For Queen 
& Country
[Module Name]
By [Author Name]

Instructions

· Please delete these instructions before sending us the module.

· All text highlighted in blue should be replaced with the appropriate content or removed as appropriate.

· Text [in hard brackets] should be replaced with actual text as appropriate.

· Authors must ensure that they have read and understood the Writer’s Guidelines and Campaign Setting before writing and submitting a module.
· Don't forget to change the mission name in the Open Game Content Legal blurb on the last page of this template, in the page footers
· We cannot guarantee that all modules will be accepted for the campaign.

· For Queen and Country reserve the right to edit, playtest, and edit again, all modules before they are released for play. If time allows we will return the final edited version of the module to you before it is released for play.
Spycraft, Living Spycraft, and all related marks are ® ™ © 2006 and used with permission from Alderac Entertainment Group, Inc. All rights reserved. 

Introduction
This whole section is for the GC, and you should describe the background to the mission here. This is the information that the players and their characters do not know as they enter the mission. Please ensure that the names of any important NPCs, organizations or locations are in bold.
Synopsis

[Module Name] follows the standard For Queen and Country module format, and is divided into an introduction and [#] scenes.

Opening Sequence
[This can either be an actual mission briefing at the characters HQ or an ‘in media res’ opening sequence. Describe the scene in brief, focusing on the action, the objectives, and any other details directly impacting the characters. Stay focused on the players - don’t overwrite the scene and let it distract from the game play.]
Mission Briefing
[Describe the problem at hand — as it needs to be presented to the characters in the game. Also, discuss any additional information the characters may glean before moving to the next scene. Finally, any handouts should be enclosed in shaded/bordered boxes on their own pages so that the GC can hand those pages out without giving the players any surrounding sections. This is where you should also include any information about gearing up that you think is necessary.]

Scene 1
[Scene Name]. 
[Describe the scene as it plays out in brief, focusing on the action, the objectives, and other details directly impacting the characters. Stay focused on the team; don’t let the plot distract from the game play.]

Scene 2

[Scene Name]. 
[Describe the scene as it plays out in brief, focusing on the action, the objectives, and other details directly impacting the characters. Stay focused on the team; don’t let the plot distract from the game play.]

Scene 3
[Rinse and repeat as necessary]. 
Opening sequence
Read the following to the players.

[This is where you should present an introduction to the mission. If your story begins with a mission briefing at HQ then give a short description of London Central HQ and any NPCs (as per the Campaign Setting) who attend the briefing so the players can develop a familiarity with the setting. If it begins ‘in media res’ then make the action dramatic so the players sit up and take notice.] 
Mission Briefing
This is the section where the players should be given, or will need to work out, what their mission objectives are. Be sure to put some thought into what options the players might take after their briefing and give the GC notes for how to respond to this.
Read the following to the players.

[Present a scene where the players are given their mission objectives by their Operations Contact at HQ, or where they can assess the situation and agree on their own mission objectives. Please then go on to answer any key questions that they might have. Make sure that you don’t give away the whole plot at this point. You should be giving them ‘leads’. But also, try not to make the clues so obscure that they have no idea what to do next.]
Threat level

[Choose the mission’s threat level based on its priority with their NIA (and thus British Government) superiors. For more about Threat Levels, see page 203 of the Spycraft 1.0 Rulebook.]
Deniable or Official

[Please state very clearly whether or not your mission is ‘deniable’ or official. It would help to give a brief explanation of why it is deniable and what the game implications will be for any ‘noise’ or exposure. Experience penalties will be imposed for deniable missions that go wrong, and we will expect GC feedback if there are campaign implications in the case of exposure.]
Gearing up

Time should be set aside for ‘gearing up’ at this stage of the mission. Please refer your players to the FQC Equipment lists and page ? of the MRD if necessary. Please limit the time spent ‘gearing up’ to 10-15 minutes.
[Likely question 1]
[Answer to include any factual information, clues, hints, tips or leads that you would like the GC to provide in response to the question.]

[Likely question 2]

[Answer to include any factual information, clues, hints, tips or leads that you would like the GC to provide in response to the question.] [Rinse and repeat as necessary.]

You should distribute any handouts that are appropriate at this stage in the mission.
Scene 1 [Scene Name]

Describe the scene in detail, focusing on the action and challenges facing the characters. Make sure that the players are aware that there are courses of action available to them. Give the players about three interesting things to do in each scene. Be sure to put some thought into what options the players might take during the scene and give the GC notes for how to respond to this. 
The text that the GCs need to read out should not be a script. Do not assume the players will do what you want them to do and do not force them into a course of action. 
If NPCs appear in a scene, give a brief description of their appearance and manner. Describe what they are doing, and how they react to the characters and their actions. Please also include a section for each NPC and ‘what they know’. This should be a very brief list of what they do know, what they don’t know, what they will – and won’t – tell. Please ensure that if giving away certain information will ‘break’ a module, that the GC is well aware of it.
Read the following to the players.

 [Present a scene to the players (following the advice above) offering the characters at least one obvious course of action and as many secondary options/red herrings as appropriate.]

GC information
[Describe the background of the scene here. This background should include any information that will be useful to the GC that the players should not know – such as: possible complications and timed events.]

Events

This section is optional. Events are things that happen at a set time, or in response to a set trigger, such as the arrival of a group of NPCs into a combat, or an explosion that’s set to go off when the characters enter a specific location. Anything that doesn't fit into this category should be included in the GC information above. However, if you don’t have any events occurring during a scene then this section should be excluded. 
Devote at least one independent paragraph to each event. Don’t describe multiple events in the same paragraph as this will confuse the GC. Also, if the characters are able to prevent or change an event then detail how this could happen. Finally, if an event involves a timetable, present the key times in a separate paragraph (eg. 12:30pm: The Prime Minister arrives in the building).
Troubleshooting

[Describe ways the characters might stray away from the plot and how the GC can get things back on track. This is one of the most critical parts of your mission text – it is imperative that you spend some time second-guessing the characters, and putting yourself in their shoes and the shoes of the GC. Present solutions that are as broadly applicable and easy to implement as possible. These solutions should help in as many cases as possible but shouldn’t force the characters down a certain path.

Ideally, the best troubleshooting advice helps the GC bring the characters back to the plot without revealing that they’d strayed in the first place. Eg. the mission might be a murder mystery involving a large number of minor NPCs, many of whom are included but only for ‘interest’. It would be easy for the characters to focus on one of these minor NPCs, especially if the NPC is particularly well written or the GC is having fun with it. In this case, the author might want to include a few additional pieces of information that the NPCs can impart to the team - any of which leads back to the action. In this manner, the GC can simply choose the information that best fits the NPC in question. With enough of these free-floating clues, the GC could do this several times and perhaps even improvise new avenues of investigation if the action slows down.]

Maps

Maps are helpful tools for your game. However, please do not send us maps that you have no legal right to use.

Any maps that you wish to provide should be included on separate pages at the back of your module. If there is information on a map for the GC ONLY then please ensure that you provide two copies – one appropriate for the players, and one appropriate for the GC – on separate pages.

Please reference your map clearly within the module text – so that the GC knows exactly when to hand it out (eg. ‘Map 1’ above the map, and within the GC information for the scene ‘please hand out Map 1 at this point’). Be sure to number each location on the map as corresponds with the entries below - do not use letters, alphanumerics, or any other designations to identify locations on your map. Include an introductory paragraph with each map key, offering a general overview of the location. Describe its importance within the mission, entry and exit points, what happens in the location, who comes and goes, and when.
1. [Room/Area Name]: [Describe the room/area as the characters see it without a search. Detail what they might find if they pay closer attention and any DCs required. If NPCs are present, describe their basic tactics and how they react to the characters and their actions. Finally, describe any security systems and other relevant details the GC may require to present the location.] 
2. [Room/Area Name]: [Describe the room/area as the characters see it without a search. Detail what they might find if they pay closer attention and any DCs required. If NPCs are present, describe their basic tactics and how they react to the characters and their actions. Finally, describe any security systems and other relevant details the GC may require to present the location.] 
[Rinse and repeat as necessary.]

Ending the Scene

[Describe how the characters can move on to one, or more, later scenes in the mission.]

Scene 2 [Scene Name]

[Rinse and repeat as necessary.]
Aftermath

[Describe anything the characters learn about the mission after the closing scene, including the outcome of events, the fate of NPCs, and any answers as a result of evidence they have collected or NPCs they have captured/turned/allied with. Provide enough information for the GC to answer the most obvious questions that players may have. Most importantly you should leave the players with a sense of closure.]

Rewards
Experience points and penalties are awarded based on the success and failure of each objective during the mission. If the team do not succeed at an objective then they won’t receive any experience for it. Base experience is the same for all members of the team.

[Briefly describe each objective within the mission that warrants experience, and the suggested experience award for each level of success. Such as:
Save the life of the Prime Minister, his wife and his chief aid – suggested XP award
Save the life of the Prime Minister and his wife – suggested XP award
Save the life of the Prime Minister – suggested XP award

Experience for each mission (Tier 2 and Tier 4) should not exceed 1,000 experience points. However, please be aware that final experience awards will be decided by the ‘For Queen and Country’ team.]

Individual experience (in addition to the mission experience) is given for each action dice a character receives during the course of the mission (25XP per action dice they are awarded). You may also give an additional 50XP for exceptional roleplaying to the best player. However, this is for exceptional roleplaying only and should not be awarded as a matter of course.
Penalties
Each mission is categorized as either ‘deniable’ or ‘official’. If a mission is deniable and goes wrong, then there are implications will be for any ‘noise’ or exposure. A penalty of 250 experience points should be imposed for deniable missions that go wrong. If this occurs, then please make sure that you explain clearly to your players why they have been penalized. In some circumstances we will also require GC feedback about the outcome of missions.
Statistics

To try and reduce the huge amount of paperwork that usually comes with the Statistics section we have decided to streamline the process. Below are three templates, one for a Standard NPC (eg. average henchman) Tier 2 and 4, one for an Important NPC (eg. lieutenant henchman) Tier 2 and 4, and a generic template for a Major NPC (eg. the main adversary). 
You are welcome to include your own statistics for NPCs. The templates we have provided are well balanced for Tier 2 and 4, but are not tailored to your game. Some sections on the templates are left blank for you to fill in your own details. Please think carefully about what information the GC will, and won’t, need during the game. 

Too often there is far too much detail for a GC to wade through – particularly when running a combat. To help with this we have decided to replace a number of key skills with just three overarching skills.
· Athletics (jump/climb/tumble/drive)

· Alertness (listen/search/spot)

· Interaction (bluff/diplomacy/intimidation/sense motive)

To work out the overall skill number just simply take an average of those skills that the NPC has in that category.

[Tier 2]
[Scene name]

Standard NPC
	VITALITY
	6
	
	DEFENSE
	10
	
	GRAPPLE
	+1

	WOUNDS
	11
	
	INITIATIVE
	+1
	
	GRAPPLE
	

	
	
	
	
	
	
	

	UNARMED
	+1
	
	FORT
	+2
	
	ATHLETICS
	+1

	MELEE
	+1
	
	REF
	+1
	
	ALERTNESS
	+2

	RANGED
	+1
	
	WILL
	+1
	
	INTERACTION
	+1


	WEAPON
	ATTK
	DMG
	ERROR
	THREAT
	RANGE
	SIZE

	Glock 17
	+1
	1D10 + 1
	1
	20
	25
	

	ARMOUR
	DB
	DR
	MDB
	ACP
	SPD
	

	
	
	
	
	
	
	-

	ATTRIBUTES
	STR
	DEX
	CON
	INT
	WIS
	CHA

	
	10
	11
	11
	11
	11
	10


	GEAR

	


	WHAT THIS CHARACTER KNOWS

	[For NPCs relating to the plot that agents may wish to question, please provide a brief summary of what each NPC knows, and any information they will share with the agents (including appropriate DCs that agents must make for Diplomacy, Intimidate etc). In particular, make a note of any major plot elements that the NPC will not/cannot tell.


[Scene name]

Important NPC
	NAME
	
	CLASS
	Soldier 2


	VITALITY
	19
	
	DEFENSE
	12
	
	GRAPPLE
	+4

	WOUNDS
	11
	
	INITIATIVE
	+3
	
	
	

	
	
	
	
	
	
	

	UNARMED
	+4
	
	FORT
	+3
	
	ATHLETICS
	+3

	MELEE
	+4
	
	REF
	+4
	
	ALERTNESS
	+4

	RANGED
	+3
	
	WILL
	+0
	
	INTERACTION
	+3


	WEAPON
	ATTK
	DMG
	ERROR
	THREAT
	RANGE
	SIZE

	Glock 17
	+3
	1D10 + 1
	1
	20
	25
	

	ARMOUR
	DB
	DR
	MDB
	ACP
	SPD
	

	
	
	
	
	
	
	

	ATTRIBUTES
	STR
	DEX
	CON
	INT
	WIS
	CHA

	
	12
	13
	11
	14
	13
	13


	GEAR

	


	WHAT THIS CHARACTER KNOWS

	


[Tier 4]
[Scene name]

Standard NPC
	VITALITY
	13
	
	DEFENSE
	12
	
	GRAPPLE
	+2

	WOUNDS
	11
	
	INITIATIVE
	+3
	
	
	

	
	
	
	
	
	
	

	UNARMED
	+2
	
	FORT
	+3
	
	ATHLETICS
	+2

	MELEE
	+2
	
	REF
	+3
	
	ALERTNESS
	+3

	RANGED
	+3
	
	WILL
	+0
	
	INTERACTION
	+2


	WEAPON
	ATTK
	DMG
	ERROR
	THREAT
	RANGE
	SIZE

	Glock 17
	+3
	1D10 + 1
	1
	20
	25
	

	ARMOUR
	DB
	DR
	MDB
	ACP
	SPD
	

	
	
	
	
	
	
	

	ATTRIBUTES
	STR
	DEX
	CON
	INT
	WIS
	CHA

	
	13
	12
	11
	12
	10
	11


	GEAR

	


	WHAT THIS CHARACTER KNOWS

	


[Scene name]
Important NPC
	NAME
	
	CLASS
	Soldier 4


	VITALITY
	32
	
	DEFENSE
	14
	
	GRAPPLE
	+5

	WOUNDS
	12
	
	INITIATIVE
	+5
	
	
	

	
	
	
	
	
	
	

	UNARMED
	+5
	
	FORT
	+5
	
	ATHLETICS
	+4

	MELEE
	+5
	
	REF
	+4
	
	ALERTNESS
	+6

	RANGED
	+6
	
	WILL
	+2
	
	INTERACTION
	+5


	WEAPON
	ATTK
	DMG
	ERROR
	THREAT
	RANGE
	SIZE

	Glock 17
	+6
	1D10 + 1
	1
	20
	25
	

	ARMOUR
	DB
	DR
	MDB
	ACP
	SPD
	

	
	
	
	
	
	
	

	ATTRIBUTES
	STR
	DEX
	CON
	INT
	WIS
	CHA

	
	13
	14
	12
	14
	13
	13


	GEAR

	


	WHAT THIS CHARACTER KNOWS

	


[Scene name]

Major NPC – Generic template
	NAME
	
	CLASS
	


	APPEARANCE
	TACTICS

	
	

	MOTIVATION
	OBJECTIVES

	Why is the NPC doing what they are doing?

	What does the NPC want?


	VITALITY
	
	
	DEFENSE
	
	
	GRAPPLE
	

	WOUNDS
	
	
	INITIATIVE
	
	
	
	

	
	
	
	
	
	
	

	UNARMED
	
	
	FORT
	
	
	ATHLETICS
	

	MELEE
	
	
	REF
	
	
	ALERTNESS
	

	RANGED
	
	
	WILL
	
	
	INTERACTION
	


	WEAPON
	ATTK
	RECOIL
	DMG
	E/T
	RANGE
	SIZE

	
	
	
	
	
	
	

	ARMOUR
	DR
	RESIST
	DP
	ACP
	SPD
	SEARCH DC

	
	
	
	
	
	
	

	ATTRIBUTES
	STR
	DEX
	CON
	INT
	WIS
	CHA

	
	
	
	
	
	
	


	GEAR

	


	WHAT THIS CHARACTER KNOWS

	


Appendix

This last section is used for handouts, so it can be conveniently re-printed for multiple runs of the same mission. Embed any maps you've included in your mission here and send any copyright information in a separate file to the campaign co-ordinator. Any media that you want to include that is not your own work must have proper copyright.
Open Gaming License
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.

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, 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 in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such 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

f 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, Inc. System Rules Document Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, and Skip Williams, based on original material by E. Gary Gygax and Dave Arneson. Spycraft Espionage Handbook Copyright 2002, Alderac Entertainment Group, Inc.; Authors Patrick Kapera and Kevin Wilson. Shadowforce Archer Worldbook Copyright 2002, Alderac Entertainment Group, Inc.; Authors Patrick Kapera and Kevin Wilson. Modern Arms Guide Copyright 2002, Alderac Entertainment Group, Inc.; Authors Chad Brunner, Tim D'Allaird, Sean Michael Fish, B.D. Flory, Scott Gearin, Owen Hershey, Patrick Kapera, Michael Petrovich, Jim Wardrip, and Stephen Wilcoxon. Modern Arms Guide, Chapter 9: Other Gear Copyright 2002, Alderac Entertainment Group, Inc.; Authors Sean Michael Fish, Scott Gearin, and Patrick Kapera. The Archer Foundation Copyright 2002, Alderac Entertainment Group, Inc.; Authors Scott Gearin and Patrick Kapera. Soldier/Wheelman Class Guide Copyright 2002, Alderac Entertainment Group, Inc.; Authors Chad Brunner, Shawn Carman, B.D. Flory, Scott Gearin, and Patrick Kapera. The Hand of Glory Copyright 2002, Alderac Entertainment Group, Inc.; Authors Sean Michael Fish, B.D. Flory, Scott Gearin, Patrick Kapera, and Joe Unger. Gentleman's Agreement Copyright 2002, Alderac Entertainment Group, Inc.; Author B.D. Flory. Pan-Asian Collective Copyright 2002, Alderac Entertainment Group, Inc.; Authors Steve Crow, Scott Gearin, and Clayton A. Oliver. Fixer/Pointman Class Guide Copyright 2003, Alderac Entertainment Group, Inc.; Author Scott Gearin. European Commonwealth Copyright 2003, Alderac Entertainment Group, Inc.; Authors Alexander Flagg, Lee Hammock, and Lucien Soulban. Faceman/Snoop Class Guide Copyright 2003, Alderac Entertainment Group, Inc.; Authors Alexander Flagg and Clayton A. Oliver. African Alliance Copyright 2003, Alderac Entertainment Group, Inc.; Authors Steve Crow, Alex Flagg, Patrick Kapera, Clayton A. Oliver, and James Maliszweski. The 1960s Decade Book Copyright 2003, Alderac Entertainment Group, Inc.; Authors Robert J. Defendi, B.D. Flory, Scott Gearin, and Clayton A. Oliver. The Shop Copyright 2003, Alderac Entertainment Group, Inc.; Authors Robert J. Defendi, Alex Flagg, Scott Gearin, James Maliszweski, Clayton A. Oliver, and Michael Surber. Agency Copyright 2004, Alderac Entertainment Group, Inc.; Authors Steve Crow, Alexander Flagg, B.D. Flory, Clayton A. Oliver, and Steven Peterson. Mastermind Copyright 2004, Alderac Entertainment Group, Inc.; Authors Steve Crow, Alexander Flagg, B.D. Flory, and Clayton A. Oliver. Most Wanted Copyright 2003, Paradigm Concepts, Inc.; Authors Alex Flagg and Mark Christensen. U.S. Militaries Copyright 2004, Alderac Entertainment Group, Inc.; Authors Brannon Boren, B.D. Flory, Clayton A. Oliver, Patrick Parrish, and Jim Wardrip. World Militaries Copyright 2004, Alderac Entertainment Group, Inc.; Authors Dave McAlister, Clayton A. Oliver, and Patrick Parrish. Battlegrounds Copyright 2004, Alderac Entertainment Group, Inc.; Authors Andy C. Davis, Alexander Flagg, Clayton A. Oliver, Jason Olsan, and Patrick Parrish.

Open Game Content

This For Queen and Country mission is done under version 1.0a of the Open Game License and the draft version of the d20 System Trademark License, d20 System Trademark Logo Guide and System Reference Document by permission of Wizards of the Coast. Subsequent printings of this book will incorporate final versions of the license, guide and document.

The For Queen and Country Committee’s intention is to open up as much of this Module as possible to be used as Open Game Content (OGC), while maintaining Product Identity (PI) to all aspects of the For Queen and Country intellectual property. Publishers who wish to use the OGC materials from this release are encouraged to contact ForQueenandCountry@googlemail.com if they have any questions or concerns about reproducing material from this module in other OGL works. The For Queen and Country Committee would appreciate anyone using OGC material from this module in other OGL works to kindly reference this module by name (“[MISSION NAME]”) as the source of that material within the text of their work. Open Game Content may only be used under and in accordance with the terms of the OGL as fully set forth above.

Designation of Product Identity

The following items are hereby designated as Product Identity in accordance with section 1(e) of the Open Game License, version 1.0a: Any and all For Queen and Country logos and identifying marks and trade dress, including, but not limited to, all For Queen and Country missions, website support materials, and all For Queen and Country logos; any elements of any For Queen and Country setting, including but not limited to capitalized names, organization names, Faction names, project names, code names, characters, gadgets, historic events, and organizations; any and all stories, storylines, plots, thematic elements, documents within the game world, quotes from characters or documents, and dialogue; and all artwork, logos, symbols, designs, depictions, illustrations, maps and cartography, likenesses, and poses, except such elements that already appear in the d20 System Reference Document and are already OGC by virtue of appearing there. The above Product Identity is not Open Game Content.

Designation of Open Content

Subject to the Product Identity designation above, all portions of this module are designated as Open Gaming Content.

Use of Material as Open Game Content

It is the clear and expressed intent of the For Queen and Country Committee to add all classes, skills, feats, gear, and NPC statistics contained in this volume to the canon of Open Game Content for free use pursuant to the Open Game License by future Open Game publishers.

Some of the portions of this release which are delineated OGC originate from the System Reference Document and are © 1999, 2000 Wizards of the Coast, Inc. The remainder of these OGC portions of this book are hereby added to Open Game Content and if so used, should bear the COPYRIGHT NOTICE: “For Queen and Country Copyright 2007, For Queen and Country Campaign.”

The mention of or reference to any company or product in these pages is not a challenge to the trademark or copyright concerned.

 ‘d20 System’ and the ‘d20 System’ logo are Trademarks owned by Wizards of the Coast and are used according to the terms of the d20 System License version 1.0a. A copy of this License can be found at www.wizards.com
Dungeons & Dragons® and Wizards of the Coast® are registered trademarks of Wizards of the Coast, and are used with permission.  All contents of this release, regardless of designation, are copyrighted year 2006 by Crafty Games.

All rights reserved. Reproduction or use without the written permission of the publisher is expressly forbidden, except for the purposes of review of use consistent with the limited license above.
