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DRAGON, BREAKFAST (OSRIC)
In addition to the descriptions below, these dragons use 
the dragon rules presented on page 211 of OSRIC.

Dragon, Cereal

FREQUENCY: Rare
NO. ENCOUNTERED: 1d4
SIZE: Large (26 ft long)
MOVE: 90 ft; 240 ft fl ying (AA:II)
ARMOUR CLASS: 3
HIT DICE: 6 to 8
ATTACKS: 3
DAMAGE: 1d4 / 1d4 / 2d10
SPECIAL ATTACKS: See Below
SPECIAL DEFENSES: See Below
MAGIC RESISTANCE: Standard
LAIR PROBABILITY: 40%
INTELLIGENCE: Very
ALIGNMENT: Chaotic neutral or chaotic evil

The cereal dragons seek the “milk of the earth” which 
they fi nd in sacred places, able to preternaturally scratch 
it up from the earth with their claws. As such locales are 
very rare, they guard their milk-springs jealously, often 
attacking those that enter their territory without warning. 
However, they are not always vigilant, and sometimes 
can be found vulnerable, soaking in a milk bath they 
have dug out from the land.

Cereal dragons only rarely (20%) are known to speak, 
rarely (20%) cast magic, and sometimes (30%) will be 
found asleep. If the dragon is asleep, there is a 1 in 6 
chance it will awaken in the presence of adventurers. 
Dragons will also sometimes feign sleep. If found in its 
milk bath, increase its armour class by 1 for an hour 
until it dries out completely. The dragon may use this 
breath weapon up to three times per day.

If a cereal dragon can cast spells, it will gain spells as a 
druid of a level equal to one half of its age category. So, 
an ancient cereal dragon casts spells as a 4th level druid. 
They do not need somatic or material components to 
cast spells.

Cereal dragon breath is a cone of milk (50 ft by 25 ft) 
that increases the target’s AC by 1, plus an additional 
increase of 1 at the end of every round to a maximum of 
AC 10. This effect has a duration of 10 minutes, and for 
the next hour afterwards, the target has a stink that will 
attract carrion-eaters and insects for 100’.

Treasure: For a typical individual 2d6 x 1,000 cp (20%), 
2d10 x 1,000 sp (30%), 1d8 x 1,000 ep (30%), 1d10 x 
1,000 gp (30%), 2d6 gems (15%), 1d8 jewellry (15%), 3 
magic items plus 2 potions and 1 scroll (20%).

Dragon, Pastry

FREQUENCY: Rare
NO. ENCOUNTERED: 1d4
SIZE: Large (30 ft long)
MOVE: 120 ft; 240 ft fl ying (AA:II)
ARMOUR CLASS: 2
HIT DICE: 7 to 9
ATTACKS: 3
DAMAGE: 1d4 / 1d4 / 5d4
SPECIAL ATTACKS: See Below
SPECIAL DEFENSES: See Below
MAGIC RESISTANCE: Standard
LAIR PROBABILITY: 25%
INTELLIGENCE: High
ALIGNMENT: Neutral or neutral evil

Pastry dragons prefer temperate forests where they 
can fi nd fruit, eating tremendous amounts of it before 
digesting it for long periods of time. They are a 
tremendous threat to orchards, farms, gardens, etc. 
They sometimes venture south into tropical climes 
where they can fi nd sugarcane, a great delicacy for their 
kind. They do not hesitate to kill those who harvest fruits 
of all types in order to lay claim to fruit trees as part of 
their territory.

Pastry dragons are sometimes (40%) are known to 
speak, often (45%) cast magic, and sometimes (40%) 
will be found asleep. If the dragon is asleep, there 
is a 1 in 6 chance it will awaken in the presence of 
adventurers. Dragons will also sometimes feign sleep. If 
awakened after a phase of voracious feeding, it may use 
its breath weapon an additional time during that day.

If a pastry dragon can cast spells, it will gain spells as 
a druid of a level equal to one half of its age category. 
They do not need somatic or material components to 
cast spells.

Pastry dragon breath is a line of fi lling (70 ft by 5 ft). 
When it fi rst breathes its breath for the day, roll 1d6 to 
determine the fl avor of breath. Whenever the dragon is 
encountered on a different day, roll again. The dragon 
may use this breath weapon up to three times per day.

A roll of 1 indicates a cream fl avor. A failed save 
enchants the target with an insatiable greed, and they 
cannot refuse any opportunity to immediately and 
directly increase their wealth. This has a duration of 10 
minutes.

A roll of 2 indicates a peach fl avor. A failed save 
enchants the target with a wanderlust to experience rural 
life and eat locally above all other concerns. This has a 
duration of a day.

A roll of 3 indicates a lemon fl avor. The subject’s 
alignment changes to chaotic and the subject has a 
preternatural if justifi ed disregard for authority. This has 
a duration of a week.
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A roll of 4 indicates a blueberry fl avor. The character 
is enchanted to drink any potions or liquor in their 
possession, then seek and drink any more in the like 
in their vicinity, even if possessed by others. This has a 
duration of 10 minutes.

A roll of 5 indicates a raspberry fl avor. The character is 
compelled to immediately remove any armor that does 
not cover the head. This has a duration of 10 minutes.

A roll of 6 indicates a chocolate fl avor. The character is 
so enchanted that when attempting to consume a food 
or drink, they roll 1d6. On a 1 to 4, they cannot bring 
themselves to consume it willingly, and cannot willingly 
consume anything else for the duration. This has a 
duration of a day.

Treasure: For a typical individual 4d6 x 1,000 cp (25%), 
3d30 x 1,000 sp (35%), 1d6 x 10,000 ep (40%) 1d4 x 
10,000 gp (40%), 1d20 x 100 pp (20%), 5d20 gems 
(30%), 10d6  jewellry (25%), 4 magic items plus 2 
potions and 1 scroll (15%), 3d4 potions (45%).

Dragon, Egg

FREQUENCY: Rare
NO. ENCOUNTERED: 1d12
SIZE: Large (36 ft long)
MOVE: 90 ft; 240 ft fl ying (AA:II)
ARMOUR CLASS: 1
HIT DICE: 8 to 10
ATTACKS: 3
DAMAGE: 1d4 / 1d4 / 3d10
SPECIAL ATTACKS: See Below
SPECIAL DEFENSES: See Below
MAGIC RESISTANCE: Standard
LAIR PROBABILITY: 60%
INTELLIGENCE: High to Exceptional
ALIGNMENT: Lawful neutral or lawful evil

An egg dragon seeks a warm, protected den where it 
can draw magic from the earth. However, disruption of 
the natural environment (logging, damming, mining) 
disrupts its slumber and drives it to eliminate those 
responsible. Unlike many dragons, they are gregarious, 
and can nest in bunches up to a dozen, making them 
particularly dangerous in regions they inhabit.

Egg dragons often (50%) are known to speak, often 
(55%) cast magic, and frequently (60%) will be found 
asleep. If the dragon is asleep, there is a 1 in 6 chance 
it will awaken in the presence of adventurers. Dragons 
will also sometimes feign sleep. If awakened from sleep, 
they will require a full round to shake off their stupor.

If an egg dragon can cast spells, it gains spells as if it 
were a druid of a level equal to its age category. They do 
not need somatic or material components to cast spells.

Egg dragon breath is a line of fl uid (90 ft by 5 ft) that 
covers and suffocates. A subject that fails their save 

against it begins to suffocate within 1d4 rounds, unless 
30 points of damage are done to cut them free (fi re does 
double damage). The dragon may use this breath weap-
on up to three times per day.

If not slain by fi re, an egg dragon’s embryonic form waits 
for a foe to come near and then bursts out to try and 
engulf them. This form is identical to a lurker above, but 
it cannot fl y, only has half the HD of the original dragon, 
and has no additional treasure. Similarly to a lurker, it 
gains +4 to surprise against those looking to loot or ex-
amine the corpse closely. A embyronic dragon that eats 
twice its original hit dice in prey can return to its original 
dragon form by gestating for three days.

Treasure: For a typical individual 6d6 x 1,000 cp (30%), 
4d30 x 1,000 sp (40%), 1d8 x 10,000 ep (40%) 1d6 x 
10,000 gp (45%), 2d10 x 100 pp (25%), 4d20 gems 
(20%), 3d20 jewellry (25%), 3 magic items plus 2 
potions and 2 scrolls (15%), 2d4 potions (40%).

Dragon, Bacon

FREQUENCY: Very Rare
NO. ENCOUNTERED: 1d4
SIZE: Large (44 ft long)
MOVE: 90 ft; 240 ft fl ying (AA:II)
ARMOUR CLASS: 0
HIT DICE: 9 to 11
ATTACKS: 3
DAMAGE: 1d4 / 1d4 / 5d6
SPECIAL ATTACKS: See Below
SPECIAL DEFENSE: See Below
MAGIC RESISTANCE: Standard
LAIR PROBABILITY: 35%
INTELLIGENCE: Exceptional
ALIGNMENT: Neutral or neutral evil

A bacon dragon is a terrifying force of meat, constantly 
hungry for fat to striate its hide. When it can, it likes to 
take nest in salt caves and volcanic regions, constantly 
preparing itself as the highest form of smoked meat on 
the prime material plane.

Bacon dragons often (60%) are known to speak, some-
times (40%) cast magic, and occasionally (20%) will 
be found asleep. If the dragon is asleep, there is a 1 in 
6 chance it will awaken in the presence of adventurers. 
Dragons will also sometimes feign sleep. If awakened 
from sleep, it emits a salty odor that attracts all carni-
vores and omnivores within 300’ (if the passage of the 
scent blocked off by a reasonable seal, like a door or 
waterfall).

If an bacon dragon can cast spells, it gains spells as if it 
were a druid of a level equal to its age category. They do 
not need somatic or material components to cast spells.

Bacon dragon breath is a cloud of superheated grease 
(60 ft long, 40 ft wide, and 30 ft high) that does damage 
equal to half the dragon’s hit points (one-quarter on a 
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Medium Pastry Dragon
3rd level spoiler [DRAGON]
Initiative +9
Vulnerability: fire

Claws and Bite +8 vs. AC (2 attacks)—5 damage
Natural 16+: The pastry dragon can make a filling breath 
attack as a free action.

[Special trigger] C: Filling Breath +8 vs. PD (1d3 nearby 
enemies)—5 force damage, and the enemy suffers the effect 
associated with its filling.

Filling: When the pastry dragon rolls initiative, roll 1d6 to 
determine its filling, which determines the secondary effect 
of its breath and the messy ability.

1: Cream—The target can no longer intercept foes, and must 
make a save when trying to move; failure means they cannot 
move this turn (save ends).

2: Apple—The target’s allies are -2 to attacks and defense while 
engaged with the same enemy (save ends).

3: Raspberry—The target is -4 to attack any enemy but the 
dragon, and has their crit range expanded by 1, normally 
meaning the target will take crits on a 19+ (save ends).

4: Lemon—The target rerolls any critical hit (but keeps it if the 
second roll is a critical hit), or any damage die that rolls its 
maximum value (save ends).

5: Blueberry—The target cannot benefit from the escalation die 
or recover (save ends).

6: Chocolate—The target is -5 on disengage rolls, and -5 to 
ranged attacks (save ends).

Messy: Whenever the medium pastry dragon suffers a weapon 
attack that rolls maximum damage on its die, any enemy 
engaged with it must make a save or suffer the secondary 
effect of its pastry breath.

Flaky: When a medium pastry dragon is staggered, it gains 
vulnerability for the remainder of the combat, but its filling 
breath attack now triggers on a 14+, and adds half the 
escalation die (round up) to the first damage it inflicts in a 
turn.

AC 18
PD 17  HP 49 
MD 14

Large Pastry Dragon
Large 6th level spoiler [DRAGON]
Initiative +10
Vulnerability: fire

Claws and Bite +11 vs. AC (2 attacks)—22 damage
Natural 16+: The pastry dragon can make a filling breath 
attack as a free action.

[Special trigger] C: Filling Breath +11 vs. PD (1d3 nearby 
enemies)—22 force damage, and the enemy suffers the 
effect associated with its filling.

Filling: When the pastry dragon rolls initiative, roll 1d6 to 
determine its filling, which determines the secondary effect 
of its breath and the messy ability.

1: Cream—The target can no longer intercept foes, and must 
make a save when trying to move; failure means they cannot 
move this turn (save ends).

2: Apple—The target’s allies are -2 to attacks and defense while 
engaged with the same enemy (save ends).

3: Raspberry—The target is -4 to attack any enemy but the 
dragon, and has their crit range expanded by 1, normally 
meaning the target will take crits on a 19+ (save ends).

4: Lemon—The target rerolls any critical hit (but keeps it if the 
second roll is a critical hit), or any damage die that rolls its 
maximum value (save ends).

5: Blueberry—The target cannot benefit from the escalation die 
or recover (save ends).

6: Chocolate—The target is -5 on disengage rolls, and -5 to 
ranged attacks (save ends).

Messy: Whenever the medium pastry dragon suffers a weapon 
attack that rolls maximum damage on its die, any enemy 
engaged with it must make a save or suffer the secondary 
effect of its pastry breath.

Flaky: When a medium pastry dragon is staggered, it gains 
vulnerability for the remainder of the combat, but its filling 
breath attack now triggers on a 13+, and adds the escalation 
die to the first damage it inflicts in a turn.

AC 21
PD 20  HP 195
MD 17



Huge Pastry Dragon
Huge 9th level spoiler [DRAGON]
Initiative +11

Claws and Bite +14 vs. AC (2 attacks)—75 damage
Natural 16+: The pastry dragon can make a filling breath 
attack as a free action.

[Special trigger] C: Filling Breath +14 vs. PD (2d3 nearby 
enemies)—75 force damage, and the enemy suffers the 
effect associated with its filling.

Filling: When the pastry dragon rolls initiative, roll 1d6 to 
determine its filling, which determines the secondary effect 
of its breath and the messy ability.

1: Cream—The target can no longer intercept foes, and must 
make a save when trying to move; failure means they cannot 
move this turn (save ends).

2: Apple—The target’s allies are -2 to attacks and defense while 
engaged with the same enemy (save ends).

3: Raspberry—The target is -4 to attack any enemy but the 
dragon, and has their crit range expanded by 1, normally 
meaning the target will take crits on a 19+ (save ends).

4: Lemon—The target rerolls any critical hit (but keeps it if the 
second roll is a critical hit), or any damage die that rolls its 
maximum value (save ends).

5: Blueberry—The target cannot benefit from the escalation die 
or recover (save ends).

6: Chocolate—The target is -5 on disengage rolls, and -5 to 
ranged attacks (save ends).

Messy: Whenever the medium pastry dragon suffers a weapon 
attack that rolls maximum damage on its die, any enemy 
engaged with it must make a save or suffer the effect of its 
filling.

Flaky: When a medium pastry dragon is staggered, it gains 
vulnerability for the remainder of the combat, but its filling 
breath attack now triggers on a 12+, and adds twice the 
escalation die (round up) to the first damage it inflicts in a 
turn.

AC 24
PD 23  HP 585 
MD 20

Medium Egg Dragon
4th level spoiler/wrecker [DRAGON]
Initiative +9
Vulnerability: thunder

Sharp claws +9 vs. AC—12 damage
Natural 11-15: The dragon can make a bite attack as a free 
action.
Natural 16+: The dragon can make an albumen breath 
attack as a free action.

[Special trigger] Bite +9 vs. AC—12 damage
Natural 16+: The target also takes 4 ongoing damage (save 
ends).

[Special trigger] C: Albumen Breath +9 vs. PD (1d3 nearby 
enemies)—5 ongoing (asphyxiation) damage and dazed; 
save ends both conditions.

Humpty: When a medium egg dragon is staggered by non-fire 
damage, it becomes soft-boiled. When it staggered by fire 
damage, it becomes hard-boiled.

Soft-Boiled: The dragon loses 2 PD and 2 AC, can no longer fly, 
but gains resist weapons 12+. When it would perform a bite 
attack as a free action, it instead performs eggulf. In addition, 
its type changes from [DRAGON] to [OOZE].

Eggulf +8 vs. PD—Enemy becomes grabbed and is takes 
10 ongoing (asphyxiation) damage as long as they’re 
grabbed.

Hard Boiled: When a medium egg dragon is staggered by fire 
damage, it gains vulnerability: melee weapons, can no longer 
fly, and adds 2 to PD. When it would perform an albumen 
breath attack as a free action, it instead performs a vitellus 
cannonball.

[Special trigger] C: Vitellus Cannonball +8 vs PD—10 
damage, and the target is stunned until the end of its 
next turn. Each even time (2nd, 4th, etc.) the attack 
would trigger, it does not; the dragon instead swallows 
and “reloads” the hard-boiled vitellus.

AC 20
PD 19  HP 55 
MD 13



Open Game License

DESIGNATION OF OPEN CONTENT
Dragons for Breakfast uses several terms and names that are Copyright 
2000-2003 Wizards of the Coast, Inc. These terms are used under the 
terms of the Open Game License v1.0a, and are designated as Open 
Content by that license.

Names and descriptive text pertaining to creatures in this document 
is considered Product Identity, as is the title and introductory text. 
Rules text is released under the Open Game License and OSRIC Open 
Content includes:

• Mechanical sections that start with “FREQUENCY” and end with 
“ALIGNMENT.”

• OSRIC-related paragraphs detailing the mechanics of dragon 
speech, spellcasting, sleep habits, dragon breath, treasure allot-
ment, as well as amnotic ability of egg dragons.

Rules text release solely under the Open Game license includes:

• All text related to Darker Dungeons except dragon names.

• All text using the Archmage Engine mechanics except for titles 
and flavor text (the latter of which is placed below the header in 
italics, but before the level indicator; i.e. 1st-level, 2nd-level, etc.).

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 trade-
mark owners who have contributed Open Game Content; (b)”Deriva-
tive 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 repro-
duce, 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 rou-
tines 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 Con-
tent. (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 indi-
cate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this Li-
cense, 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 Con-
tributions 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 COPY-
RIGHT NOTICE of any Open Game Content You are copying, mod-
ifying 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 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 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 unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a. Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, 
Inc.; Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson.

OSRIC copyright 2006-08 by Stuart Marshall, adapting material pre-
pared by Matthew J. Finch, based on the System Reference Document, 
inspired by the works of E. Gary Gygax, Dave Arneson, and many 
others.

Darker Dungeons published 2010, no Copyright is asserted on the 
original text found in that work.
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3th Age. Copyright 2013, Fire Opal Media; Authors: Rob Heinsoo, 
Jonathan Tweet, based on material by Jonathan Tweet, Monte Cook, 
and Skip Williams.

13th Age Bestiary. Copyright 2014, Fire Opal Media and Pelgrane 
Press Ltd; Authors: Ryven Cedyrlle, Rob Heinsoo, Kenneth Hite, Kevin 
Kulp, ASH LAW, Cal Moore, Steve Townshend, Rob Watkins, Rob 
Wieland.

13 True Ways. Copyright 2014, Fire Opal Media, Inc.; Authors: Rob 
Heinsoo, Jonathan Tweet, Robin D. Laws.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; 
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte 
Cook, and Skip Williams.

Castles & Crusades, Copyright 2004, Troll Lord Games; Authors: Davis 
Chenault, Mac Golden.

13th Age Archmage Engine. Copyright 2013-2016, Fire Opal Media. 
Author: Chad Dylan Long, based on material by Jonathan Tweet, Rob 
Heinsoo, Ryven Cedyrlle, Kenneth Hite, Kevin Kulp, ASH LAW, Cal 
Moore, Steve Townshend, Rob Watkins, and Rob Wieland.

OSRIC Open License
Terms used herein are as defined in the OPEN GAME LICENSE Version 
1.0a promulgated by Wizards of the Coast, Inc. Open Game Content 
may only be Used under and in terms of the Open Game License.

Subject to the other terms of this license, you may do the following:

1. Distribute this document for free or for profit, provided that no 
change or addition is made other than adding your name as publisher 
if the product is distributed in print, other than by print on demand.

2. Refer in your own products to the name of this document, and indi-
cate compatibility with the OSRIC system.

3. Produce content that is derivative of the “Licensed IP” material in 
this document, provided that your product is not a complete game.

4. Include quotations from the rules set forth in the OSRIC system, 
provided that such quotes do not individually exceed 100 words or 
collectively comprise more than 10% of your product.

5. Identify parts of your Product Identity as “OSRIC™ Open Content” 
that may be used by other OSRIC publishers, but only OSRIC publish-
ers, as if it were Open Game Content. Note that Open Game Content 
may not be limited to OSRIC publishers, only Product Identity.

6. Identify parts of your Product Identity as “OSRIC™ Reference Con-
tent,” in which case other publishers may refer to the OSRIC Reference 
Content provided that they identify the source of the reference (your 
work) and note on the cover of their product that your product is re-
quired in order to use their product.

7. If a publisher fails to identify OSRIC Open or Reference content, that 
content will be considered Product Identity, assuming that it is valid 
Product Identity under the OGL .

If you do any of the foregoing, you must:

1. Comply with the terms of the Wizards of the Coast (“WOTC”) Open 
Game License with respect to any use of Open Game Content.

2. Not violate or infringe upon any trademark of WOTC (moreover, 
note that the OGL currently prohibits any indication of compatibility 
with a trademark without written permission).

3. Include the following text prominently on the cover or cover page of 
your product:

This product uses the OSRIC™ System (Old School System Reference 
and Index Compilation™). The OSRIC system text may be found at 
http://www.knights-n-knaves.com/osric. The OSRIC text is copyright 
of Stuart Marshall. “OSRIC” and “Old School Reference and Index 
Compilation,” are trademarks of Matthew Finch and Stuart Marshall 
and may be used only in accordance with the OSRIC license. This 
product is not affiliated with Wizards of the Coast.

Complimentary copies of OSRIC material need not be sent to the au-
thors, but it would be nice.

“Licensed IP” means: all of the material herein, with the exception of 
the artwork, trademarks, and title.

Under no circumstance should this license be construed to violate the 
terms of the Open Game License, and any term that violates the Open 
Game License is to be construed as closely as possible.

License for Content – Pixabay License
Content on Pixabay is made available to you on the following terms 
(“Pixabay License”). Under the Pixabay License you are granted an 
irrevocable, worldwide, non-exclusive and royalty free right to use, 
download, copy, modify or adapt the Content for commercial or 
non-commercial purposes. Attribution of the photographer, videogra-
pher, musician or Pixabay is not required but is always appreciated.

The Pixabay License does not allow:

Sale or distribution of Content as digital Content or as digital wallpa-
pers (such as on stock media websites);

Sale or distribution of Content e.g. as a posters, digital prints, music 
files or physical products, without adding any additional elements or 
otherwise adding value

Depiction of identifiable persons in an offensive, pornographic, ob-
scene, immoral, defamatory or libelous way; or

Any suggestion that there is an endorsement of products and services 
by depicted persons, brands, vocalists and organisations, unless per-
mission was granted.

Please be aware that while all Content on Pixabay is free to use for 
commercial and non-commercial purposes, items in the Content, 
such as identifiable people, logos, brands, audio samples etc. may be 
subject to additional copyrights, property rights, privacy rights, trade-
marks etc. and may require the consent of a third party or the license 
of these rights - particularly for commercial applications. Pixabay does 
not represent or warrant that such consents or licenses have been 
obtained, and expressly disclaims any liability in this respect.




