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ENCOUNTERS

ENCOUNTER [ SPECIAL
DELIVERY

The adventure begins with one or more of the PCs
having the Tattoi delivered to them. The messenger
will be a nondescript Japanese man who claims not
to know what is in the package he delivers and who
will attempt to leave before the PCs open the package
to see what’s inside. He is in fact one of the Sensei’s
students.

If strongly detained (in other words, if violence
would be the only way for him to leave) the
messenger will stay while the PCs open the package
and will tell them of the Sensei’s death if pressed.
He states that his Master’s dying wish was that the
weapon be delivered to one worthy and that the
recipient of the package was named.

At the GM’s discretion, if all PCs have a martial
arts background, the weapon might have been left
to all of them. If the weapon is to serve as a mystic
origin for a Blood and Vigilance game this option
is especially recommended, since then the weapon
could serve as an origin for all the PCs.

ENCOUNTER Z: AN
OFFER YOU CAN
REFUSE

This encounter introduces Kumichou’s second in
command, Koushouin. He will approach the PCs and
attempt to buy the Tattoi from the PCs who received
it, offering up +20 Wealth award in return for the
weapon. He does not wish to fight the PCs (yet) and
will attempt to flee if attacked. His henchmen (see

encounter 3 above) are nearby and will come to his
defense if he is attacked. Depending on how the

PCs react to his offer to purchase the weapon, this
encounter could turn into a more difficult version of
encounter 3 (more difficult because the PCs will face
the henchmen and Koushouin as well).

ENCOUNTER 3: THIEF IN
THE NIGHT

Koushouin employs a talented thief to steal the
Tattoi from the PCs and bring it to him. The thief is
an extremely competent ninja who will attempt to
acquire the weapon without the PCs ever knowing he
was there. If this fails, he will flee, since his mission
is strictly to steal the weapon, not to engage or
assassinate.

ENCOUNTER 4:
AENCHMEN ASSAULT

Having failed to steal back the Tattoi, Koushouin
orders his henchmen to bring the Tattoi to him by
any means necessary. He assigns one henchman per
PC to this effort. The henchmen will attempt to use
stealth skills to acquire the item without violence. If
that fails, they will then turn to their melee weapons
to dispatch the PCs as quietly as possible. They will
only draw their firearms if the PCs do.

Aftermath: If the PCs come after Koushouin, they
will find him attempting guarded by additional
henchmen (again one per PC) and staying in a 5 star
hotel. He will attempt to remind the PCs of the legal
repercussions to an assault on him but if the PCs
attack, Koushouin and his remaining henchmen will
fight to the death.

ENCOUNTER 3:
VULNERABILITIES

A note about this encounter: This encounter,

with the listed numbers of Yakuza henchmen along
with the adventure’s central antagonist, Kumichou,
should be the conclusion of the adventure. However
how the PCs get to this final encounter should vary
greatly with each group that runs through the module.
For example, the thief in encounter 3 might have
succeeded in stealing the weapon and returned it to
Kumichou. The PCs could then track the weapon
down and attack Kumichou’s mansion or challenge
him to a duel for ownership of the sword. In other
words, other than encounter 1 and encounter 5, every
other encounter in Priceless is optional.

Encounter Information: After exhausting their
peaceful methods and brute force, the yakuza begin
to play dirty. They kidnap someone important to the
PCs (a relative or friendly NPC that has appeared

in the campaign prior to this adventure) to use as
leverage and transporting her back to Japan. The
leader of the yakuza clan, Kumichou will then contact
the PCs himself and inform them that the weapon is
his property. Though he and his brother disagreed on
many things, the weapon has been in their family for
generations and he feels it is his duty to recover the
weapon.

He will attempt to appeal to the PCs’ honor by
explaining the weapons’ importance to his family. But
if that fails, he will inform them that he has someone
important to them and provide proof: in the form of
the top joint of their pinky finger and a picture of the
valued NPC missing the digit in question.
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YAKUZA
ESTATE
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If the weapon was sent to a single individual,
Kumichou will challenge that PC to single combat.
Being used to double crosses however, he is prepared
for an all-out assault by the PCs whether they agree
to the duel or not. Kumichou is guarded by at least 2
henchmen per PC and Koushouin (if alive).

NPCS (BLOOD AND
FISTS W/ NO FX)

Kobun (Fast Hero 3/Yakuza 3): CR 6; Medium-size
humanoid; HD 3d8+3 plus 3d8+3; HP 34; Mas 13;
Init +3; Spd 35 ft; Defense 19, touch 19, flatfooted 16
(10 size, +3 Dex, +6 class); BAB +4; Grap +6; Atk
+6 melee (1d6+2, Nunchaku), or +7 ranged (2d6+0,
Beretta 92F); FS 5 ft by 5 ft; Reach 5 ft; SQ ; AL
Kumichou; SV Fort +3, Ref +8, Will +3; AP 3; Rep
+2; Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8.

Occupation: Criminal (Hide, Move Silently)

SKkills: Diplomacy +2, Drive +9, Hide +13,
Intimidate +2, Knowledge (Streetwise) +6, Move
Silently +13, Sense Motive +4, Tumble +9

Feats: Archaic Weapons - Japanese, Combat
Martial Arts, Devotion, Double Tap, Karate, Personal
Firearms Proficiency, Point Blank Shot, Simple
Weapons Proficiency

Talents (Fast Hero): Increased Speed, Evasion

Talents (Yakuza): Kuroi Kiri, Teppodama

Possessions: Nunchaku, Beretta 92F

Koushouin (Charismatic Hero 4/Yakuza 6): CR
10; Medium-size humanoid; HD 4d6+8 plus 6d8+12;
HP 61; Mas 14; Init +2; Spd 30 ft; Defense 20, touch
17, flatfooted 18 (+0 size, +2 Dex, +5 class, +3
equipment); BAB +6; Grap +6; Atk +8 melee (2d8+0,
Katana), or +8 ranged (2d6+0, Beretta 92F); FS 5 ft
by 5 ft; Reach 5 ft; SQ ; AL Kumichou; SV Fort +6,
Ref+9, Will +2; AP 5; Rep +5; Str 10, Dex 14, Con
14, Int 12, Wis 8, Cha 16.




Occupation: Criminal (Knowledge [Streetwise],
Sleight of Hand)

Skills: Bluff +16, Diplomacy +18, Drive +8,
Gather Information +18, Intimidate +16, Knowledge
(Business) +8, Knowledge (Civics) +8, Knowledge
(Streetwise) +9, Sense Motive +5, Sleight of Hand +7

Feats: Archaic Weapons - Samurai, Armor
Proficiency (light), Combat Martial Arts, Defensive
Martial Arts, Devotion, Double Tap, Kenjutsu
(Dexterity), Personal Firearms Proficiency,

Point Blank Shot, Quick Draw, Simple Weapons
Proficiency, Trustworthy

Talents (Charismatic Hero): Fast-Talk, Charm

Talents (Yakuza): Kuroi Kiri, Teppodama,
Contraband

Possessions: Undercover Vest, Katana, Beretta 92F

Kumichou (Smart Hero 6/Weapon Master 9):

CR 15; Medium-size humanoid; HD 6d6 plus 9d8;
HP 62; Mas 10; Init +7 (+11 w/Katana); Spd 30 ft;
Defense 24, touch 24, flatfooted 18 (+0 size, +3 Dex,
+3 Intelligence, +8 class); BAB +9; Grap +8; Atk
+16 melee (2d8+4/18-20, Masterwork Katana), or
+12 ranged (by weapon); FS 5 ft by 5 ft; Reach 5 ft;
SQ ; AL none; SV Fort +8, Ref +11, Will +7; AP 7,
Rep +5; Str 8, Dex 16, Con 10, Int 16, Wis 13, Cha
12.

Occupation: Entrepreneur (Diplomacy, Knowledge
[Business])

Skills: Balance +12, Computer Use +12,
Concentration +9, Craft (writing) +12, Diplomacy
+19, Intimidate +19, Knowledge (Arcane Lore) +12,
Knowledge (Behavioral Sciences) +12, Knowledge
(Business) +13, Knowledge (Civics) +12, Knowledge
(Current Events) +12, Knowledge (Streetwise) +18,
Knowledge (Tactics) +12, Knowledge (Theology and
Philosophy) +12, Sense Motive +10, Spot +10
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Feats: Analytical Combat, Archaic Weapons -
Samurai, Blind Fighting, Combat Expertise, Exotic
Melee Weapon Proficiency (Katana), laijutsu, laijutsu
Strike, Improved Disarm, Improved laijustsu Strike,
Improved Initiative, Kenjutsu (Dexterity), Quick
Draw, Simple Weapons Proficiency, Weapon Focus

Talents (Smart Hero): Savant (Knowledge
[Streetwise]), Exploit Weakness, Plan

Talents (Weapon Master): Weapon Mastery 1,
Weapon Specialization, Weapon Mastery 2, Greater
Weapon Focus, Weapon Mastery 3, Greater
Weapon Specialization

Possessions: Masterwork Katana

Ninja (Fast Hero 3/Ninja 6): CR 9; Medium-
size humanoid; HD 3d8+6 plus 6d6+12;

HP 53; Mas 14; Init +3; Spd 40 ft; Defense

21, touch 21, flatfooted 18 (+0 size, +3 Dex,

+8 class); BAB +6; Grap +8; Atk +8 melee
(1d4+2, Sai), or +9 ranged (1d4+0, Shuriken);
FS 5 ft by 5 ft; Reach 5 ft; SQ ; AL Clan; SV
Fort +5, Ref +10, Will +2; AP 4; Rep +2; Str 14,
Dex 16, Con 14, Int 10, Wis 8, Cha 12.

Occupation: Criminal (Disable Device,
Disguise)

SKkills: Balance +11, Bluff +12, Climb +7, Disable
Device +7, Disguise +11, Escape Artist +9, Hide +20,
Intimidate +6, Move Silently +20

Feats: Archaic Weapons - Japanese, Defensive
Martial Arts, Improved Two-Weapon Fighting,
Ninjutsu, Personal Firearms Proficiency, Shadow,
Simple Weapons Proficiency, Two-Weapon Fighting

Talents (Fast Hero): Increased Speed, Improved
Increased Speed

Talents (Ninja): Shinobi-jutsu, Silent kill +1d6,
Shichi-ho-de, Silent kill +2d6, Goton-no-jutsu, Silent
kill +3d6

Possessions: 2 Sai, 10 Shuriken
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TATTOI (BLOOD AND
FISTS Wz NO FX)

Even in a campaign with no FX the Tattoi should
be an amazing, one of a kind weapon worthy of
someone like Kumichou fighting and possibly
dying for. In these campaigns the Tattoi should be
a Masterwork Katana whose critical threat range

is increased to 18-20. The Tattoi is also extremely
valuable as a work of art and should count as a
Wealth award of 22 should the PCs sell it (this value
is 12 for the selling price of a katana, plus 5 for the
weapon being masterwork, plus an additional 5 for
the weapon’s great beauty and craftsmanship).

TATTOI (BLOOD AND
FISTS Wz FX)

In a campaign with FX the Tattoi should be
considered one of the most potent magical katana
ever constructed, the Eastern equivalent of Excalibur.
In these campaigns the Tattoi should be a +3 Keen
Katana with significant art value, enough to bring
the total value of the weapon to Wealth 42 (base
value 37 plus 5 for the weapon’s great beauty and
craftsmanship).

NPCS (BLOOD AND
VIGILANCE)

Kobun (Advanced Training Fast Hero 3/Yakuza
3): CR 6; Medium-size humanoid; HD 3d8+3 plus
3d8+3; HP 34; Mas 13; Init +6; Spd 35 ft; Defense
22, touch 22, flatfooted 16 (+0 size, +6 Dex, +6
class); BAB +4; Grap +6; Atk +8 melee (1d4+2, Jab),
or +6 melee (1d6+2/19-20 x3, Nukite Zuki), or +10
ranged (2d6+0, Beretta 92F); FS 5 ft by 5 ft; Reach 5
ft; SQ ; AL Kumichou; SV Fort +3, Ref +15, Will +3;
AP 3; Rep +2; Str 14, Dex 23, Con 13, Int 10, Wis
12, Cha 15.

Occupation: Criminal (Hide, Move Silently)

Skills: Diplomacy +2, Drive +12, Hide +20,
Intimidate +2, Knowledge (Streetwise) +6, Move
Silently +20, Sense Motive +4, Tumble +12

Feats: Archaic Weapons - Japanese, Combat
Martial Arts, Devotion, Double Tap, Karate, Personal
Firearms Proficiency, Point Blank Shot, Simple
Weapons Proficiency

Powers: Super Feat +9: Jab, Ridgehand, Nukite
Zuki, Super Skill: Hide +2, Super Skill: Move
Silently +2, Superhuman Charisma +7, Superhuman
Dexterity +7

Power Stunts: Superhuman Dexterity: +4 to
Reflex saving throws

Talents (Fast Hero): Increased Speed, Evasion

Talents (Yakuza): Kuroi Kiri, Teppodama

Possessions: Nunchaku, Beretta 92F

Koushouin (Advanced Training Charismatic
Hero 4/Yakuza 6): CR 10; Medium-size humanoid,;
HD 4d6+8 plus 6d8+12; HP 61; Mas 14; Init +10
(+14 with Katana); Spd 30 ft; Defense 24, touch

21, flatfooted 18 (+0 size, +6 Dex, +5 class, +3
equipment); BAB +6; Grap +6; Atk +12 melee
(2d8+0, Katana), or +12 ranged (2d6+0, Beretta
92F); FS 5 ft by 5 ft; Reach 5 ft; SQ ; AL Kumichou;
SV Fort +6, Ref +15, Will +2; AP 5; Rep +5; Str 10,
Dex 23, Con 14, Int 12, Wis 8, Cha 23.

Occupation: Criminal (Knowledge [Streetwise],
Sleight of Hand)

Skills: Bluff +31, Diplomacy +33, Drive +8,
Gather Information +31, Intimidate +21, Knowledge
(Business) +8, Knowledge (Civics) +8, Knowledge
(Streetwise) +9, Sense Motive +5, Sleight of Hand +7

Feats: Archaic Weapons - Samurai, Armor
Proficiency (light), Combat Martial Arts, Defensive
Martial Arts, Devotion, Double Tap, Kenjutsu
(Dexterity), Personal Firearms Proficiency,

Point Blank Shot, Quick Draw, Simple Weapons
Proficiency, Trustworthy

Powers: Super Feat +9: Iaijutsu, laijutsu Strike,
Improved Initiative, Super Skill: Bluff +5, Super
Skill: Diplomacy +5, Super Skill: Gather Information
+4, Superhuman Charisma +7, Superhuman Dexterity
+9

Power Stunts: Superhuman Charisma: +2 to all
Charisma-based skills, Superhuman Dexterity: +2
Reflex saves

Talents (Charismatic Hero): Fast-Talk, Charm

Talents (Yakuza): Kuroi Kiri, Teppodama,
Contraband

Possessions: Undercover Vest, Katana, Beretta 92F

Kumichou (Mystic Encounter Smart Hero 6/
Weapon Master 9): CR 15; Medium-size humanoid;
HD 6d6 plus 9d8; HP 62; Mas 10; Init +15 (+19 w/
Katana); Spd 30 ft; Defense 30, touch 30, flatfooted
18 (+0 size, +6 Dex, +6 Intelligence, +8 class);

BAB +9; Grap +8; Atk +19 melee (2d8+10/18-20,
Masterwork Katana), or +15 ranged (by weapon); FS
5 ft by 5 ft; Reach 5 ft; SQ ; AL none; SV Fort +8,
Ref +14, Will +7; AP 7; Rep +5; Str 20, Dex 23, Con
10, Int 23, Wis 13, Cha 12.

Occupation: Entrepreneur (Diplomacy, Knowledge
[Business])

Skills: Balance +15, Computer Use +15,
Concentration +9, Craft (writing) +12, Diplomacy
+19, Intimidate +19, Knowledge (Arcane Lore) +15,
Knowledge (Behavioral Sciences) +15, Knowledge
(Business) +16, Knowledge (Civics) +15, Knowledge
(Current Events) +15, Knowledge (Streetwise) +21,
Knowledge (Tactics) +15, Knowledge (Theology and
Philosophy) +15, Sense Motive +10, Spot +10

Feats: Analytical Combat, Archaic Weapons -
Samurai, Blind Fighting, Combat Expertise, Exotic
Melee Weapon Proficiency (Katana), laijutsu, laijutsu
Strike, Improved Disarm, Improved Iaijustsu Strike,
Improved Initiative, Kenjutsu (Dexterity), Quick
Draw, Simple Weapons Proficiency, Weapon Focus
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Powers: Danger Sense +12, Deflection (Energy)
+4, Deflection (Physical) +12, Superhuman Dexterity
+7, Superhuman Intelligence +7, Superhuman
Strength +12

Power Stunts: Danger Sense: +5 Initiative,
Deflection (Physical): +3 on deflection attack rolls

Talents (Smart Hero): Savant (Knowledge
[Streetwise]), Exploit Weakness, Plan

Talents (Weapon Master): Weapon Mastery 1,
Weapon Specialization, Weapon Mastery 2, Greater
Weapon Focus, Weapon Mastery 3, Greater Weapon
Specialization

Possessions: Masterwork Katana

Ninja (Mystic Encounter Fast Hero 3/Ninja 6): CR
9; Medium-size humanoid; HD 3d8+6 plus 6d6+12;
HP 53; Mas 14; Init +12; Spd 40 ft; Defense 29,
touch 29, flatfooted 18 (+0 size, +9 Dex, +8 class,
+4 Danger Sense); BAB +6; Grap +8; Atk +8 melee
(1d4+4, Combat Martial Arts), or +15 ranged (1d4+0,
Shuriken); FS 5 ft by 5 ft; Reach 5 ft; SQ ; AL Clan;
SV Fort +5, Ref +16, Will +2; AP 4; Rep +2; Str 14,
Dex 28, Con 14, Int 10, Wis 8, Cha 12.

Occupation: Criminal (Disable Device, Disguise)

SKkills: Balance +17, Bluff +12, Climb +7, Disable
Device +7, Disguise +11, Escape Artist +15, Hide
+26, Intimidate +6, Move Silently +26

Feats: Archaic Weapons - Japanese, Combat
Martial Arts, Hyperdodge, Hyperreflexes, Ninjutsu,
Personal Firearms Proficiency, Shadow, Simple
Weapons Proficiency

Powers: Danger Sense +12, Invisibility +6, Super
Leap +6, Superhuman Dexterity +12

Power Stunts: Danger Sense: +3 Initiative, Super
Leap: +2 kick damage

Talents (Fast Hero): Increased Speed, Improved
Increased Speed
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Talents (Ninja): Shinobi-jutsu, Silent kill +1d6,
Shichi-ho-de, Silent kill +2d6, Goton-no-jutsu, Silent
kill +3d6

Possessions: 2 Sai, 10 Shuriken

TATTOI (BLOOD AND
VIGILANCE)

In a Blood and Vigilance campaign the Tattoi should
be considered a power source, one that qualifies its
owner for the Mystic Encounter, Mystic Heritage or
Magical Training origins. If it is received by a worthy
character who does not already have superpowers,
the weapon will grant the character an origin and
power points as if he had been a superpowered
character from 1% level. The Tattoi could also serve
as the origin for an entire group of characters. In this
case none of the characters would wield the sword,
they would simply share its power (all would gain an
origin and an equal amount of power based on their
character level).

Consult the rules on running an origin story as an
adventure in the Blood and Vigilance rules for more
guidance on running this sort of adventure.
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OPEN GAME LICENSE

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, moditfy, 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
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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.

Modern System Reference Document Copyright 2002, Wizards of the Coast,

Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based
on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker,
Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Modern Dispatch #105 2006, RPGObjects; Author Charles Rice

OPEN GAMING CONTENT

Designation of Product Identity: The following terms are designated as
product identity as outline in section 1(a) of the Open Gaming License:
Modern Dispatch, Darwin’s World, Blood and Guts, Blood and Fists, Blood
and Vigilance, Blood and Circuits, Blood and Relics.

Designation of Open Gaming Content: The following sections of Modern
Dispatch #105 is designated as open gaming content except for terms
defined as product identity above. All illustrations, pictures, and diagrams
are Product identity and property of RPGObjects™.

All npc statistics blocks are open content. All other content is closed.







