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Take conteol

of d20"8§ystem
character creation!

BESM d20 provides you with
a point-based ¢haracter creation mechanic
that gives players and GMs a method
to create exciting, dynamic, and balanced
d20 System characters for all styles
and genres of play.

You can use BESM d20 by itself,
or plug it into your favourite d20 System game.
It’s built for anime — but powerful enough
to handle anything.

Requires the use of the Dungeons & Dragons Player's Handbook, published by Wizards of the Coast, Inc.
This product utilizes updated material from the v.3.5 revision.

Ildeal solutions for price-sensitive consumers.
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BESM d20 — FOR FREE!

BESM d20 is part of an unstoppable force known as Open Source Gaming,
which generates a plethora of d20 System game rules and text that can be distributed freely
with very few restrictions. GUARDIANS OF ORDER supports this movement and has made a
System Reference Document (SRD) containing all Open Game Content from BESM 420
available on our website to everyone — free of charge!

Download the BESM d2o SRD at:
http://www.guardiansorder.com/d20

i

: We also make it easy for companies to publish and market products compatible with

- BESM d20 through a low-cost trademark license. You can even have GUARDIANS OF ORDER

: distribute and sell your BESM 420 product for you through our creator-owned publishing
— imprint, Magnum Opus — and you keep most of the profits!

Learn about publishing your own BESM d20 book at:
http:[/www,guargiansorder,co magnumog

“OPEN GAME LICENSE VERSION 1.0a

DESIGNATION OF PRODUCT IDENTITY
The following is designated as Product Identity, in accordance with Section 1(e) of the
Open Game License, Version 1.0a: all GUARDIANS OF ORDER names, logos, identifying
marks, and'trade dress; all character and place names; all examples; all artwork, symbols,
designs, depictions, illustrations, likenesses, poses, symbols, and graphic designs; all
Stories, stogylifies, plots, thematic elements, and dialogue; page 4; Chapter 1; Chapter 13.

DESIGNATION OF OPEN GAME CONTENT
Subject to the Product Identity designation above,
the remainder of this publication is designated as 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.
). a 11 Useof Co 0 s: Yo 0 or advertise the Open Content using the name
r trademark owners who have contributed of this License. f
aterial including deri and

Inability y: If it is impossible for You to comply with any of the terms of this License with
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3 s spect to some o all 0 o statute, judicial order, or governmental regulation then
Game Content. You may not Use
5. Representatio original material as Open Game fou fail to comply with all terms herein and

12 Wi
Conten, You represent that Your Conerbucions are Your orginl creacion andor You have sufcent ights ©© fail to cure such breach within 30 days of becoming aware f the breach. Al sublcenses shall survive the

and routines to the extent such content does not embody the Product Identity and is an grant the rights this Lice
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6. Notice of Licer right: You must update the HT NOTICE portion of this License to . Reformation: If any ion of this Lice held to be unenforceable, such provision shall be
inade th he COPYRIGHT NOTICE ofany ot fomed only o che xentnecesany o ke
distributing, and You must add the tile, the copyright date, and the copy s COPYRIC g
NOTICE of any orginal Open Game Content yo .. COPYRIGHT NOTICE
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Product Identity used in Of ontent shall retain all rights, title and interest in and to that Product Identity.

8. Identification: te Open Game Content You must clearly indicate which portions of the
work that you are distributing are Open Game Content.
2 The Licns: This Licese sple 10 any Open Game Conene ha conain e ndiaig i 9. Updating he Licnse Wiads or s designaed Agenes may publhupdted vesions of i Liee,
the Open Game Content may only be Used under and in terms of this License. You must afix such a notice to ~ You may use aay authorized version of his License to co pen Game Content
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If you like whdt you see in this book, check out the full version of BESM 420.
Packed with art and wrapped in a durable hardback, it’s built to last!

Awvailable at fine gaming, comic, and hobby stores, or visit our website at
http://www.guardiansorder.com
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