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1. Definitions: (a)"Contributors" means the copyright and/or trade-
mark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including deriv-
ative works and translations (including into other computer lan-
guages), 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, pro-
cedures, 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, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personal-
ities, 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 trade-
mark 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 copy-
ing, modifying or distributing, and You must add the title, the copy-
right 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 compati-
bility 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 pub-
lish updated versions of this License. You may use any authorized ver-
sion 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 unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.
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RELUCTANCE SITUATION

10 Base reluctance, where everyone starts.
+2 Beloved is of high status in her society.
+3 Beloved is of very high status in her society.
–2 Beloved is of lower status than the knight.
+2 Beloved is of higher status than the knight.
+3 Beloved is of far higher status than the knight.
+2 Beloved finds knight unattractive.
–2 Beloved finds knight attractive.
+2 For every step of difference in alignment. (For example, lawful good to lawful neutral

is one step, chaotic neutral to lawful good is three steps.)
+5 Beloved already has an accepted knight.
+5 Beloved believes that she should be independent and rely on her own resources.
+5 Beloved is a knight herself. (This always stacks with the addition from believing that

she should be independent.)
+2 Beloved and knight are of different races.
+3 Beloved and knight are of mutually hostile races.
+2 Beloved and knight have different ultimate lords (for example, they are loyal to dif-

ferent kings).
+3 Beloved and knight have hostile ultimate lords.
+1 Beloved and knight worship different deities.
+4 Beloved and knight worship hostile deities.
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treated as three levels better on the table. It isn’t pos-
sible to get an effective DC of more than 30.

A character may take 10 when composing poetry, but
may not take 20, no matter how much time he has
available.

For example, Sir Andurin wants to write a poem for
his beloved. He needs it by tomorrow, or she will be
disappointed, and his Perform (oratory) total is 6. He
chooses to write merely pedestrian verse, so that he
can write the poem in one day if he rolls a 14 or high-
er. His player rolls a 15, and the poem is written. His
beloved is somewhat mollified, but the poem does not
put her in a good mood.

Determined to improve her opinion of him, Sir
Andurin decides to write a better poem, spending as
long as it takes. He aims for fine verse (DC 20), so that
he makes no progress unless he rolls a 15 or higher.

The first day, he rolls a 17 for a total of 23. He gains 3
points towards writing the poem, and needs another
17. On the second day, he rolls an 8, and makes no
progress. On the third day, he rolls a 20, but the re-
roll is only a 6, so inspiration doesn’t strike.
Nevertheless, he gains 6 points, for a total of 9, with 11
still needed. On the fourth day, he rolls a 20 again,
this time followed by a 15. Inspiration strikes, and the
poem is completed! It’s a work of brilliance, as if he
had aimed at a DC of 30, and when he recites it to his
beloved, she smiles dazzlingly at him.

∞DIPLOMACY CHECK: WINNING

BELOVED’S LOVE OR FAVORS

Ideally, the relationship between the knight and his
beloved should be roleplayed. Love is, however, easily
the most difficult situation to handle in a roleplaying

∞WINNING BELOVED’S LOVE OR FAVORS: RELUCTANCE
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∞WINNING BELOVED’S LOVE OR FAVORS: GIFTS & DEEDS

GIFTS TABLE

BONUS GIFT

+5 Significant gift, suitable to beloved.
+8 Very significant gift (twice the value of significant gift), suitable to beloved.
+8 Significant gift, very suitable to beloved*.
+10 Very significant gift, very suitable to beloved*.

*A gift is very suitable to the beloved if it fits particularly well with her interests and needs. The knight
must learn quite a bit about his beloved before he can determine what such a gift should be.

DEEDS TABLE

BONUS DEED EXAMPLE

+2 Ordinary deed, little chance of failure. Fighting opponent with CR far below knight’s level.
+5 Significant deed, significant chance of failing. Fighting opponent 1 or 2 CR below knight’s level.
+10 Spectacular deed, even chance of failing. Fighting opponent with CR equal to knight’s level.
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game, so these rules allow you to abstract romantic
scenes. While it might be difficult to roleplay love, it
can be a lot of fun, so there are some suggestions later
in this chapter for how you might do that, instead.

Check to Win Beloved’s Love or Favors: The
beloved’s attitude to the knight as a person may be
completely different from her attitude to him as a
lover. While a beloved who was hostile toward the
knight as a person and accepting of him as her lover
would be unusual, it’s not an impossible situation, and
one that does appear in literature. For this reason, a
separate series of Diplomacy checks is necessary for a
knight to either become the lady’s accepted courtly
love, or to win her bodily favors. An honorable knight
normally attempts the first and then the second, but
this isn’t a requirement. In fact, some knights, partic-
ularly paladins, are content with the first. The rules
for the two are the same, however.

In general, a beloved will be at least Friendly to her
knight once she has accepted him as such, and should
be Helpful before the knight even starts trying to win
her love or favors. Use the standard d20 System rules
for influencing NPC attitudes with the Diplomacy
skill to determine the beloved’s feelings; these rules

determine the relative positions of the two in the elab-
orate game of courtly love. 

Reluctance: First, determine the beloved’s reluc-
tance to accept the knight. This is a number deter-
mined by the table below, and by the GM’s judgment.
The table should cover most situations, but the GM
might want to adjust the number by a point or two to
reflect special circumstances. All applicable modifiers
to the beloved’s reluctance stack, so a beloved who has
very high status in her society adds 5 to the base reluc-
tance — +2 from having high status and another +3
from having very high status — for example.

Approaches: The knight pursues his beloved by
making approaches to her. The most obvious way to
make an approach is to visit the beloved and put his
case in person. However, letters, messengers, and sim-
ply sending a spectacular gift can all qualify. When a
knight makes an approach to his beloved, he makes a
Diplomacy check against a DC equal to her reluc-
tance. If this check succeeds, his beloved’s reluctance
is reduced by 1.

A knight can’t make more than one approach per
week, and must always have some grounds for the
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