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MEDRERMEMRG SPACEMOMKE'Y,

While D20 is a very detailed and balanced system,
it is also a lot of math. Creating NPCs can absorb
a lot of GM preparation time, and creating them
on the fly is nearly impossible. The Modern NPC
Matrix is designed to help alleviate this often-tedious
task. It can be a great time saver for GMs during
preparation, allowing them to plug in a NPC of the
proper configuration and then customize it for their
adventure. It is also ideal for GMs who need an
accurate statistical block on the fly, perhaps when his
or her players do something unexpected. Either way
you utilize it, we hope the Future NPC Matrix helps
save you time and enhances the enjoyment of your
gaming sessions.
Equipment Notes: The following NPCs have
minimal equipment, consisting of only armor
and their primary weapons. GMs will want to
supplement their possession with other gear including
professional kits, personal items, or extra weaponry.
Gear is chosen from PL6 so as to remain compatible
with the Prometheus setting for Blood and Space.
Creation Methodology: The NPCs in this matrix
were created with the following methodology.

1) Because the Space Monkey requires an
Unbreakable talent from the Tough Hero class,
each character will have a starting level of Tough
Hero. It will then progress in the other Hero
classes as listed.

2) Take the quickest path to reach the Space
Monkey advanced class.

3) Take ten levels of the Space Monkey advanced
class and then return to the base class until level
twenty.

4) Best utilize the base classes’ bonus feats while
still attempting to make them good adventurers/
explorers/soldiers.

If you have a suggestion on how the following NPCs
could be more optimized, drop us an email
and we will consider it in a future update.

THE STRONG
SPACE MONHEY

STRONG SPACE MONHEY 1

Strong Space Monkey 1 (Tough Hero 1):
CR 1; Medium-size humanoid; HD 1d10+2;
HP 8; Mas 14; Init +1; Spd 30 ft; Defense 15,
touch 12, flatfooted 14 (+1 Dex, +1 class, +3
equipment); BAB +0; Grap +2; Atk +2 melee
(2d6+2/19-20, high frequency sword), or
+1 ranged (2d8, laser pistol); FS 5 ft by 5 ft;
Reach 5 ft; SQ none; AL none; SV Fort +3,
Ref+1, Will +0; AP 0; Rep +0; Str 15, Dex
13, Con 14, Int 12, Wis 10, Cha 8.
Occupation: Astronaut Trainee (Pilot,
Survival)

All the NPC statistical blocks were created with the assistance of
RPGObjects’ Modern Character Generator.

SPACE MONHEY

Skills: Craft (structural) +5, Knowledge
(Streetwise) +5, Pilot +5, Survival +5

Feats: Aircraft Operation (Heavy), Armor
Proficiency (light), Personal Firearms Proficiency

Talents (Tough Hero): Second Wind

Possessions: light combat armor, high frequency
sword, laser pistol
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STRONG SPACE MONHEY e

Strong Space Monkey 2 (Tough Hero 1/Strong
Hero 1): CR 2; Medium-size humanoid; HD 1d10+2
plus 1d8+2; HP 15; Mas 14; Init +1; Spd 30 ft;
Defense 16, touch 13, flatfooted 15 (+1 Dex, +2
class, +3 equipment); BAB +1; Grap +3; Atk +3
melee (2d6+3/19-20, high frequency sword), or +2
ranged (2d8, laser pistol); FS 5 ft by 5 ft; Reach 5 ft;
SQ none; AL none; SV Fort +4, Ref +1, Will +0; AP
1; Rep +0; Str 15, Dex 13, Con 14, Int 12, Wis 10,
Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +6, Knowledge
(Streetwise) +5, Knowledge (Tactics) +3, Pilot +5,
Survival +6

Feats: Aircraft Operation (Heavy), Armor
Proficiency (light), Personal Firearms Proficiency

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Melee Smash

Possessions: light combat armor, high frequency
sword, laser pistol

STRONG SPACE MONHEY 3

Strong Space Monkey 3 (Tough Hero 1/Strong
Hero 2): CR 3; Medium-size humanoid; HD 1d10+2
plus 2d8+4; HP 21; Mas 14; Init +1; Spd 30 ft;
Defense 17, touch 14, flatfooted 16 (+1 Dex, +3
class, +3 equipment); BAB +2; Grap +4; Atk +4
melee (2d6+3/19-20, high frequency sword), or +5
melee (1d6+3 non-lethal unarmed), or +3 ranged
(2d8, laser pistol); FS 5 ft by 5 ft; Reach 5 ft; SQ
none; AL none; SV Fort +5, Ref +1, Will +0; AP 1;
Rep +0; Str 15, Dex 13, Con 14, Int 12, Wis 10, Cha
8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +7, Knowledge
(Streetwise) +5, Knowledge (Tactics) +5, Pilot +5,
Survival +7

SPACE MONHEY

Feats: Aircraft Operation (Heavy), Armor
Proficiency (light), Brawl, Personal Firearms
Proficiency, Power Attack

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Possessions: light combat armor, high frequency
sword, laser pistol

STRONG SPACE MONHEY 4

Strong Space Monkey 4 (Tough Hero 1/Strong
Hero 2/Space Monkey 1): CR 4; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 1d10+2; HP
29; Mas 14; Init +1; Spd 30 ft; Defense 18, touch
15, flatfooted 17 (+1 Dex, +4 class, +3 equipment);
BAB +2; Grap +5; Atk +5 melee (2d6+4/19-20, high
frequency sword), or +6 melee (1d6+3 non-lethal
unarmed), or +3 ranged (2d8, laser pistol); FS 5 ft by
5 ft; Reach 5 ft; SQ none; AL none; SV Fort +7, Ref
+2, Will +0; AP 2; Rep +0; Str 16, Dex 13, Con 14,
Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +8, Demolitions +3,
Knowledge (Streetwise) +5, Knowledge (Tactics) +5,
Knowledge (Technology) +3, Pilot +6, Survival +8

Feats: Aircraft Operation (Heavy), Armor
Proficiency (light), Brawl, Personal Firearms
Proficiency, Power Attack

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance

Possessions: light combat armor, high frequency
sword, laser pistol

STRONG SPACE MONHEY 5

Strong Space Monkey 5 (Tough Hero 1/Strong
Hero 2/Space Monkey 2): CR 5; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 2d10+4; HP
36; Mas 14; Init +1; Spd 30 ft; Defense 18, touch

15, flatfooted 17 (+1 Dex, +4 class, +3 equipment);
BAB +3; Grap +6; Atk +6 melee (2d6+4/19-20, high
frequency sword), or +7 melee (1d6+3 non-lethal
unarmed), or +4 ranged (2d8, laser pistol); FS 5 ft by
5 ft; Reach 5 ft; SQ none; AL none; SV Fort +8, Ref
+3, Will +0; AP 2; Rep +0; Str 16, Dex 13, Con 14,
Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +9, Demolitions +5,
Knowledge (Streetwise) +5, Knowledge (Tactics) +5,
Knowledge (Technology) +5, Pilot +6, Survival +9

Feats: Aircraft Operation (Heavy), Armor
Proficiency (light), Brawl, Personal Firearms
Proficiency, Power Attack

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench

Possessions: light combat armor, high frequency
sword, laser pistol

STRONG SPACE MONHEY 6

Strong Space Monkey 6 (Tough Hero 1/Strong
Hero 2/Space Monkey 3): CR 6; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 3d10+6; HP
44; Mas 14; Init +1; Spd 25 ft; Defense 22, touch
16, flatfooted 21 (+1 Dex, +5 class, +6 equipment);
BAB +4; Grap +7; Atk +7 melee (2d6+4/19-20, high
frequency sword), or +8 melee (1d6+3 non-lethal
unarmed), or +5 ranged (2d8, laser pistol); FS 5 ft by
5 ft; Reach 5 ft; SQ none; AL none; SV Fort +8, Ref
+3, Will +1; AP 3; Rep +0; Str 16, Dex 13, Con 14,
Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +10, Demolitions +7,
Knowledge (Streetwise) +5, Knowledge (Tactics) +5,
Knowledge (Technology) +7, Pilot +6, Survival +10

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
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Proficiency (medium), Brawl, Personal Firearms
Proficiency, Power Attack

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY N

Strong Space Monkey 7 (Tough Hero 1/Strong
Hero 2/Space Monkey 4): CR 7; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 4d10+8; HP
51; Mas 14; Init +1; Spd 25 ft; Defense 22, touch
16, flatfooted 21 (+1 Dex, +5 class, +6 equipment);
BAB +5; Grap +8; Atk +8 melee (2d6+4/19-20, high
frequency sword), or +9 melee (1d6+3 non-lethal
unarmed), or +6 ranged (2d8, laser pistol); FS 5 ft by
5 ft; Reach 5 ft; SQ none; AL none; SV Fort +9, Ref
+3, Will +1; AP 3; Rep +0; Str 16, Dex 13, Con 14,
Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +11, Demolitions +9,
Knowledge (Streetwise) +5, Knowledge (Tactics) +5,
Knowledge (Technology) +9, Pilot +6, Survival +11

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Personal Firearms
Proficiency, Power Attack

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite

Possessions: tactical vest, high frequency sword,
laser pistol

SPACE MONHEY

STRONG SPACE MONHEY 8

Strong Space Monkey 8 (Tough Hero 1/Strong
Hero 2/Space Monkey 5): CR 8; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 5d10+10;
HP 59; Mas 14; Init +2; Spd 25 ft; Defense 24, touch
18, flatfooted 22 (+2 Dex, +6 class, +6 equipment);
BAB +5; Grap +8; Atk +8 melee (2d6+4/19-20, high
frequency sword), or +9 melee (1d6+3 non-lethal
unarmed), or +7 ranged (2d8, laser pistol); FS 5 ft by
5 ft; Reach 5 ft; SQ none; AL none; SV Fort +9, Ref
+5, Will +1; AP 4; Rep +1; Str 16, Dex 14, Con 14,
Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +12, Demolitions +11,
Knowledge (Streetwise) +5, Knowledge (Tactics) +5,
Knowledge (Technology) +11, Pilot +7, Survival +12

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Personal Firearms
Proficiency, Power Attack

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Melee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite, Know Location
+2

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY 9

Strong Space Monkey 9 (Tough Hero 1/Strong
Hero 2/Space Monkey 6): CR 9; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 6d10+12;
HP 66; Mas 14; Init +2; Spd 25 ft; Defense 24, touch
18, flatfooted 22 (+2 Dex, +6 class, +6 equipment);
BAB +6; Grap +9; Atk +9 melee (2d6+4/19-20, high
frequency sword), or +10 melee (1d6+3 non-lethal
unarmed), or +9 ranged (2d8, laser pistol); FS 5 ft by
5 ft; Reach 5 ft; SQ none; AL none; SV Fort +10, Ref

+5, Will +2; AP 4; Rep +1; Str 16, Dex 14, Con 14,
Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +13, Demolitions +13,
Knowledge (Streetwise) +5, Knowledge (Tactics) +5,
Knowledge (Technology) +13, Pilot +7, Survival +13

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Personal Firearms
Proficiency, Power Attack, Quick Draw, Weapon
Focus (laser pistol)

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite, Know Location
+2

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY 10

Strong Space Monkey 10 (Tough Hero 1/Strong
Hero 2/Space Monkey 7): CR 10; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 7d10+14; HP
74; Mas 14; Init +2; Spd 25 ft; Defense 25, touch 19,
flatfooted 23 (+2 Dex, +7 class, +6 equipment); BAB
+7; Grap +10; Atk +10 melee (2d6+4/19-20, high
frequency sword), or +11 melee (1d6+3 non-lethal
unarmed), or +10 ranged (2d8, laser pistol); FS 5 ft
by 5 ft; Reach 5 ft; SQ none; AL none; SV Fort +10,
Ref +6, Will +2; AP 5; Rep +1; Str 16, Dex 14, Con
14, Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +14, Demolitions +14,
Disable Device +3, Knowledge (Streetwise) +5,
Knowledge (Tactics) +5, Knowledge (Technology)
+14, Pilot +7, Survival +14

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Personal Firearms
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Proficiency, Power Attack, Quick Draw, Weapon
Focus (laser pistol)

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite, Know Location
+2, Monkey Shines

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY M

Strong Space Monkey 11 (Tough Hero 1/Strong
Hero 2/Space Monkey 8): CR 11; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 8d10+16; HP
81; Mas 14; Init +2; Spd 25 ft; Defense 25, touch 19,
flatfooted 23 (+2 Dex, +7 class, +6 equipment); BAB
+8; Grap +11; Atk +11 melee (2d6+4/19-20, high
frequency sword), or +12 melee (1d6+3 non-lethal
unarmed), or +11 ranged (2d8, laser pistol); FS 5 ft
by 5 ft; Reach 5 ft; SQ none; AL none; SV Fort +11,
Ref +6, Will +2; AP 5; Rep +1; Str 16, Dex 14, Con
14, Int 12, Wis 10, Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +15, Demolitions +15,
Disable Device +5, Knowledge (Streetwise) +5,
Knowledge (Tactics) +5, Knowledge (Technology)
+15, Pilot +7, Survival +15

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Personal Firearms
Proficiency, Power Attack, Quick Draw, Weapon
Focus (laser pistol)

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Meclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite, Know Location
+2, Monkey Shines, Space Suitable, Know Location
+4

SPACE MONHEY

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY 12

Strong Space Monkey 12 (Tough Hero 1/Strong
Hero 2/Space Monkey 9): CR 12; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 9d10+18;
HP 89; Mas 14; Init +2; Spd 25 ft; Defense 26, touch
20, flatfooted 24 (+2 Dex, +8 class, +6 equipment);
BAB +8; Grap +11; Atk +11 melee (2d6+4/19-20,
high frequency sword) or +13 melee (1d4+3 lethal
unarmed or 1d8+3 non-lethal unarmed), or +11
ranged (2d8, laser pistol); FS 5 ft by 5 ft; Reach 5 ft;
SQ none; AL none; SV Fort +11, Ref +6, Will +3; AP
6; Rep +2; Str 17, Dex 14, Con 14, Int 12, Wis 10,
Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +16, Demolitions +16,
Disable Device +7, Knowledge (Streetwise) +5,
Knowledge (Tactics) +5, Knowledge (Technology)
+16, Pilot +7, Survival +16

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Combat Martial Arts,
Improved Brawl, Personal Firearms Proficiency,
Power Attack, Quick Draw, Weapon Focus (laser
pistol)

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Mclee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite, Know Location
+2, Monkey Shines, Space Suitable, Know Location
+4

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY 13

Strong Space Monkey 13 (Tough Hero 1/Strong
Hero 2/Space Monkey 10): CR 13; Medium-size
humanoid; HD 1d10+2 plus 2d8+4 plus 10d10+20;
HP 96; Mas 14; Init +2; Spd 25 ft; Defense 26, touch
20, flatfooted 24 (+2 Dex, +8 class, +6 equipment);
BAB +9; Grap +12; Atk +12 melee (2d6+4/19-20,
high frequency sword), or +14 melee (1d4+3 lethal
unarmed or 1d8+3 non-lethal unarmed), or +12
ranged (2d8, laser pistol); FS 5 ft by 5 ft; Reach 5 ft;
SQ none; AL none; SV Fort +12, Ref +7, Will +3; AP
6; Rep +2; Str 17, Dex 14, Con 14, Int 12, Wis 10,
Cha 8.

Occupation: Astronaut Trainee (Pilot, Survival)

Skills: Craft (structural) +17, Demolitions +17,
Disable Device +9, Knowledge (Streetwise) +5,
Knowledge (Tactics) +5, Knowledge (Technology)
+17, Pilot +7, Survival +17

Feats: Advanced Firearms Proficiency, Aircraft
Operation (Heavy), Armor Proficiency (light), Armor
Proficiency (medium), Brawl, Combat Martial Arts,
Improved Brawl, Personal Firearms Proficiency,
Power Attack, Quick Draw, Weapon Focus (laser
pistol)

Talents (Tough Hero): Second Wind

Talents (Strong Hero): Melee Smash

Talents (Space Monkey): Hibernation Trance,
Monkey’s Wrench, Monkeys Unite, Know Location
+2, Monkey Shines, Space Suitable, Know Location
+4, Monkey Shot

Possessions: tactical vest, high frequency sword,
laser pistol

STRONG SPACE MONHEY 114

Strong Space Monkey 14 (Tough Hero 1/Strong
Hero 3/Space Monkey 10): CR 14; Medium-size
humanoid; HD 1d10+2 plus 3d8+6 plus 10d10+20;
HP 103; Mas 14; Init +2; Spd 25 ft; Defense 26,
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Onen 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, 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.

SPACE MONHEY

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

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

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

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

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

System Reference Document Copyright 2000-2004, Wizards of the
Coast, Inc.: Authors Jonathan Tweet, Monte Cook, Skip Williams,
Bruce R. Cordell, based on original material by E. Gary Gygax and
Dave Arneson.

Future NPC Matrux: Space Monkey 2005, RPGObjects; Author Paul
King

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: 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
Future NPC Matrux: Space Monkey 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 text is open content.
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