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EVERYTHING WITHIN THE DOUBLE -LINED 
BOXES IS OPEN GAME CONTENT. 

Requires the use of a Roleplaying Game Core 
Book published by Wizards of the Coast, Inc. 

ISSUE #9 
 
·  News: Pope Buried 
 
·  Occupation: 
Pilgrim 

 
·  Equipment: Keys 
of Binding and 
Loosing 

 
·  Feat: Immaculate 
Heritage 

 

 

Pope John Paul 
II Buried At   
St. Peter's 
 
    With Pope John Paul II's body 
interred beneath St. Peter's Basilica, 
joining the earthly remains of more 
than half of his predecessors, his 
tomb will become a prominent part of 
the church's long and complex history 
-- and a pilgrimage destination for the 
devout.  
    Being laid to rest within the church 
is the highest honour in the Catholic 
faith.  The building stands where St. 
Peter, Jesus' chief apostle and the first 
pope, was crucified.  The church, 
which contains two grottos and a 
necropolis, holds the tombs for 147 
out of 263 previous popes, including 
that of the first pope, St. Peter 
himself. 
    The massive basilica just west of 
the Tiber River is the heart of 
Catholicism and steeped in history. 
With its towering dome and endless 
rows of pews -- enough for 60,000 
faithful -- it's considered the largest 
church on Earth.  
    Like the rest of the Vatican, the 
church was built not far from where 
the Circus of Nero once stood. The 
chariot-racing stadium also served as 
a prison where the notoriously cruel 
emperor incarcerated many early 
Christians and had them put to death.  
    When St. Peter was crucified 
around A.D. 64, the first structure 
erected at the site was a small oratory 
built upon his tomb.  
    In 319 -- at the urging of Pope St. 
Sylvester I -- Constantine, Rome's 
first emperor to embrace Christianity, 
ordered the first version of the 
basilica built. It stood for more than 
1,100 years.  
    In the mid-15th century, with the 
building in danger of collapse, Pope 
Nicholas V decided to rebuild it. 
Work was begun but suspended for 
half a century when Nicholas died in 
1455. 

    Pope Julius II took up the task 
when he came to power in 1503, 
hiring architect Donato Bramante for 
the job.  He tore down much of the 
original church and began building a 
new house of worship. After 
Bramante died in 1520, work was 
suspended yet again, as political 
turmoil stemming from the 
Reformation resulted in the sacking 
of Rome.  Finally, in 1546, Pope Paul 
III summoned the 71-year-old 
Michelangelo to finish the job. The 
genius who painted the ceiling of the 
neighboring Sistine Chapel for Pope 
Julius II took Bramante's design and 
expanded upon it, drawing up plans 
for the basilica's high-vaulted dome.  
    The Vatican -- including the 
basilica -- is protected by the Swiss 
Guard, which has served as the Holy 
See's army since 1506. 

 

From the Editor: 
 
    The death of a pope is a news-worthy (and adventure-worthy) event, as is the 
selection of his successor.  I've chosen to take a closer look at the pope's burial.  One 
sight of that map of the necropolis and I knew it was mean to be a dungeon setting.  
Few PCs can turn down the chance to be a tomb raider -- or freelance archaeologist, if 
that's more palatable. 
    In addition to the map, there's a new feat, a new occupation, and a new pair of 
magical items to round out the issue.  I'm particularly happy with the way Deadheads 
can be considered pilgrims, and I like the dual nature and levels of power afforded by 
the Keys.   
    I've got a few other things on the go these days, so I can't make any promises about 
when the next issue will be released.  Stay tuned for more details, keep watching the 
skies, and don't trust any zombie popes. 
 
 
Keep rolling high, 
Roger Carbol -- roger (at) carbol (dot) com 
28 April 2005 
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Feat: Immaculate Heritage 
 
IMMACULATE HERITAGE [INITIAL] 
You have a saint or other holy person in your 
family tree, granting you several special abilities. 
 
Benefit: Once per day, you may divinely cast 
cure minor wounds or light, with an effective 
caster level of 1.  Additionally, your Reputation 
bonus increases by +1. 
 
Special: You may only take this feat as a  
1st-level character. 
 
 

http://members.shaw.ca/rcarbol/K_CE/
http://games.groups.yahoo.com/group/k_ce/
http://www.wizards.com/default.asp?x=d20/welcome
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Keys of Binding and Loosing 
 

And I will give unto thee the keys of the Kingdom of Heaven:  
and whatsoever thou shalt bind on Earth shall be bound in  
Heaven: and whatsoever thou shalt loose on Earth shall be  
loosed in Heaven.  

 
    These keys are created in pairs, but they are often found singly.  Worn as a necklace, each appears to 
be nothing more than a lesser magic item.  However, with the proper command word, their true powers 
become available. 
    A character may wear both keys at the same time, unlike most magic items.  The user adds a +2 
enhancement bonus to her Wisdom score while wearing both keys. 
 
Key of Binding 
 
This small iron key, when worn as a necklace, grants the wearer a +10 competence bonus on Use Rope 
checks when binding someone.  If the command word is spoken, the wearer may cast imprisonment, after 
which the key crumbles to dust. 
 
Fantasy: Strong abjuration; CL 17th; Craft Wondrous Item, imprisonment, creator must have 10 ranks in 
the Use Rope skill; Price 22,000 gp. 
Modern:  Type: Wondrous Item (magic); Caster Level: 17th; Purchase DC: 35; Weight: 1 lb. 
 
Key of Loosing 
 
This small silver key, when worn as a necklace, grants the wearer a +10 competence bonus on Escape 
Artist checks when tied up by ropes.  If the command word is spoken, the wearer may cast freedom, after 
which the key crumbles to dust. 
 
Fantasy: Strong abjuration; CL 17th; Craft Wondrous Item, freedom, creator must have 10 ranks in the 
Escape Artist skill; Price 22,000 gp. 
Modern:  Type: Wondrous Item (magic); Caster Level: 17th; Purchase DC: 35; Weight: 1 lb. 

Occupation: Pilgrim 
 
Pilgrims are those who journey to sacred places as an act 
of religious devotion.  Fans who faithfully follow rock 
bands around the world may also be considered in this 
category. 
Prerequisite: Age 18+. 
Skills: Choose two of the following skills as permanent 
class skills. If a skill the character selects is already a 
class skill, he or she receives a +1 competence bonus on 
checks using that skill. Concentration, Decipher Script, 
Diplomacy, Drive, Gather Information, Knowledge 
(arcane lore, art, current events, history, popular culture, 
or theology and philosophy), Navigate, Pilot, Ride, or add 
a new Read/Write Language or a new Speak Language. 
Bonus Feat: Select either Endurance or Vehicle Expert. 
Wealth Bonus Increase: +1. 

  



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. 
 
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 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, Inc. 
 
System Reference Document Copyright 2000, Wizard of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material 
by E. Gary Gygax and Dave Arneson. 
 
Modern System Reference Document Copyright 2000, 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. 
 
Knowledge (Current Events) Copyright 2004, Roger Carbol. 
 
 
'd20 System' and the 'd20 System' logo are trademarks of Wizards of the Coast, Inc. and are used according to the terms of the d20 System License 
version 6.0. A copy of this License can be found at www.wizards.com/d20. 
 
 
Dungeons & Dragons, Player's Handbook, d20 Modern, Psionics Handbook, Urban Arcana, and Wizards of the Coast are trademarks of Wizards of the 
Coast, Inc. in the United States and other countries and are used with permission. 
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