenses.

“If progress is slower than we anticipate we will have to
rely on our rangers for healing while our more powerful cler-
ics return to the fort for recharge. But we still risk losing our
offensive magic if we don’t make that nexus in time. But we
have one additional resource at hand...a portable nexus. It
provides only a limited number of recharges, but it will buy
us some extra time if we need it.”
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GM’s Commentary on Magic, Shrines,
and Nexuses

There are many sanctified sites on Ptalmanar that
serve as vital conduits between the mortal world and the
divine planes. These are called Shrines, Temples, Cathe-
drals and Druid Circles. Similarly, there are many magical
sites, which serve as a conduit through which arcane magi-
cal power passes into the world. Such a magical site is
generally called a Nexus.

These locations of divine and arcane magic are of vital
importance to all casters. They provide the magical ener-
gies that enable spell casters to recharge their spells.
Without access to such a site, a spell caster will soon be
unable to cast any spells at all. Clearly, the creation, pos-
session, and control of these sites is a primary concern for
any would-be conqueror. Similarly, knowledge of and ac-
cess to such sites in the remote wilderness is vital informa-
tion for any adventurer.

The exception to the need for spell casters to recharge
at specific sites is Druids and Rangers. Because they de-
rive their power directly from nature itself, they only need
to be in a natural setting in order to recover their spells.

Rituals and Korba

Master Arcane Ritualist Thiellen speaking to his new
apprentice:

“Do not think you understand anything about rituals
simply because you can cast powerful spells. Rituals are
much more than just powerful spells, and much different too.
With spells you gain the ability to cast more and greater
spells as your own power and knowledge grows, but never
more than you can handle. With rituals there are no limita-
tions except your own daring.

“You will need great knowledge and skill to cast rituals,
and you must take advantage of every resource at your dis-
posal. But with rituals there is never any guarantee. The
more powerful the ritual, the more difficult it is to cast, the
greater the potential reward, and the greater the risk. You
have only your own judgment, and luck, to protect you from
disaster.

“But when you have successfully cast a ritual you have
accomplished a great and wondrous thing. You can cause a
mighty tower to rise out of the ground, make magical items
more powerful or change their form, pass into the spirit
realm, or even allow a ship to sail the clouds as it would on
water. No mere spells can accomplish such things.

“Oh, and there is one more thing you will require as
well...korba. You will come to respect and covet these small
packets of silvery powder more than any other material re-
source. Korba is a source of raw magical power, awesome
in magnitude, but difficult and unpredictable to control. All
rituals are powered by korba. You will need to acquire it,
keep it safe, use it cleverly and judiciously. Never waste a
dram or you will regret it when you truly need it.

“Where does korba come from, you ask. Solve that mys-
tery, apprentice, and one day you will be my master.”
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GM’s commentary on Rituals and Korba

Both divine and arcane spellcasters in the world of
Ptalmanar have developed the skill of casting rituals. Ritu-
als, like spells, are a way of accessing and controlling pow-
erful magic in order to manifest a specific effect. Rituals,
however, tend to be more powerful than spells, and also
more tricky to cast. Ritualists may cast as many rituals as
they please, provided they possess (or have access to) the
scroll that contains the instructions to perform the ritual.
There is no specific number of rituals that they can cast
per day, unlike spells. Rather they are limited by time and
the availability of korba.

Rituals provide a unique resource and challenge for
players. They will need to acquire both ritual scrolls and
korba. They must learn to use such resources carefully,
and will be faced with decisions about which rituals to cast
when. Should they take a chance on a powerful but risky
ritual, or use less korba on a safer, but less powerful, rit-
ual?

They also provide a rich source for plot elements and
adventures. NPC’s will have powerful rituals to cast as
well, and will need to acquire korba to do so. Players may
embark upon adventures just to find an ancient ritual
scroll, or a legendary treasure trove of korba. The relative
power of the various churches, and of the mage guilds, are
largely determined by their access to korba and skilled
ritualists.

GM'’s can easily control their party’s access to rituals,
simply by controlling the availability of both korba and rit-
ual scrolls in their campaign.

Death, Resurrection, and the
Spirit World

High Priest Vexus Germanicus, addressing acolytes
about to be initiated to the Maker

“Rejoice, my friends, for today will be the greatest day
of your lives. In a moment I will begin the Ritual of Initiation.
With it I will recommend you to the Maker, who will answer
my humble request by looking down upon each of you, look-
ing directly into your hearts. Do not fear. I know each of you
well. You are all pure of heart, you carry a deep love of the
Maker in your souls, and you are dedicated to the tenets of
the holy church of the Maker above all else. Today you will
join that church as initiates.

“Once complete, your very soul will be bound to the
Maker, and from this day forward you will feel his loving
presence with you always. You will feel the power of the
Maker within you, and with that power you will be the mani-
festation of the Maker upon this mortal realm. Those of you
who have trained as priests and paladins will cast spells in
his name. All of you will wield the power of the Maker, and
with it you will bring about creation and order in this world.

“Once initiated you will also have the privilege of up-
holding the Maker’s Plan, for this is the first and greatest
tenet of the church. Upon creation the Maker granted to all
sentient creatures five Gifts of life, so that what he has cre-
ated once, the Unmaker must destroy five times. Upon
death the spirit will remain with the mortal shell but briefly,
and then will depart, allowing the physical remains to fade
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away completely. The spirit is compelled to walk the spirit
plane, seeking out a shining light that represents sanctified
ground. Once within sanctified ground, initiates will sense
the spirit and may cast the Ceremony of Life. The ceremony
will cause the spirit to take on a new body, free of all taint,
physical disease or deformity, and free of all past guilt. The
creature awakens into his new Gift purified in the light of the
Maker. Such is the Maker’s Plan.
“Now, let us begin...”

GM’s Commentary on Death and Resurrection

The Maker’s Plan is perhaps the single most important
aspect of life on Ptalmanar. The Maker’s Plan refers to the
fact that all living sentient beings — whether human, elf,
dwarf, ogre, or merman — are given 5 chances at life by the
Maker at their birth. These are commonly referred to as
the five Gifts, or as Maker’s Gifts.

When a person is killed, it is commonly referred to as
the “loss of a Gift.” This is a sad occasion, but by no
means the end of that person’s life. The spirit is not lost,
rather it can be easily raised and placed in a newly created
body. This common event is known as the Ceremony of
Life, and is performed in a Shrine, Temple, or Cathedral by
an initiate of the god to whom the site is sanctified, or by a
Druid in a Druid Circle. The initiation of the person being
raised has no effect on this Ceremony, although spirits will
usually go to Shrines of their own god or a closely aligned
god, if the person was aware of their existence nearby.

On the other hand, the loss of the fifth and final Gift is
a matter of great consequence, as at this point the spirit
travels to the Maker’s or Unmaker’s realm and cannot be
raised again. Once the fifth and final Gift is lost, there is
absolutely no known spell or power that can return the
person to life. Any such attempt to do so is an attempt to
defy the Maker’s Plan, and is considered an evil act.

Within the standard rules, the death of a player char-
acter is almost an all-or-nothing loss. Except for the loss
of a character level, if they are resurrected they come back
and may continue to adventure through an unlimited num-
ber of such deaths. If, however, a resurrection cannot be
found or afforded then even one death can end a charac-
ter’s career. What determines whether or not a character
comes back is often luck or the benevolence of the game
master rather than player skill. The delicate life of low-
level characters is replaced by a feeling of invulnerability
once the characters reach a level where they can cast their
own resurrection spells.

On Ptalmanar the playing field is somewhat leveled.
Getting resurrected four times is almost a matter of course,
unless characters run afoul of dark or evil magic that can
trap their spirit. Still, in such cases coming back is still
possible, it is just a matter of finding the solution. At first
it may seem that players can be daring, even reckless, with
their characters since they know they will be able to raise
no matter what happens to them. However, this attitude
quickly changes as a character has fewer and fewer Gifts
remaining. Those with one or two lives remaining are likely
to think twice before charging into a dragon’s lair. Charac-
ters that are better able to stay alive will tend to have
longer careers and rise in importance in the world, while
those who are reckless will retire earlier or die off quicker.

Yet the Maker’s Plan ensures that everyone will get his or
her fair allotment of five Gifts.

High-level parties still have a significant advantage
over lower level parties due to the availability of spirit
tether, grant life, and other such spells which allow for the
bringing back of characters from death without the loss of
a Gift. They do not, however, represent absolute proof
against death, just more tactical options and conveniences
for higher-level characters. The challenges for high-level
parties are also greater, as their enemies may use spirit
sever, Defy the Plan, or other such dark powers against
them. Therefore a game master can maintain a healthy
respect of death even in high-level player characters.

The Maker’s Plan allows for low-level adventurers to
last a bit longer, as that lucky orc will only cause them to
lose a Gift, not end the existence of the character. At the
same time, the farther along the characters get, more than
likely, the fewer Gifts they will have remaining. Even if
they manage to achieve 10tk or 12th level without the loss of
a single Gift, the player will know that after 5, it’s all over
for them no matter what resources or allies they have man-
aged to make in their lifetime.

Conclusion

We hope you have enjoyed this brief walkthrough of
Ptalmanar and the Twin Crowns campaign setting. Of
course, this is just the beginning. Twin Crowns: Age of Ex-
ploration Fantasy contains over 100 feats, more than 150
new spells and rituals, prestige classes, new skills, compre-
hensive rules for naval combat and sea-borne adventuring,
a detailed gazetteer of the lands of Ptalmanar, new mon-
sters, magic items and more! Twin Crowns is available
through your local game and hobby stores, Amazon.com or
our website. Any questions about the rules, setting or at-
mosphere can be directed to our Forums, or feel free to
contact us directly.
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Open Game Content and Licenses

This publication of this Twin Crowns: Age of Exploration Fantasy supplement is done under the
Open Game License version 1.0a and a draft version of the D20 System Trademark License by permission
from Wizards of the Coast. Once finalized, subsequent publications of this supplement will incorporate final
versions of both licenses.

This publication contains Open Game Content, as defined below. Open Game Content may only be
Used under and in accordance with the terms of the Open Game License as fully set forth in this Appendix.

Designation of Product Identity: The following items are hereby designated as Product Identity in
accordance with Section 1(e) of the Open Game License, version 1.0: All Living Imagination logos and
identifying marks and trade dress, including all Living Imagination Games Product and Product Line
names; all artwork, illustration, graphic design, maps and cartography; the story, storyline, plots, thematic
elements, dialogue, incidents, language, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations contained herein; all rituals
detailed in the publication, both arcane and divine in nature; all religious orders, merchant houses, merchant
companies, and mage guilds detailed in the publication; all feats detailed in the publication except for those
identified as Open Game Content; all deities of Ptalmanar, the spell domains that share their names, and the
specifics of each church’s organization of its worshippers; all Royal and Imperial provinces, bodies of
water, geological features, cartography and locations in the world of Ptalmanar; PC races of shallorians,
kithraas and khesta; amphites; and the metaphysical system of “The Maker’s Plan,” wherein all sentient
beings on Ptalmanar have five lives to live before ultimate and final death. Product Identity includes the
proper names of Argon, Bellinger, Brashtamere, Faya, Grumach, Jaad, the Maker, Mirenae, Solaron,
Triquill, Ullon, the Unmaker, the Wylds, and all other proper names of various parts of this Product Iden-
tity.

Designation of Open Game Content: The system of arcane and divine rituals.

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 contrib-
uted 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 transla-
tions and derivative works under copyright law, but specifically excludes Product Identity. (¢) “Product
Identity” means product and product line names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, lik formats, poses, concepts, themes and graphic, photo-
graphic and other visual or audio representations; names and descriptions of characters, spells, enchant-
ments, personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or
the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License
except as described by the License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

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

5.Representation of Authority to Contribute: If You are contributing original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modi-
fying 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
clement of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trade-
mark or Registered Trademark in conjunction with a work containing Open Game Content except as ex-
pressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trade-
mark. The use of any Product Identity in Open Game Content does not constitute a challenge to the owner-
ship 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 regula-
tion 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 Rules 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. Twin Crown: Age of Exploration Fantasy Copyright
2001 Living Imagination, Inc.

END OF LICENSE

D20 System Trademark License

Draft Version 0.4. The following text is Copyright © 1999 Wizards of the Coast. All Rights
Reserved.

1. Definitions.

1.1. “License” means this document.

1.2. “Publication” means any distribution of material under the terms of this License.

1.3. “D20 System Trademarks” means the words “D20 System,” and the D20 System logo.

1.4. “D20 System Reference Documents” means the copyrighted work owned by Wizards of the
Coast and identified by that name.

1.5. Each licensee is addressed as “You”.

2. The License.

2.1. Offer and Acceptance: Wizards of the Coast offers You the right to Accept the terms of this
License.

You are permitted to use the D20 System Trademarks only in compliance with this License. Use of
the Trademarks under any other circumstances is permissible only with explicit written permission from
Wizards of the Coast. Distribution of any Publication which uses the D20 System Trademarks indicates
your acceptance of the terms of this License.

2.2. Consideration: In consideration for agreeing to use this License, Wizards of the Coast hereby
grants You a worldwide, royalty-free, non-exclusive license to use the D20 System Trademarks as described
in this License.

3. Terms and Conditions.

3.1. Limitation of License

3.1.1. No Publication distributed under the terms of this License may contain information on creat-
ing characters compatible with the D20 System Reference Document v0.0.

3.1.2. No Publication distributed under the terms of this License may contain information explaining
the effects on characters or advancing in “level” as that term is defined in the D20 System Reference Docu-
ment v0.0.

3.1.3. The document known as the D20 System Reference Document v0.0 contains a section titled
“Restricted Terms and Definitions”. You may not use any term described in that section in any way other
than as described in that section in a Publication covered by this License. If the D20 System Reference
Document is revised by Wizards of the Coast, you may use any version of the “Restricted Terms and Defi-
nitions” section of any version of the D20 System Reference Document issued by Wizards of the Coast.

3.2. Required Notices

3.2.1. You must include a copy of this License with every Publication covered by this License that
you distribute.

3.3. Wizards of the Coast Logos and Trademarks

3.3.1. You may place a notice in the Publication that reads: “Requires the use of the Dungeons &
Dragons ® Player’s Handbook, Third Edition, published by Wizards of the Coast ®.” If typography per-
mits, the “®” indicia should be converted to the recognized “circle R” character.

3.3.2. If you use the provisions in 3.3.1, you must attach the following notice to the Publication:
“Dungeons & Dragons ® and Wizards of the Coast ® are Registered Trademarks of Wizards of the Coast,
and are used with Permission.” If typography permits, the “®” indicia should be converted to the recognized
“circle R” character.

3.3.3. You may not use the Dungeons & Dragons ® or Wizards of the Coast ® trademarks in adver-
tising or in any material separate from the Publication, or in any other way other than that described in
Section 3.3.1 and 3.3.2.

3.4. Use of the D20 System Logo

3.4.1. If the Publication is not an electronic file, You must include on either the front, spine, or back
cover of a Publication distributed under the terms of this License the graphical icon known as the “D20
System” logo, which must appear at a size no smaller than .5 (one half) inches by .5 (one half) inches.

3.4.2. If the Publication is an electronic file, the “D20 System” logo must appear in the first area of
the Publication displayed when a user views the Publication under normal conditions. The logo must not be
smaller than .5 (one half) inches by .5 (one half) inches.

3.4.3. If an Electronic Publication cannot reproduce a graphic element (for example, an ASCII text
file), the file must contain the text “This file contains material based on the D20 System. The D20 System
and the D20 System logo are trademarks owned by Wizards of the Coast and used under the terms of the
D20 System Trademark License.”

3.4.4. The logo may not be obscured by any other graphic element.

3.4.5. No other alterations of the “D20 System” logo are permissible.

3.5. Permission to use the D20 System Trademarks

3.5.1. You are granted permission to use the “D20 System” Trademarks in advertising connected
with a Publication distributed under the terms of this License.

3.5.2. You are granted permission to use the D20 System Trademarks in advertising copy and
package copy to describe any Publication distributed under terms of this License.

3.5.3. You are prohibited from claiming ownership or Trademark interest in the “D20 System” logo,
or the “D20 System” Trademarks.

3.5.4. You are prohibited from using the “D20 System” logo or the “D20 System” trademarks in
association with a Publication that does not include content derived at least in part from the D20 System
Reference Document.

4. Inability to Comply Due to Statute or Regulation.

If it is possible for You to comply with any of the terms of this License with respect to some or all of
the Covered Materials due to statute, judicial order, or governmental regulation then You may not Publish
any Covered Material so affected.

6. TERMINATION

This License and the rights granted hereunder will terminate automatically if You fail to comply
with all terms herein and fail to cure such break within 45 days of becoming aware of the breach. All subli-
censes to the Covered Materials which are promptly granted shall survive any termination of this License.
Provisions which, by their very nature, must remain in effect beyond the termination of this License shall
survive.

7. MISCELLANEOUS
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.



