
Pregenerated Characters



Neon & Noqual                                                        3

Dwinite                                                                  4

Nuya Pei                                                                6

Sem Syletar Salumin                                                 8

Zhane Amellu                                                        10

Starfinder One-Shot: Band on the Run is designed to be played with the four pregenerated characters 

presented here. Each comes with ready-to-play game statistics, backstories tied to the adventure 

itself, and relationships with the other three characters. The adventure works best when all four 

characters are used.
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Based out of the Arms in Absalom Station, Neon & Noqual is a 

stardock rock band that’s been active for two years. Stardock 

rock rose from slums and other lower-income regions of cities like 

Absalom Station and Akiton’s Daza as a form of counterculture 

music with an anti-corporation lean. Born under the bright lights 

of cities, stardock rock adopted the aesthetics of the high-tech 

cities that the music rebels against in hopes of reclaiming society 

and molding it into something better. Stardock rock takes cities 

that subjugate and oppress and imagines them as something 

different, as something that can uplift everyone and offer anyone 

the opportunity to have their name on a holographic billboard.

Neon & Noqual built its music on the foundation of stardock 

rock and wants to push the boundaries of the genre. In addition 

to the grungy and hard sounds of guitars and drums, the band 

includes electronic sounds in the form of keyboards, sample 

pedals, and minor magical amplitudes. The band’s music touches 

on the ways that corporations subjugate the will of the people 

and shape societies into “corp-first nations,” but also about the 

stardock life. One song, “Wageless Love,” describes two workers 

who manage to foster their romance even as they face continual 

threats of evictions and starvation. “Dock Punks” explores the fun 

to be found among the machines and junk at ports, and how that 

entertainment can be just as good as that you pay for. Ultimately, 

Neon & Noqual is stardock, but with a focus on how stardock life 

can be just as good as the life of a “corpie” or anyone else out there.

Much of the band’s look is based on the bright aesthetics of 

city lights. Though small, the band’s shows use lasers and lights 

to supplement the rhythms of the music and magical pyrotechnics 

to cap off the visuals. The band members wear costumes typical 

of the genre—the casual clothing of workers and low-income 

populaces—enhanced with glowing lights or magical adornments. 

Neon & Noqual pushes the idea that anyone can become a part 

of the city and its look attempts to embody this ideal. The band’s 

name itself is a commentary on the band: neon represents the 

band’s bright outlook, and noqual—a material that weighs half as 

much as iron but is just as sturdy—notes that the band’s message 

and values are just as tough as those of any other stardock band.

CHANGING THE BAND
When playing Band on the Run, your group might prefer to use a 

band of your own creation in place of Neon & Noqual. Ultimately, 

the band’s members, looks, and even genre are entirely mutable, 

so feel free to tweak or outright replace any aspect of the band 

you prefer. For ease of play, it might be easier to rename the 

band members but still use the provided pregenerated stat 

blocks, tweaking their weapons or other aspects, as necessary. 

Entirely original characters integrate well with the adventure, 

and you should encourage your group members to change the 

band as works best for their game. To preserve the general story, 

it’s still important to maintain that the band’s starship lacks a 

Drift engine and that the musicians don’t have the resources 

necessary to make it to Songbird Station with ease. For this 

adventure, the band must find itself down on its luck enough to 

land it at Buzz’s Diner and set the story in motion.
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Growing up in a lower-income section of Absalom Station as the 

youngest of eight siblings, Dwinite learned to make the most of 

what’s available to him. It’s no surprise that he embraced the 

message of stardock rock, as he saw firsthand how life turns out 

when you’re left with the scraps of society. It was during the 

long hours spent listening to music and tinkering on what tech he 

could get his hands on that he realized he heard melodies other 

than what was streaming through his datapad. He could hear 

the songs within every processor and microchip. More than that, 

he learned how to make music of his own, pulling energy from 

his tech, putting ideas back into it, and calling upon the magical 

notes and rhythms in each spark of electricity.

Dwinite spent several years perfecting his ear for the music 

in the tech, and stardock rock served as his soundtrack 

the entire time. He held a string of various jobs on 

the station—data entry, computer support, and 

cashier at an electronics shop, to name a few—all 

while taking night classes to study the science 

of acoustics.

One fateful day, Dwinite bumped into fellow 

classmate Nuya Pei at one of Absalom Station’s 

many scrapyards when they both were searching 

for spare parts to use in a class project. Dwinite was 

hunting for discarded data modules from which he 

could extract distorted sound files, while Nuya 

wanted broken speakers and amplifiers that she 

could strip down and rebuild. The two spent 

the afternoon helping each other look and 

quickly bonded over the subject of 

stardock rock. They went to a few 

concerts together and a few weeks 

later, Nuya introduced Dwinite to 

Zhane Amellu, as the lashunta was 

putting together a band. It didn’t take 

long for the ysoki to become Neon & 

Noqual’s keyboard player.

On stage, Dwinite calls upon his 

magic to create immense shows of 

sparks and fire in accordance with the 

music. He is generally upbeat, and he 

has fun modulating his backup vocals 

with new and interesting techniques. 

Dwinite is just as peppy off stage, always 

looking on the bright side of things and 

walking with a spring in his step. He’s willing to 

help others when he can, as he’s used to pitching 

in whenever possible due to his upbringing in such a 

large family.

Dwinite looks up to Zhane almost like an older brother, though 

the ysoki sometimes wonders if the lead singer’s ambitions will 

eventually lead the band into a situation they can’t get out of. He 

would, of course, enjoy the comforts that fame would bring the 

group, but Dwinite wants to make sure they don’t forget about 

the roots of stardock rock. He has yet to express this view to 

anyone else, as he recognizes it as an unfounded fear for the 

time being.

Despite their seemingly disparate personalities, Dwinite and 

Sem Syletar Salumin get along surprisingly well. During quiet 

moments, the two share stories of their past, comparing Dwinite’s 

large family to Sem’s “found” kin from her mercenary company.  



DWINITEDWINITE

* Reduce the DC of Physical Science checks to recall knowledge about acoustics by 5.
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2ND (3/DAY)

1ST (4/DAY)

0 (AT WILL)

CASTER LEVEL RANGED

caustic conversion, spider climb

4th +6

grease (DC 16), holographic image (DC 16), magic missile, 
overheat (DC 16)

daze (DC 15), detect magic, energy ray, mending, token spell, 
transfer charge

AttacksAttacks

EQUIPMENTEQUIPMENT

SkillsSkills

FEATS AND ABILITIESFEATS AND ABILITIES

DEFENSESDEFENSES

SPELLSSPELLS

MELEE tactical baton +6 (analog, operative, thrown 20 ft.); Damage 1d4+1 B

RANGED thunderstrike sonic pistol +6 (range 40 ft., capacity 20 charges, 

usage 2 charges); Damage 1d8+2 So (critical deafen [DC 15])

THEME ABILITIES theme knowledge (Physical Science [Acoustics])

CLASS FEATURES magic hacks (fabricate tech), spell cache (tattoo), 
techlore +1, weapon specialization

FEATS Fleet, Skill Synergy (Computers, Profession [musician]), 
Spell Focus

OTHER ABILITIES cheek pouches, moxie

HP

22

SP

20

RP

6

EAC

17

KAC

17

REFLEX

+4

FORTITUDE

+1

WILL

+4

STRENGTH

STR
MODIFIER

8    (–1)

DEXTERITY

DEX
MODIFIER

16   (+3)

CONSTITUTION

CON
MODIFIER

10    (+0)

WISDOM

WIS
MODIFIER

10    (+0)

INTELLIGENCE

INT
MODIFIER

18    (+4)

CHARISMA

CHA
MODIFIER

11   (+0)

ysoki SmallSPECIES SIZE  

40 ft. PERCEPTION INITIATIVE+4 +3SPEED

NGALIGNMENT

Akitonian, Castrovelian, Common, Eoxian, Kasatha, Shirren, 
Triaxian, Vercite, Vesk, Ysoki

darkvision 60 ft.

LANGUAGES

SENSES

MYSTICISM

SLEIGHT OF HAND

COMPUTERS

PHYSICAL SCIENCE*

+9 +2

+12 +9 +10

+8 +8+13

STEALTH SURVIVAL

CULTURE

PROFESSION (MUSICIAN)

WORN basic lashunta tempweave, clear spindle aeon stone

STOWED mk I serums of healing (2), spell gem of caustic conversion, basic 
instrument (electro-synth keyboard), hacking kit, tier 2 computer 
(miniaturization [2], security I, secure data), credstick (132 credits)

READY tactical baton, thunderstrike sonic pistol with 4 batteries (20 
charges each)

THEME scholar

Technomancer 4



NUYA PEINUYA PEI
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Growing up, Nuya’s parents told her how hard they worked to 

provide her with a better life than they had at every chance. The 

assumption loomed that she would attend an institute of higher 

learning and take on a “serious” occupation, such as a doctor, 

lawyer, or politician. She disappointed her folks for the first time 

when she dropped out of medical school to travel the Pact Worlds 

and meet new people for a year. The second 

time, she moved to Absalom Station to become 

an apprentice machinist. In her spare time, she 

enjoyed listening to music and sampling the 

station’s offerings of cuisines from cultures across 

the galaxy.

Nuya’s parents accepted their only daughter’s choice of 

career when it became clear that she was an extremely talented 

engineer and was still interested in furthering her education 

in the subject by taking classes. Though they still ask if she’s 

interested in getting a job with a major starship manufacturer 

like Sanjaval Spaceflight Systems, Nuya is happy to be able to 

talk to her parents again without constant arguing. She hasn’t 

yet told them about her latest endeavor—joining a stardock rock 

band—as she’s a little afraid of how they’ll react. She’s hoping that 

Neon & Noqual can gain a bit more fame and recognition before 

she lets them know.

Nuya taught herself to play bass guitar to better understand 

frequency harmonics and how they might affect a starship’s 

flight in atmosphere. She found that she liked playing music 

more than she thought she would but treated it more as a 

hobby than anything else. However, the work ethic instilled in 

her by her parents meant that she never went too long without 

practicing, and her talent increased. On a lark, she answered an 

infosphere ad to audition for a new band and utterly impressed 

the singer and lead guitarist, Zhane Amellu. Zhane seemed fun 

and as passionate about music as Nuya was about technology. 

When he lamented that Nuya was the only good musician he 

had seen in the past couple of weeks, she introduced him to her 

friend Dwinite, a ysoki whom she met during her night classes 

and bonded with over stardock albums. With that, Nuya helped 

cement Neon & Noqual’s lineup.

On stage, Nuya stays immensely focused. She loses herself 

both in the music and in her self-built, gyro-fixed bass guitar. 

She’s constantly listens and watches for opportunities to improve 

its design. Off stage, Nuya serves as the goofball of the group. She 

is a constant joker and the one making spontaneous decisions—

spending the band’s cash to buy decals for their starship or 

rigging up a makeshift harness to lift Zhane off the stage for a 

big show-stopper. Even with her ridiculous amounts of energy, 

she doesn’t forget to be a friend first to the others, and usually 

intervenes to settle the rare disputes between members.



NUYA PEINUYA PEI

* Reduce the DC to identify a rare creature using Life Science by 5.
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AttacksAttacks

EQUIPMENTEQUIPMENT

SkillsSkills

FEATS AND ABILITIESFEATS AND ABILITIES

DEFENSESDEFENSES

MELEE tactical baton +4 (analog, operative, thrown 20 ft.); Damage 1d4+2 B

incendiary grenade I +3; Damage explode (5 ft., 1d6 F plus 1d4 burn, DC 12)

RANGED tactical semi-auto pistol +4 (range 30 ft., capacity 9 rounds, usage 1 

round); Damage 1d6+2 P

THEME ABILITIES theme knowledge

CLASS FEATURES artificial intelligence (exocortex), bypass +1, combat 
tracking, custom rig (armor upgrade), mechanic tricks 
(energy shield [8 HP], overload weapon), memory 
module 1/day, overload (DC 16), weapon specialization

FEATS Barricade, Improved Initiative, Skill Focus (Profession 

[musician]), Skill Synergy (Engineering, Perception)

HP

28

SP

24

RP

6

EAC

17

KAC

19

REFLEX

+5

FORTITUDE

+4

WILL

+1

STRENGTH

STR
MODIFIER

10    (+0)

DEXTERITY

DEX
MODIFIER

12   (+1)

CONSTITUTION

CON
MODIFIER

10    (+0)

WISDOM

WIS
MODIFIER

10    (+0)

INTELLIGENCE

INT
MODIFIER

18    (+4)

CHARISMA

CHA
MODIFIER

13   (+1)

human MediumSPECIES SIZE  

30 ft. PERCEPTION INITIATIVE+9 +5SPEED

CGALIGNMENT

Akitonian, Castrovelian, Common, Kasatha, Shirren, Triaxian, 
Vercite, Vesk, Ysoki

LANGUAGES

CULTURE

MEDICINE

ATHLETICS

ENGINEERING

+8 +11

+13 +8 +11

+5 +8+7

PILOTING PROFESSION (MUSICIAN)

BLUFF

LIFE SCIENCE*

WORN freebooter armor II, clear spindle aeon stone

STOWED incendiary grenades I (3), basic instrument (gyro-fixed bass 

guitar), basic medkit, engineering kit, fire extinguisher, simple 

lock, credstick (135 credits)

READY tactical baton, tactical semi-auto pistol with 39 small arm rounds

THEME xenoseeker

Mechanic 4



SEM SYLETAR SALUMINSEM SYLETAR SALUMIN
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Though it came out of nowhere, the enercycle was gone as quickly 

as it had struck Sem. With one accident, her promising mercenary 

career came to an end. She was off her feet for almost a year, and 

the loss of an arm seemed harder to accept than she anticipated. 

Even worse, her financial support fell through a few months in, 

so she had to find a way to provide for herself during the slow 

recovery process. Sem grew angry at the the societal systems 

that failed her, but stardock rock helped her cope with the rage. 

Rather than lose herself to vices like other former mercenaries 

she knew, she dove into music. At first, she simply cranked 

the volume while listening to her favorite albums—much to 

the annoyance of her neighbors on Absalom Station—and let 

the sonic vibrations wash over her.

Soon, that wasn’t enough, and she took up drumming, 

which let her express her rage more safely than other 

ways, such as getting into fights with random passersby. 

But the hobby still presented chances for her to butt heads 

with her neighbors, who complained about the constant racket. 

She sought other places to play, and eventually even joined a 

band called Harmonies Relinquished. Two months later, a falling 

out left her on her own again and Sem took on random courier 

jobs in order to make ends meet. Scrimping and scrounging every 

credit, she saved up enough for her cybernetic arm. To Sem, this 

represented the first step toward starting her life anew.

While searching the infosphere for information on 

augmentation clinics she stumbled across an ad looking for a 

drummer for a new band. When she showed up at the rented 

rehearsal space in one of the dingier parts of the station, she 

realized that the person who put out the notice was Zhane, the 

younger brother of Kiyha Amellu, a friend from her mercenary 

training. She was hit by a rush of memories of the Amellu family, 

who had always struck her as loving and supportive of one 

another despite their hardships in the few times she met them. 

These qualities contrasted starkly against those of her cold and 

distant parents, who didn’t approve of her current lifestyle.

Sem gladly auditioned for Zhane and the band members, and 

was taken with how talented they were. It was easy to say yes 

when Zhane offered her the chance to be Neon & Noqual’s drummer.

On stage, Sem is like an aggressive machine, using all her arms 

to give each song the unique beats and energy that make the Neon 

& Noqual sound. She loves to riff off whatever the rest of the band 

is doing, and she clearly is having fun whenever she does. Off stage, 

Sem is unlike other kasathas—rather than adhere to traditions, Sem 

likes to carve her own path. She often presents as a bit adversarial 

to others, but usually with a playful and teasing manner rather 

than with direct hostility. Even though she antagonizes the other 

members, especially “Zhaney,” she remains loyal to her new family 

and is willing to go to great lengths for them.
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* Reduce the DC of Culture checks to recall information about the military by 5.
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AttacksAttacks

EQUIPMENTEQUIPMENT

SkillsSkills

FEATS AND ABILITIESFEATS AND ABILITIES

DEFENSESDEFENSES

MELEE carbon steel curve blade +9 (analog); Damage 1d10+10 S (critical 

bleed 1d6)

RANGED azimuth laser rifle +4 (range 120 ft., capacity 20 charges, usage 1 

charge); Damage 1d8+4 F (critical burn 1d6)

THEME ABILITIES theme knowledge

CLASS FEATURES fighting styles (blitz), gear boost (melee striker), weapon 

specialization

FEATS

OTHER ABILITIES

Bodyguard, Coordinated Shot, Toughness, Weapon Focus 

(advanced melee weapons)

desert stride, four-armed

HP

32

SP

36

RP

6

EAC

16

KAC

18

REFLEX

+1

FORTITUDE

+4

WILL

+5

STRENGTH

STR
MODIFIER

18    (+4)

DEXTERITY

DEX
MODIFIER

10   (+0)

CONSTITUTION

CON
MODIFIER

13    (+1)

WISDOM

WIS
MODIFIER

12    (+1)

INTELLIGENCE

INT
MODIFIER

8    (–1)

CHARISMA

CHA
MODIFIER

12   (+1)

kasatha MediumSPECIES SIZE
40 ft. 
(35 ft. in armor) PERCEPTION INITIATIVE+1 +4SPEED

CNALIGNMENT

Common, KasathaLANGUAGES

PROFESSION (MUSICIAN)

ATHLETICS

+8–1

+8

+10

INTIMIDATECULTURE*

WORN

AUGMENTATIONS

officer ceremonial plate

hideaway limb (arm), prosthetic limb (arm)

STOWED mk II serum of healing (1), basic instrument (anti-grav 

drum pads), credstick (120 credits)

READY carbon steel curve blade, azimuth laser rifle with 1 

battery (20 charges)

THEME mercenary

Soldier 4
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When Zhane was a teenager, his father worked as an assistant 

accountant in a large finance company on Castrovel. One 

unfortunate year, AbadarCorp bought out the firm and deemed 

him inessential before firing him unceremoniously. The Amellu 

family soon found themselves starting to drown in debt. Zhane’s 

older sister, Kiyha, left to undertake dangerous mercenary work 

to help pay the bills, while the young Zhane took on a few odd 

jobs and dreamed of a more comfortable life. He was introduced 

to stardock rock by a slightly older dockhand at the metropolis of 

Qabarat’s spaceport, and the music’s themes instantly resonated 

with the teenaged Zhane. A few months later, he started writing 

songs and learning basic chords on a beat-up guitar bought from 

a pawn shop to better express himself.

Zhane spent a few years playing solo gigs at dimly lit dives 

when he wasn’t working late-night shifts at his dead-end job. 

His family continued to barely subsist, but Zhane began to 

despair that this was his life from now on. That all changed one 

night when an incognito Mimimetal—the guitarist of the wildly 

famous sugar-pop sensation Strawberry Machine Cake—found 

Zhane after a show to compliment him on his guitar work. She 

also suggested that he might want to look at finding some other 

instruments to help fill out his sound. Less than a day later, Zhane 

posted an ad on the station’s infosphere for other musicians to 

join him.

After a few false starts, he knew he found his bass player in 

Nuya Pei when, after her flawless audition, she helped adjust 

his amps to reduce some annoying rumbling that had plagued 

him for weeks. She later brought in a talented keyboardist and 

pyrotechnician named Dwinite, vouching for the mohawk-sporting 

ysoki’s arcane skills. But the band still needed percussion. Dozens 

of applicants later, a familiar face walked through the door—Sem 

Syletar Salumin, his sister’s colleague from her time working as 

a mercenary. The kasatha recognized Zhane, too, and told him of 

her tragic accident. He was equally moved when she rocked the 

drums with a kind of fury, and he knew his band was complete. 

With some discussion, the musicians soon agreed on the name of 

Neon & Noqual and began performing together.

On stage, Zhane is eccentric and energetic, allowing himself to 

tap into feelings he usually downplays with others. He is an eager 

performer and does his best to keep the audience engaged with 

call-and-response routines during the band’s more raucous songs. 

Off stage, Zhane is a tireless promoter of the band, using his 

influence to push for more shows and bigger venues. He believes 

in Neon & Noqual and his passion shows. Unfortunately, Zhane 

sometimes has a bit of trouble tapping into his performance 

persona without his guitar in his hands, which makes dealing 

with the band’s equally passionate fans a difficult experience 

at times.
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* Reduce the DC of Culture checks to recall knowledge about other musicians by 5.

1111

1/DAY

AT WILL

CASTER LEVEL

detect thoughts (DC 15)

4th +6

daze (DC 14), psychokinetic hand

AttacksAttacks

EQUIPMENTEQUIPMENT

SkillsSkills

FEATS AND ABILITIESFEATS AND ABILITIES

DEFENSESDEFENSES

SPELLSSPELLS

MELEE tactical baton +4 (analog, operative, thrown 20 ft.); Damage 1d4+2 B

RANGED static arc pistol +4 (range 50 ft., capacity 20 charges, usage 2 

charges); Damage 1d6+2 E (critical arc 2)

flash grenade I +3; Damage explode (5 ft., blinded 1d4 rounds, DC 12)

THEME ABILITIES theme knowledge (Profession [Musician])

CLASS FEATURES envoy improvisations (get ’em, inspiring boost [12 SP], 

quick inspiring boost [8 SP]), expertise (1d6), expertise 

talent (cultural savant), skill expertise (Culture)

FEATS Diversion, Kip Up

HP

28

SP

20

RP

6

EAC

14

KAC

15

REFLEX

+5

FORTITUDE

+0

WILL

+4

STRENGTH

STR
MODIFIER

10    (+0)

DEXTERITY

DEX
MODIFIER

13   (+1)

CONSTITUTION

CON
MODIFIER

8    (–1)

WISDOM

WIS
MODIFIER

10    (+0)

INTELLIGENCE

INT
MODIFIER

14    (+2)

CHARISMA

CHA
MODIFIER

18   (+4)

lashunta (damaya) MediumSPECIES SIZE  

30 ft. PERCEPTION INITIATIVE+7 +1SPEED

NGALIGNMENT

Akitonian, Castrovelian, Common, Kasatha, Shirren, Triaxian, 
Vesk, Ysoki; limited telepathy 60 ft.

LANGUAGES

CULTURE*

PILOTING

ACROBATICS

DIPLOMACY

+14 +7 +7

+11 +11 +8

+11 +12+7

PROFESSION (MUSICIAN) SENSE MOTIVE STEALTH

BLUFF

DISGUISE

WORN graphite carbon skin, psychic booster

STOWED mk 2 serums of healing (2), basic instrument (polyphonic guitar), 

credstick (130 credits)

READY static arc pistol with 2 batteries (20 charges each), tactical batonTHEME icon

Envoy 4
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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, 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.

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

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

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as 
an indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as expressly licensed 
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