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						Requires the use of the Dungeons & Dragons
					
					
						® 
					
					
						Player’s Handbook, Third Edition, published by Wizards of the Coast.
					
					
						®
					
				

			

			
				
					
						Six Living 
					
				

			

			
				
					
						Planar Gates
					
				

			

			
				
					
						by Philip Reed
					
				

			

			
				
					
						All of the gates in this PDF are quite unusual
					
				

				
					
						and may not suit everyone’s campaign. For exam-
					
				

				
					
						ple, one of the gates exists inside a human body
					
				

				
					
						and another is the shadow cast by a single mer-
					
				

				
					
						chant. The DM will need to think long and hard
					
				

				
					
						about the nature of planar travel in his campaign
					
				

				
					
						before including any of these gates in his cam-
					
				

				
					
						paign world.
					
				

				
					
						Rather than expend any more time and energy
					
				

				
					
						telling you what this PDF is, I’ll just get right to
					
				

				
					
						the meat. I’m reprinting the (short) 
						Learning
					
				

				
					
						About the Gates 
						section so that those of you new
					
				

				
					
						to the various Ronin Arts planar sourcebooks will
					
				

				
					
						have some idea of how to use these gates.
					
				

				
					
						Enjoy! 
					
				

				
					
						L
					
					
						EARNING 
					
					
						A
					
					
						BOUT
					
				

				
					
						THE 
					
					
						G
					
					
						ATES
					
				

				
					
						At the DM’s option, the player characters may
					
				

				
					
						make a 
						Knowledge (the planes) 
						check in order to
					
				

				
					
						determine exactly what they know about the vari-
					
				

				
					
						ous planar gates presented in this PDF. Each of the
					
				

				
					
						gates described herein includes a 
						Knowledge (the
					
				

				
					
						planes) 
						DC against which the character must roll.
					
				

				
					
						The exact understanding of a particular gate
					
				

				
					
						depends on the character’s roll. Consult the fol-
					
				

				
					
						lowing table.
					
				

			

			
				
					
						DC Knowledge 
					
				

				
					
						Base Has heard of the gate.
					
				

				
					
						+5 Knows the history of the gate.
					
				

				
					
						+10 Knows where the gate is located.
					
				

				
					
						+15 Knows how the gate operates.
					
				

				
					
						+20 Knows where the gate leads. 
					
				

				
					
						A
					
					
						N 
					
					
						O
					
					
						LD 
					
					
						W
					
					
						OMAN
					
					
						’
					
					
						S
					
				

				
					
						D
					
					
						YING 
					
					
						B
					
					
						REATH
					
				

				
					
						Knowledge (the planes) DC: 30
					
				

				
					
						Only the most experienced of planar travelers
					
				

				
					
						knows that one gateway to the Plane of Negative
					
				

				
					
						Energy is by stepping into the last breath released
					
				

				
					
						when an old woman dies. At the exact moment of
					
				

				
					
						death, as the woman’s final breath escapes from
					
				

				
					
						her lips, a planar traveler – and any others that are
					
				

				
					
						in contact with him – that is within 5 feet of the
					
				

				
					
						dying woman is instantly transported to a small
					
				

				
					
						cemetery hidden near the center of the Negative
					
				

				
					
						Energy Plane. This travel takes place only if the
					
				

				
					
						traveler is performing no other actions and is
					
				

				
					
						specifically willing himself to move to that plane
					
				

				
					
						of existence. Those in contact with the traveler
					
				

				
					
						need not do anything except remain in direct,
					
				

				
					
						physical contact (such as holding hands). 
					
				

			

			
				
					
						Six Living Planar Gates 
						is copyright © 2005 Philip Reed.  All text in this book is designated
					
				

				
					
						as open game content. You may not distribute this PDF without permission of the author.
					
				

				
					
						Dungeons & Dragons® 
						and Wizards of the Coast® are Registered Trademarks of Wizards of
					
				

				
					
						the Coast and are used with permission.
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						Though those transported to the Plane of
					
				

				
					
						Negative Energy in this manner must will the travel
					
				

				
					
						to occur accidents do sometimes happen. There have
					
				

				
					
						been a few reported cases of loved ones vanishing at
					
				

				
					
						the time of a mother or grandmother’s death – what
					
				

				
					
						typically happens in these instances is the relative is
					
				

				
					
						thinking of the upcoming funeral at the exact moment
					
				

				
					
						that the old woman dies.
					
				

				
					
						A
					
					
						DIB 
					
					
						N
					
					
						ASSAR
					
				

				
					
						I
					
					
						BRAHIM
					
					
						’
					
					
						S 
					
					
						K
					
					
						ISS
					
				

				
					
						Knowledge (the planes) DC: 15
					
				

				
					
						In a small village somewhere on the edge of a
					
				

				
					
						great desert there lives a dying man, Adib Nassar
					
				

				
					
						Ibrahim. This would be unremarkable save for two
					
				

				
					
						very important facts, the first of which that the man
					
				

				
					
						has been on the edge of death for almost five cen-
					
				

				
					
						turies and the second of which that the man’s kiss
					
				

				
					
						sends one to another world. 
					
				

				
					
						The man is willing to kiss anyone on the fore-
					
				

				
					
						head, as long as they bring him a fresh turnip. Once
					
				

				
					
						paid, Ibrahim beckons the traveler closer and then
					
				

				
					
						kisses the forehead softly and orders the traveler out
					
				

				
					
						of his tent. Within a week (1d4+2 days) of the kiss the
					
				

				
					
						traveler awakens to find himself on any demiplane or
					
				

				
					
						plane of existence of the traveler’s choice, as long as
					
				

				
					
						the traveler has visited the desired destination at least
					
				

				
					
						once before.
					
				

				
					
						The men of the village protect Ibrahim and they
					
				

				
					
						will fight to the death to save the man. Ibrahim needs
					
				

				
					
						no protection, though – the man is immortal and can-
					
				

				
					
						not be slain or destroyed by any means. Even after the
					
				

				
					
						universe has completely vanished from existence the
					
				

				
					
						old man, and his tent and belongings, will remain
					
				

				
					
						behind, floating in the endless void of eternity.
					
				

				
					
						G
					
					
						RIGORI
					
					
						’
					
					
						S 
					
					
						S
					
					
						HADOW
					
				

				
					
						Knowledge (the planes) DC: 22
					
				

				
					
						The merchant Grigori Kolodenko 
						[male human,
					
				

				
					
						Exp 5, 15 hp] 
						crosses back and forth across the lands
					
				

				
					
						selling and buying silk clothing. Kolodenko is not a
					
				

				
					
						tailor – the man has never stitched cloth in his life –
					
				

				
					
						but simply a merchant with a taste for fine silk and an
					
				

				
					
						eye for modern styles. The man’s knowledge of, and
					
				

				
					
						experience with, fine silk clothing alone would be
					
				

				
					
						enough to make him a minor celebrity amongst some
					
				

				
					
						circles but it his Grigori’s unknown talent that makes
					
				

				
					
						him a person of interest to those that travel through-
					
				

				
					
						out the planes of existence. For, you see, Grigori
					
				

				
					
						Kolodenko’s shadow is a portal to another world.
					
				

			

			
				
					
						Anyone wearing a gold ring with a turquoise
					
				

				
					
						stone that is completely enshrouded in Kolodenko’s
					
				

				
					
						shadow during the late afternoon hours finds himself
					
				

				
					
						standing on a threshold between his own world and
					
				

				
					
						Shadowsilk, a small planar city that exists on the
					
				

				
					
						very edge of the Plane of Shadows. That person
					
				

				
					
						may, at the exact moment that he first sees both
					
				

				
					
						worlds, decide to enter this demiplane or remain on
					
				

				
					
						his own world. Those without knowledge of the
					
				

				
					
						planes sometimes gather together after a day of sales
					
				

				
					
						and, when drunk with wine, will whisper stories of
					
				

				
					
						their visions of another city but they rarely speak
					
				

				
					
						publicly of their experience. Kolodenko himself is
					
				

				
					
						immune to the effect and has never learned the truth
					
				

				
					
						behind these drunken tales.
					
				

				
					
						A secret organization, Agents of the Darkened
					
				

				
					
						Silk, has followed and protected Kolodenko from
					
				

				
					
						harm since his birth. It is said that the organization
					
				

				
					
						numbers thousands of men though the organization’s
					
				

				
					
						true size, and origin, is unknown. Kolodenko is not
					
				

				
					
						the first man to possess a shadow that opens to
					
				

				
					
						Shadowsilk; once each generation a new man is born
					
				

				
					
						that is this world’s link to the planar city of shadows.
					
				

				
					
						J
					
					
						URY 
					
					
						B
					
					
						UGS
					
				

				
					
						Knowledge (the planes) DC: 16
					
				

				
					
						Common to the Plane of Law, jury bugs are
					
				

				
					
						small insects that look like silver-colored ants, each
					
				

				
					
						about a half inch in length. Jury bugs act much like
					
				

				
					
						the ants that are found on millions of different mate-
					
				

				
					
						rial plane worlds and are a part of the ecosystem of
					
				

				
					
						the Plane of Law. Disrupting a jury bug from its task
					
				

				
					
						or course is an offense punishable by hanging
					
				

				
					
						though there are some that manage to infiltrate the
					
				

				
					
						plane and steal a handful of the bugs.
					
				

				
					
						When on any other plane or demiplane, eating a
					
				

				
					
						jury bug transports a traveler to the exact place on
					
				

				
					
						the Plane of Law from which the bug was stolen.
					
				

				
					
						These buys go for a high price on the black market –
					
				

				
					
						sometimes as high as 1,000 gp for a single jury bug
					
				

				
					
						– and attempts to breed them in captivity have
					
				

				
					
						always failed. Additionally, a jury bug can survive
					
				

				
					
						for only 3d6+5 days after it is removed from the
					
				

				
					
						Plane of Law.
					
				

				
					
						There have been reports of denizens of the Plane
					
				

				
					
						of Law embarking on crusades to rescue stolen jury
					
				

				
					
						bugs though if these reports are true the rescue
					
				

				
					
						attempts have never been properly recorded, The
					
				

				
					
						very thought that a group of powerful beings would
					
				

				
					
						take time from their lives to track down and save a
					
				

				
					
						handful of ants is preposterous. So preposterous, in
					
				

				
					
						fact, that it’s an almost believable idea.
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						T
					
					
						HE 
					
					
						I
					
					
						NNER 
					
					
						E
					
					
						MPTINESS OF
					
				

				
					
						THE 
					
					
						P
					
					
						RINCESS 
					
					
						Q
					
					
						ADIRA
					
				

				
					
						Knowledge (the planes) DC: 25
					
				

				
					
						The Princess Qadira, only child of the King
					
				

				
					
						and Queen of the Desolate Desert of Ixar, is a
					
				

				
					
						young woman of mammoth proportions. Over six
					
				

				
					
						feet tall and almost one thousand pounds, the
					
				

				
					
						Princess has always been spectacularly massive in
					
				

				
					
						size. Shortly after her birth, during which the
					
				

				
					
						Queen almost died, jokes about the whale-like
					
				

				
					
						Princess became so common that laws were passed
					
				

				
					
						so that anyone making any joke about overweight
					
				

				
					
						people would be sentenced to death. Now twenty
					
				

				
					
						years of age, the Princess continues to expand in
					
				

				
					
						size . . .  and shows no sign that she will stop grow-
					
				

				
					
						ing anytime soon. 
					
				

				
					
						Only those wizards close to the royal family
					
				

				
					
						know the secret behind the immense size of the
					
				

				
					
						Princess Qadira – the woman is a living planar
					
				

				
					
						gate. Deep beneath the flesh of the Princess is a
					
				

				
					
						constantly growing pocket of astral space that func-
					
				

				
					
						tions as a portal to thousands of different demi-
					
				

				
					
						planes, each one of which requires a separate key to
					
				

				
					
						enter. The wizards spend their nights exploring the
					
				

				
					
						gate within the Princess and are attempting to cre-
					
				

				
					
						ate an exact catalog of all of the worlds that may be
					
				

				
					
						reached by passing through the gigantic woman. To
					
				

				
					
						unlock the portal the Princess must be asleep at
					
				

				
					
						which point her body splits in half and opens like a
					
				

				
					
						clam, brilliant light spilling out of the woman’s
					
				

				
					
						body. Anyone that steps into the open cavity with-
					
				

				
					
						in the Princess, if carrying one of the proper keys,
					
				

				
					
						is instantly transported to the connecting world.
					
				

				
					
						Rather than attempt to detail a large number of
					
				

				
					
						keys and destinations I have instead provided you
					
				

				
					
						with a table (see box). Either select a key and des-
					
				

				
					
						tination from each column or roll randomly.
					
				

				
					
						T
					
					
						HE 
					
					
						O
					
					
						OZE TO
					
				

				
					
						O
					
					
						THER 
					
					
						W
					
					
						ORLDS
					
				

				
					
						Knowledge (the planes) DC: 18
					
				

				
					
						In a cavern deep inside a mountain far to the
					
				

				
					
						west of the world’s largest city there lives a seem-
					
				

				
					
						ingly normal gelatinous cube. Those that allow
					
				

				
					
						themselves to be consumed by this gelatinous cube
					
				

				
					
						do not die but are, instead, transported to a lonely
					
				

				
					
						castle on a lost plain in the Elemental Plane of
					
				

				
					
						Time.
					
				

			

			
				
					
						Keys and Destinations
					
				

				
					
						Roll 
					
				

				
					
						1d20
					
				

			

			
				
					
						Key
					
				

			

			
				
					
						Destination
					
				

			

			
				
					
						1
					
				

			

			
				
					
						A valuable vase
					
				

			

			
				
					
						The ethereal plane
					
				

			

			
				
					
						2
					
				

			

			
				
					
						A spice jar
					
				

			

			
				
					
						The astral plane
					
				

			

			
				
					
						3
					
				

			

			
				
					
						A mirror
					
				

			

			
				
					
						The plane of shadow
					
				

			

			
				
					
						4
					
				

			

			
				
					
						Four feathers
					
				

			

			
				
					
						The plane of fire
					
				

			

			
				
					
						5
					
				

			

			
				
					
						A bottle of ink
					
				

			

			
				
					
						The plane of air
					
				

			

			
				
					
						6
					
				

			

			
				
					
						A gold ring
					
				

			

			
				
					
						The plane of water
					
				

			

			
				
					
						7
					
				

			

			
				
					
						A bone scroll case
					
				

			

			
				
					
						The plane of law
					
				

			

			
				
					
						8
					
				

			

			
				
					
						A threaded needle
					
				

			

			
				
					
						The plane of chaos
					
				

			

			
				
					
						9
					
				

			

			
				
					
						A silver necklace
					
				

			

			
				
					
						The plane of dreams
					
				

			

			
				
					
						10
					
				

			

			
				
					
						A faded tunic
					
				

			

			
				
					
						The plane of earth
					
				

			

			
				
					
						11
					
				

			

			
				
					
						A child’s doll
					
				

			

			
				
					
						The negative plane
					
				

			

			
				
					
						12
					
				

			

			
				
					
						A wicker basket
					
				

			

			
				
					
						The positive plane
					
				

			

			
				
					
						13
					
				

			

			
				
					
						A pair of dice
					
				

			

			
				
					
						A planar city (DM’s choice)
					
				

			

			
				
					
						14
					
				

			

			
				
					
						A freshly picked flower
					
				

			

			
				
					
						An unknown demiplane
					
				

			

			
				
					
						15
					
				

			

			
				
					
						A burning candle
					
				

			

			
				
					
						An identified demiplane
					
				

			

			
				
					
						16
					
				

			

			
				
					
						Two iron keys
					
				

			

			
				
					
						A plane of destruction
					
				

			

			
				
					
						17
					
				

			

			
				
					
						A gnarled walking stick
					
				

			

			
				
					
						A plane of ice
					
				

			

			
				
					
						18
					
				

			

			
				
					
						A bloody arrowhead
					
				

			

			
				
					
						A plane of peace
					
				

			

			
				
					
						19
					
				

			

			
				
					
						A broken flute
					
				

			

			
				
					
						A plane of mechanical life
					
				

			

			
				
					
						20
					
				

			

			
				
					
						A magnifying glass
					
				

			

			
				
					
						The plane of time
					
				

			

			
				
					
						These are not the only possible keys and destina-
					
				

				
					
						tions. DMs should use the above for inspiration or dis-
					
				

				
					
						card the table and create keys and destinations of their
					
				

				
					
						own.
					
				

			

			
				
					
						Because this gelatinous cube could be
					
				

				
					
						destroyed it is guarded by a towering stone golem
					
				

				
					
						known as Granite. The stone golem allows planar
					
				

				
					
						travelers to pass and use the gelatinous cube as a
					
				

				
					
						gate but any that threaten the cube with harm are
					
				

				
					
						immediately attacked. At one time the stone golem
					
				

				
					
						would ask visitors to the cavern their intentions but
					
				

				
					
						these days it prefers to watch those that enter the
					
				

				
					
						cavern and deal with them only if they attack the
					
				

				
					
						cube.
					
				

				
					
						Granite was built by the wizard Morten’kalle
					
				

				
					
						hundreds of years ago and left to protect the cube
					
				

				
					
						when Morten’kalle allowed himself to be swal-
					
				

				
					
						lowed by the gelatinous cube so that he could trav-
					
				

				
					
						el to other planes. The stone golem’s last command
					
				

				
					
						was to protect the cube from harm and to await the
					
				

				
					
						wizard’s return. After this long it is highly unlikely
					
				

				
					
						that the wizard will ever return.
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						OPEN GAME LICENSE Version 1.0a
					
				

			

			
				
					
						6.Notice of License Copyright: You must update the COPY-
					
				

				
					
						RIGHT 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.
					
				

			

			
				
					
						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 comput-
					
				

				
					
						er languages), potation, modification, correction, addition,
					
				

				
					
						extension, upgrade, improvement, compilation, abridgment or
					
				

				
					
						other form in which an existing work may be recast, trans-
					
				

				
					
						formed 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 ele-
					
				

				
					
						ments, 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 regis-
					
				

				
					
						tered 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.
					
				

			

			
				
					
						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 distrib-
					
				

				
					
						ute 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 adver-
					
				

				
					
						tise 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 gov-
					
				

				
					
						ernmental regulation then You may not Use any Open Game
					
				

				
					
						Material so affected.
					
				

			

			
				
					
						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.
					
				

			

			
				
					
						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.
					
				

			

			
				
					
						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, world-
					
				

				
					
						wide, royalty-free, non-exclusive license with the exact terms
					
				

				
					
						of this License to Use, the Open Game Content.
					
				

			

			
				
					
						15 COPYRIGHT NOTICE
					
				

				
					
						Open Game License v 1.0 Copyright 2000, Wizards of the
					
				

				
					
						Coast, Inc.
					
				

			

			
				
					
						Six Living Planar Gates copyright © 2005 Philip Reeds.
					
				

				
					
						Published by Ronin Arts www.roninarts.com.
					
				

			

			
				
					
						5.Representation of Authority to Contribute: If You are con-
					
				

				
					
						tributing original material as Open Game Content, You repre-
					
				

				
					
						sent that Your Contributions are Your original creation and/or
					
				

				
					
						You have sufficient rights to grant the rights conveyed by this
					
				

				
					
						License.
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