Zargoth’s Tome of
Familiars
This document is a preview of Zargoth’s Tome of
Familiars. The book features familiars, pets, and
companions that are available to players of all classes
and can be accessed through feats. There are many
feats in the book, each giving access to a certain type
of companion, from artificer constructs to
necromancer minions. This document gives a
preview of the work in progress playtest materials
for Bonded Monsters, featuring the young version of
iconic monsters such as blink dog pups,
displacement cubs, and flailing snailings.

Bonded Monsters
Bonded Monsters are the young offspring of terrible
foes you may recognize from your adventures.
Though their adult counterparts are often evil or
destructive, these young creatures can learn and
grow alongside their new family, becoming
something more. Many of these creatures are
orphaned, lost, or abandoned. It falls to you to
become their guardian, their companion. They can
be trained to use their unique abilities to aid and
protect you in battle and even grow alongside you as
you progress together through your adventures.

Bonded
Prerequisite proficiency in Animal Handling
You call forth a magical creature from the
wilderness to serve as your faithful companion. This
companion is loyal to you, follows your verbal
commands, and takes its turn immediately after
yours. It understands the languages you understand
but can’t speak. The creature can only take the Dash,
Disengage, Dodge, Hide, or Help actions unless you
use your action on your turn to command it to take a
specific action, such as the Attack action. It may
move and take bonus actions and reactions as
normal.
If your companion is slain, the magical bond you
share allows you to return it to life. As a light activity
during a long rest, you may spend 10 gp worth of
rare herbs to call your companion’s spirit which
restores your companion to life with all its hit points
at your location at the end of the rest. You can
return your companion to life in this way using the
magic of your bond even if its body is lost or
destroyed.
When you take this feat, choose one of the
following creatures to be your companion: basilisk
whelp, blink dog pup, displacement cub, dragon
wyrmling, ember runt, flailing snailing, phoenix
fledgling, pygmy watcher.
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Soul Bond
Prerequisite Bonded
Your bonded companion’s size increases by one
category, doubling its damage dice on all attacks and
abilities. Its hit point maximum is increased by 5 x
your level. It adds your proficiency bonus to its
armor class and all attack rolls, damage rolls, skill
checks, saving throws, and saving throw DCs for its
abilities.
Your companion can now take any action on its
turn without being commanded, including the attack
action. Your bond strentgthens allowing you to
telepathically communicate with it while it is on the
same plane of existence. Additionally as an action,
you can perceive through your companion’s senses
until the start of your next turn, gaining the benefits
of any special senses it has. While perceiving
through your companion’s senses, you are deaf and
blind with regard to your own senses.
During a short rest, your companion regains all
lost hit points. As a light activity during a short rest,
you may spend 10 gp worth of rare herbs to call your
companions spirit, restoring your companion to life
with all its hit points at your location at the end of
the rest.

Basilisk Whelp
Basilisk whelps, like full grown basilisks, have the
power to turn creatures to stone with just their gaze,
though their petrification effects dissipate briefly
and require a great deal of focus from the young
monstrosities. More familial and playful than their
grown counterparts, it is common for whelps to live
in small groups along with their siblings until they
mature enough to defend themselves on their own,
more often using their petrification abilities for
games of hide-and-go-seek than for hunting or
warding off predators.
Stone Matriarchs. Basilisk whelps are born in small
clutches of no more than a dozen or so eggs,
produced by a basilisk matriarch. Aftering laying her
eggs, a matriarch rapidly turns to stone, her petrified
body deterring predators and providing a first meal
full of vital nutrients for her newborns. Poachers
that are able to get a hold of an intact petrified
matriarch can collect enough gold to live in luxury
for several years without the need to work, even
more so if they can collect her unhatched brood with
her.
Egg Poachers. Despite still being dangerous in their
own right, the smaller size and short-lasting
petrification abilities of a basilisk whelp makes them
a much more favorable target for poachers and black
market hunters. Sometimes they are caged, raised in
captivity only to be harvested for the oils they
produce, which can reverse the effects of
petrification. Other captured whelps are raised
beneath the lash, fitted with blinders and trained to
serve their cruel masters as fierce guard dogs.

Basilisk Whelp
Small monstrosity, neutral

Armor Class 15 (Natural Armor)
Hit Points 11 (2d6 + 4)
Speed 20 ft..
STR

DEX

CON

INT

WIS

CHA

13 (+1)

8 (-1)

15 (+2)

2(-4)

8 (-1)

7 (-2)

Senses Darkvision 60 ft., passive Perception 9
Challenge ¼ (50 XP)

ACTIONS
Petrifying Glare (Recharge 4-6). The basilisk whelp glares at a
target within 60 � that it can see. The target must succeed a
DC 12 cons�tu�on saving throw or turn to stone, becoming
petrified un�l the start of the basilisk’s next turn.
Bite. Melee Weapon A�ack: +3 to hit, reach 5 ft., one target.
Hit: 4 (1d6 + 1) piercing damage plus 3 (1d6) poison damage.

REACTIONS
Protec�ve Gaze. As a reaction when a friendly creature that
the basilisk whelp can see would take damage, the basilisk
whelp can use its petrifying glare ability targeting that
friendly creature before the damage is dealt (the creature
may choose to fail the saving throw)..
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Blink Dog Pup
Blink dog pups are canines fey with golden brown
fur and long pointed ears. Playful and
compassionate, these young fey are reared by their
pack elders to have a great love for life and respect
for all living things. Blink dogs are highly communal,
living in small pack families as well as belonging to a
greater fey court comprised only of blink dogs and
some honorary allies.
Blink dogs and their pups live in the forests at the
edge of the Fey Wilds where the Misty Veil, the
separation between the material plane and the realm
of the fey, is thinnest. These lands were entrusted to
the blink dogs by the fey of the Seelie Court for
helping rid the Fey Wilds of the displacement beasts.
Because of this sorted past, blink dogs and
displacement beasts remain fervent enemies, and
blink dog pups will attempt to kill any displacement
beast on sight, despite being little match for the
monstrosities on their own.
Blinking. From birth, blink dog pups learn to
traverse through the Misty Veil, imbuing them with
knowledge of the spaces between worlds and how to
pass through them. These travels help to hone their
innate ability to teleport from one place to another
in the blink of an eye. Blink dog pups are fond of
using these gifts to play chase, hide and go seek, and
games of similar nature.
Lost in the Mist. Occasionally, one of these young
fey may accidentally pass too far through the veil,
crossing over to the material plane and not being
able to make their way back home. Unfortunate pups
such as these tend to not last very long on the
material plane without a pack of some kind to take
them in. Captured blink dog pups often fetch a high
market price in both the Fey Courts and on the
material plane.
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Blink Dog Pup
Small fey, lawful good

Armor Class 13 (Natural armor)
Hit Points 9 (2d6 + 2)
Speed 40 ft.
STR

DEX

CON

INT

WIS

CHA

11 (+0)

15 (+2)

12 (+1)

10 (+0)

13 (+1)

11 (+0)

Skills Perception +3, Stealth +4
Senses passive Perception 11t
Languages Blink Dog, understands Sylvan but can't speak
Challenge ¼ (50 XP)
Keen Hearing and Smell. The blink dog has advantage on
Wisdom (Perception) checks that rely on hearing or smell.
Blink. As a bonus action, the blink dog pup magically
teleports, along with any equipment it is wearing or carrying,
up to 40 ft. to an unoccupied space it can see.

ACTIONS
Bite. Melee Weapon A�ack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage.
Teleport (Recharge 4-6). The blink dog pup magically
teleports, along with a medium or smaller willing creature
within 5 ft. and any equipment they are wearing or carrying,
up to 40 ft. to unoccupied spaces it can see within 5 ft. of
each other.

Displacement Cub
These sleek blue black cubs appear to be panthers at
a glance, though they sport a pair of barbed tentacles,
rising from their shoulder blades. The coat of a
displacement cub shimmers and shifts hues from the
unfocused illusion magic that radiates from it. While
full grown displacement beasts use this magic to
create illusory copies of themselves, to hunt and
fight, curious cubs can turn their unformed magic
outwards, creating phantom copies of other
creatures and objects instead.
Illusory Stalker. From birth, displacement cubs
have innate predatory instincts, intrinsically
knowing how to stalk and strike at potential prey.
Silent as shadows these great cats are made all the
more deadly by their innate illusory magic. The
hunting prowess of displacement cubs is only further
realized as the tiny monstrosities grow and develop
their illusory powers into powerful weapons of
distraction and misdirection.
While displacement cubs are generally not as
vicious and violent as their elders, they still revel in
the thrill of a good hunt, like kittens, they take a
playful pleasure in pouncing on their prey.
Displacement cubs generally hunt tiny creatures,
swatting at birds and chasing small game, but make a
special exception when they spot blink dogs and
their pups, bearing a deep animosity towards the fey
hounds that chased the displacement beasts from
their home in the Fey Wilds.
Hunted Hides. The hides of displacement cubs
radiate illusion magic, which they learn to
manipulate as they grow. This illusion magic remains
entwined with the displacement beast’s hide, even
after it dies, making fully grown displacement beasts
valuable quarry for leather workers that are skilled
enough to fashion the hide into a cloak of
displacement without ruining it and losing the
magic.

Displacement Cub
Small beast, neutral

Armor Class 13 (natural armor)
Hit Points 7 (2d6)
Speed 40 ft
STR

DEX

CON

INT

WIS

CHA

12(+1)

14 (+2)

11(+0)

6 (-2)

12 (+1)

8 (-1)

Senses Darkvision 60 feet
Challenge ¼ (50 XP)
Avoidance. If the displacement cub is subjected to an effect
that allows it to make a saving throw to take only half
damage, it instead takes no damage if it succeeds on the
saving throw, and only half damage if it fails..

ACTIONS
Tentacle. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 5 (1d6 + 2) bludgeoning damage plus 2 (1d4)
piercing damage.
Minor Displacement. The displacement cub creates a static
illusory copy of a medium or smaller object it can see within
60 ft. The illusion persists until the start of the cub’s next
turn. Physical interaction with the image reveals it to be an
illusion.

REACTIONS
Displace. As reaction to a creature the displacement cub can
see within 60 ft. being attacked, the cub can create a magical
illusory duplicate of the creature next to it which causes all
attacks against that creature to be made with disadvantage.
This illusion lasts until the start of the cub’s next turn or the
target is hit by an attack.
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Dragon Hatchling
To many adventurer’s, an infantile dragon is
known as a wyrmling, but true scholars and those
devoted to dragon cults know that from the moment
it hatches, until it first sheds its scales, a dragon is
actually a hatchling. Though the term “hatchling” can
be used for any dragon in its infancy, the title is more
often reserved for the offspring of chromatic and
metallic dragons. New to their bodies and draconic
abilities, most hatchlings struggle to use their
dragon’s breath and cannot always rely on it alone to
defend themselves from predators and poachers.
Abandoned Eggs. A dragon’s egg can take lifetimes
to hatch, and for some unfortunate hatchlings, their
mothers will have been slain or forced to abandon
her lair long before the hatchling is born, leaving the
fledgling dragon alone in the world. Although
capable of fending for themselves, especially young
hatchlings will sometimes seek companionship to
replace that of their missing parent.
Nurture. A great deal of a dragon’s mental and
emotional development occurs during it’s hatchling
phase, and hatchlings often take on the ideals and
personality traits of the creatures that raise them
during this formative stage of their life. Though rare,
it is not unprecedented for a hatchling raised by nondragons to grow into adulthood with a disposition
that is strikingly different from others of its kind.

Red Dragon Hatchlings
Not unlike the fully realized vanity of older red
dragons, red dragon hatchlings have an innate
fascination regarding themselves. Captivated by
their destructive flames, magnificent red scales, and
powerful bite, these young dragons can grow into a
dangerous level of self-aggrandizement if left
unchecked. Though difficult to raise, red dragon
hatchlings can be taught to control their egos and
their flames, learning to follow the ideals and values
of their guardians.
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Dragon Hatchling
Small dragon, neutral

Armor Class 13
Hit Points 9 (2d6 + 2)
Speed 15 ft., fly 60 ft.
STR

DEX

CON

INT

WIS

CHA

18 (+4)

14 (+2)

16 (+3)

8 (-1)

13 (+1)

10 (+0)

Skills Perception +3
Senses blindsight 10 ft., darkvision 60 ft., passive Perception
13
Languages understands Common and Draconic but can't
speak
Challenge ½ (100 XP)
Magic Resistance. The dragon hatchling has advantage on
saving throws against spells and other magical effects.

ACTIONS
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 9 (1d6 + 2) piercing damage.
Fire Breath (recharge 4-6). The dragon hatchling breaths fire
in a 10 ft cone. Each creature in that area must make a DC 12
Dexterity saving throw, taking 10 (3d6) fire damage on a
failed save, or half as much damage on a successful one.

Ember Runt
When devils raid the material plane, their effect on
the land often lingers long after their departure, and
ember runts are no exception. Born from the
coupling of hell hounds and mortal dogs, ember
runts maintain much of the destructive powers of
their fiendish parentage, but find themselves free
from their progenitors’ evil impulses.
Regardless of the true color of their fur, an ember
runt’s coat always appears grey-black from soot and
ash. Even through it’s dark coat, the constant glow of
the hellfire burning inside of an ember runt can
always be seen radiating through its body. Unlike
true hell hounds, ember runts are unable to produce
fire breath, though their barks and growls may be
accompanied by sparks and smoke. As they grow,
they may learn to control the fire burning within
them so that they may be touched by creatures they
know and trust.
Pack Seekers. Feared by beasts and rejected by
fiends, ember runts lack a true place in the world,
and seek to find creatures that will accept them
despite their nature. When these outcast pups find
creatures that are able to earn their trust, they form
lifelong bonds with them, proving more loyal than
any other guardian or friend. Not even the risk of
death is enough to keep one from defending its
chosen family. Being unbeholden to the pulls of good
and evil, an ember runt judges others only in regards
to how they interact with its companions.

Ember Runt
Small beast, neutral

Armor Class 14 (Natural Armor)
Hit Points 9 (2d6 + 2)
Speed 40 ft.
STR

DEX

CON

INT

WIS

CHA

13 (+1)

13 (+1)

13 (+1)

4 (-3)

12 (+1)

6 (-2)

Skills perception +3
Damage Immuni�es fire
Senses darkvision 60 ft., passive Perception 13
Languages understands Infernal but can't speak
Challenge ½ (100 XP)
Keen Hearing and Smell. The ember runt has advantage on
Wisdom (Perception) checks that rely on hearing or smell.
Pack Tac�cs. The ember runt has advantage on an attack roll
against a creature if at least one of the runt's allies is within 5
ft. of the creature and the ally isn't incapacitated.
Radia�ng Heat. A hostile creature takes 2 (1d4) fire damage
when it comes within 5ft of the ember runt for the first time
on a turn or starts its turn there.

ACTIONS
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: (1d6 + 1) piercing damage plus 4 (1d8) fire damage.

ZARGOTH’S TOME OF FAMILIARS | BONDED MONSTERS

7

Flailing Snailing
Flailing snailings are minor earth elementals
marked by their pearlescent shells and spiked
tentacle stalks. Originally brought to the material
plane to be bred as high society pets, these elementals
have since escaped their domesticated roles and
made homes for themselves on their new plane. With
less access on the material plane to the rich mineral
deposits that make up their diet, flailing snailings
have to resort to traversing caverns and tunnels in
search of their nutrients, and can be found taking up
residence in the Under Dark and in abandoned
dragon hoards and mines.
Shell Games. The dazzling shells of flailing sailings
make them popular quarries for poachers in the
Under Dark. A snailing’s shell is veined with the
magic of elemental earth, always catching the light
pleasingly, and making them exquisite materials for
use in embellishing weapons, armor, and lavish
jewelry.
Most flailing snailings found on the material plane
don’t survive to adulthood due to the high price
offered for their shells and the fact that it takes these
unhurried elementals hundreds of years to fully
mature. While the passing of these creatures is not
lamented by their poachers or purveyors of snailing
shell adornments, there are gnomish wizard guilds
that seek to foster and protect them, sometimes
leaving them in the able care of renowned
adventurers and heroes.
Antimagic Fields. Aside from the astounding beauty
of their shells, flailing snailings are known for their
ability to distort harmful magical energy. As a means
to protect themselves, snailings radiate an aura that
displaces magic making it easier for them to avoid
and overcome the effects of harmful spells. A
snailing’s displacement field also allows them to
manipulate light, a trait used by them to distract
predators in the Under Dark.
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Flailing Snailing
Small elemental, neutral

Armor Class 16 (natural armor)
Hit Points 11 (2d6 + 4)
Speed 10 ft..
STR

DEX

CON

INT

WIS

CHA

10 (+0)

5(-3)

15 (+2)

3 (-4)

10(+0

5 (-3)

Damage Immuni�es fire, poison
Condi�on Immuni�es poisoned
Senses Senses darkvision 60 ft., tremorsense 60 ft.
Challenge ¼ (50 XP)
An�magic Shell. Friendly creatures within 5 ft. of the flailing
snailing have resistance to damage from spells and other
magical effects.

ACTIONS
Tentacle Flails. Melee Weapon Attack: +2 to hit, reach 5 ft.,
one target. Hit: 3 (1d6) bludgeoning damage.
Iridescent Shell. The snail's shell emits a rainbow of
scintillating light until the end of the snail's next turn. During
this time, the shell sheds bright light in a 30 ft. radius and dim
light for an additional 30 ft.
Shell Defense. The flail snail withdraws into its shell, gaining a
+4 bonus to AC until it emerges. It can emerge from its shell
as a bonus action on its turn.

Phoenix Fledgling
Phoenix fledglings are young avian elementals
associated with fire and the cycles of life and death.
Phoenix fledglings are known for their ability to heal
the fatally wounded and to resurrect themselves
from the ashes of their own demise. These
elementals are the subject of many myths and
legends, and are often used as symbols of
perseverance against oppressive rule, and their
presence is seen as an omen of victory against such
forces.
Phoenix fledglings sport red and orange down
feathers that glow softly like embers and are always
warm to the touch. Normally native to the Plane of
Fire, fledglings on the material plane take eons to
fully mature, allowing them to develop the empathy
lacked by their fully grown kin. Given the time to
mature, a fledgling's feathers will eventually be fully
replaced by fiery plumes, as the growing elemental
develops a stronger bond with the Plane of Fire.
Fiery Birth. A Phoenix egg can sometimes be found
smoldering in the wake of a massive fiery
devastation. Some believe they are the cause of such
fires, while others believe that the life-sustaining
birds are celestials sent by good-aligned deities to
bring some measure of balance for the lives lost in
the blaze. It is also rumored that a phoenix fledgling
has as many lives as those consumed in the fire that
birthed it.
A phoenix’s heart is a primordial flame from the
Plane of Fire, a direct link to the power of the plane
which allows the phoenix to return from death.
Whenever a fledgling dies, its body is consumed by
its primordial flame, leaving behind a new molten
egg that it will soon hatch from. The only time a
fledgling is ever in danger of truly dying is while
lying dormant within its egg.
Healing Tears. Through several lifetimes spent on
the material plane, phoenix fledglings have
developed a deep sympathy for the fragility of the
lives of mortal creatures. The sight of any life being
snuffed out causes fledglings great pain, though they
understand that this fate is eventual for most of the
creatures they encounter. Despite this existential
knowledge, when a death is particularly painful for a
fledgling, as with the death of a companion, the
fledgling will weep upon the fallen creature’s
remains, sharing its primordial flame with the
creature, and igniting a new spark of life within
them.

Phoenix Fledgling
Tiny elemental, neutral

Armor Class 12
Hit Points 5 (2d4)
Speed 10 ft., fly 40 ft.
STR

DEX

CON

INT

WIS

CHA

6 (-2)

13 (+1)

10 (+0)

4 (-3

14 (+2)

5 (-3)

Skills Perception +4, Insight +4
Damage Immuni�es fire, poison
Condi�on Immuni�es poisoned
Senses passive Perception 14
Challenge ⅛ (25 XP)
Keen Sight. The phoenix has advantage on Wisdom
(Perception) checks that rely on sight.
Molten Egg. If the phoenix fledgling dies it will become
enveloped in a molten egg. Dealing 5 damage to the egg (AC
10) destroys it. If the egg is not destroyed, after ten minutes
the phoenix hatches and is restored to its hit point maximum.
Phoenix Tear. As a bonus action, the phoenix fledgling can
sacrifice itself to heal a creature within 5 ft. The fledgling
dies and causes the creature it regain 1d4 hit points. That
creature may immediately spend any number of hit dice to
recover lost hit points.

ACTIONS
Beak. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 3 (1d4 + 1) piercing damage.

REACTIONS
Phoenix Dive. As a reaction, when a creature the phoenix can
see within 40 ft. would take damage from a targeted attack,
spell, or ability the phoenix can use its reaction to move up to
40 ft. to a space within 5 ft. of that creature's location and
the phoenix becomes the target instead.
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Pygmy Watcher
Pygmy watchers have long perplexed scholars and
adventures alike. Some claim they are the spawn of
Watchers, either birthed through some yet unknown
facultalties or grown from a severed propagated eye
stalk.
A pygmy watcher, named for its diminutive body,
consists of little more than four eye stalks
surrounding one disproportionately large central
eye. Lacking any natural prey, it is unclear how, or if
these tiny, floating aberrants acquire any kind of
sustenance.
Tiny Tyrants. Although not as powerful or
aggressive as large Watchers, pygmy watchers do
tend to see themselves as the leaders of their broods,
expecting their companions to serve and care for
them. While pygmy watchers view themselves as
superior, they will fiercely defend their perceived
servants from any they deem a threat.
Eye Magic. The powers of a watcher comes from
their eyes. Each eye holds a different magic, capable
of manifesting in a tiny ray. Similarly, like full sized
Watchers, the pygmy watcher’s central eye warps
and weakens magic that gets too close to it.

Pygmy Watcher
Tiny aberra�on, lawful neutral

Armor Class 15 (natural armor)
Hit Points 5 (2d4)
Speed 0 ft., fly 30 ft. (hover)
STR

DEX

CON

INT

WIS

CHA

3 (-4)

14 (+2)

10 (+0)

13 (+1)

14 (+2)

10 (+0)

Skills Perception +2
Condi�on Immuni�es prone
Senses darkvision 120 ft., passive Perception 16
Languages understands Deep Speech but can’t speak
Challenge ¼ (50 XP)
Limited Telepathy. The pygmy watcher can magically
communicate simple ideas, emotions, and images
telepathically with any creature within 100 ft. of it that can
understand a language.

ACTIONS
Eye Rays. The pygmy watcher shoots one of the following
magical eye rays at random, choosing a creature it can see
within 60ft.
Fear Ray. The targeted creature must succeed on a DC 12
Wisdom saving throw or become frightened until the end of
its next turn and must take the Dash action to move away
from the pygmy watcher by the safest available route on its
next turn.
Sleep Ray. The targeted creature must succeed on a DC 12
Wisdom saving throw or fall asleep and remain unconscious
until the end of its next turn. The target awakens if it takes
damage or another creature takes an action to wake it. This
ray has no effect on constructs and undead.
Blinding Ray. The targeted creature must succeed on a DC 12
Constitution saving throw or become blinded until the end of
its next turn.
Disintegra�on Ray. If the target is a creature, it must succeed
on a DC 12 Dexterity saving throw or take 13 (3d8) force
damage. If this damage reduces the creature to 0 hit points,
its body becomes a pile of fine gray dust.
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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"
Not for resale. Permission granted to print or photocopy this
document for personal use only. System Reference Document 5.1 2
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, nonexclusive
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 1.0a Copyright 2000, Wizards
of the Coast, LLC.
System Reference Document 5.1 Copyright 2016,
Wizards of the Coast, Inc.; Authors Mike Mearls,
Jeremy Crawford, Chris Perkins, Rodney Thompson,
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R.
Cordell, Chris Sims, and Steve Townshend, based on
original material by E. Gary Gygax and Dave Arneson.
Zargoth’s Tome of Familiars, Copyright 2020, Arcana Games, LLC.
Product Identity: The following items are hereby identified as
Product Identity, as defined in the Open Game License 1.0a, Section
1(e), and are not Open Content: All trademarks, registered trademarks,
proper names, dialogue, plots, storylines, locations, characters,
artworks, and trade dress. (Elements that have previously been
designated as Open Game Content are not included in this declaration.)
Open Content: Rules and game mechanics (but not Product Identity)
on pages 2-11 are Open Game Content, as defined in the Open Game
License version 1.0a Section 1(d). No portion of this work other than
the material designated as Open Game Content may be reproduced in
any form without written permission.
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