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INTRODUCTION

This supplement describes the use of “Quasi-Classes” with the Basic Fantasy Role-Playing Game rule system. If you
do not already have a copy of the Basic Fantasy RPG rules, please visit the website and download a copy.

The Basic Fantasy Community has a tradition of sharing various iterations of classes written by individuals. Each
Game Master is the ultimate arbitrator of which (if any) classes or other supplemental material are used in his or her
games. When there exists duplication or overlapping of such topics, there is no “right or wrong”, “official or
unofficial”... as all such material is completely optional to begin with. When an option is desired in one's game, the

GM s strongly encouraged to choose one distinct incarnation of the topic in question and stick to it, rather than

allowing multiple varieties of the same subject.
QUASI-CLASSES

A Quasi-Class is a set of class-like options that can be
layered upon another base-class in order to create
additional character archetypes or types of characters that
cannot be easily achieved by use of the typical or core
class offerings. Each quasi-class has its own set of
requirements and offers unique benefits in exchange for
an additional experience point requirement. Many quasi-
classes are designed to emulate certain standard fantasy
gaming concepts such as Barbarians, Paladins, or Rangers
when applied to the applicable base-class. For instance,
the Holy quasi-class applied to the Fighter base-class
essentially creates a Paladin. Other quasi-classes are
altogether new character concepts that have not been
represented in these sorts of games.

Unlike standard sub-classes, a quasi-class allows many of
the standard fantasy concepts to be applied in interesting
new ways. For instance one might take the mentioned
Paladin idea above (using Holy quasi-class) and apply it
to a Magic-User or Thief instead, creating character
archetypes not found in other games/editions.

Overall, the idea is to create a multitude of character
concepts with just a few additional options added. If one
uses just the four core classes, each added quasi-class
adds another four variations for a character types... many,
many more combinations if some of the optional standard
sub-classes are utilized as well. That all said, the Game
Master should not feel obligated to use every quasi-class
presented here, nor allow every conceivable combination.

THE QUASI-CLASS MECHANIC

Adding a quasi-class works in a similar fashion to
combination class characters or multi-class characters
found in other game editions. One main difference is that
the quasi-class does not alter or expand the standard
base-class features such as hit die, saves, or attacking
bonus directly, except in certain situations that are
detailed in the individual quasi-class description.

Typically a quasi-class is chosen when the character is
created. The sum of experience points for both the base
and quasi-class is necessary to achieve the new character
level in a manner just like combo-classes. While not
generally recommended, a character might decide to take
on a quasi-class after adventuring for a time (and
acquiring levels). In this case, it is suggested that the
character must devote all earned experience toward the
quasi-class until the quasi-class level matches the base-
class level. After achieving that equilibrium, normal
progression (at the combined XP requirement) resumes.

While the Game Master may make special individual
exceptions, it is generally recommended that a quasi-class
cannot be added to a character that is already
combination-classed, as the character must split their
attention between two such professions. Likewise, it is not
recommended that more than one quasi-class be applied
to a single character. However, it is permissible that a
character might mix a particular sub-class (if such are
available) with an appropriate quasi-class. For instance, if
the Game Master utilizes Druids (clerical subclass), the
character might be allowed to become a Barbaric-Druid
with the GM's approval. Certain combinations may be
inappropriate regardless. The GM is suggested to exercise
care with non-standard combinations with an eye for
overall balance or campaign consistency.
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Acrobat
High Long
Level XP Roll Tumble Balance  Jump Jump

1 0 10 25 15 x1.5 x2
2 500 15 30 20 x1.5 x2
3 1,000 20 35 25 x1.5 x2
4 2,000 25 40 30 x1.5 x2
5 4,000 30 45 35 x1.5 x2.5
6 8,000 35 50 40 x2 x2.5
7 16,000 40 55 45 x2 x2.5
8 32,000 45 60 50 x2 x2.5
9 64,000 50 65 55 x2 x3
10 96,000 53 68 58 x2 x3
11 125,000 56 71 61 x2.5 x3
12 155,000 59 74 64 x2.5 x3
13 185,000 62 77 67 x2.5 x3.5
14 215,000 65 80 70 x2.5 x3.5
15 250,000 68 83 73 x2.5 x3.5
16 285,000 70 84 75 x3 x3.5
17 320,000 72 85 77 x3 x4
18 355,000 74 86 79 x3 x4
19 390,000 76 87 81 x3 x4
20 425,000 78 88 83 x3 x4

Acrobats are characters trained in the arts of acrobatics,
balance and other similar activities.

Any class wishing to be able to do flips, enhanced jumps
and the like can choose to be an Acrobat.

In addition to requirements of their main class, an Acrobat
must have a Strength and Dexterity scores of 13 or
higher.

An Acrobat can use all the weapons allowed by his main
class. On the other side, an Acrobat wishing to use his
special abilities unimpaired must limit his allowed armor
to Leather Armor, he also must forfeit the use of shields.

All Acrobats are able to do Rolls in order to:

-Reduce to half the damage suffered from a melee attack.
This counts as the Acrobat's action for the round.

-Falling from great heights without suffering damage or
reducing the amount suffered.

--When falling from heights up to 5' per character level
the Acrobat suffers no damage automatically.

--When falling from heights up to 10' per character level a
successful check means no damage.

--When falling from heights up to 20' per character level a
successful check means half damage.

QUASI-CLASSES 2

They are also able to make Tumble rolls to reduce to half
the damage suffered from an attack that allows for a
saving throw or to prevent parting shots by opponents
while retreating.

Acrobats are also trained to increase their Balance
allowing them to walk over very narrow surfaces (like
tightropes) with a successful check.

Finally, they are capable of doing incredible jumps, both
high and long, receiving a distance multiplier when
jumping.

Assassin
Move
Level XP Hide Silently Listen Disguise Poison
1 0 20 30 25 80 10
2 500 25 35 30 81 15
3 1,000 30 40 35 82 20
4 2,000 35 45 40 83 25
5 4,000 40 50 45 84 30
6 8,000 45 55 50 85 35
7 16,000 50 60 55 86 40
8 32,000 55 65 60 87 45
9 64,000 60 70 65 88 50
10 96,000 63 74 68 89 53
11 125,000 66 78 71 90 56
12 155,000 69 82 74 91 59
13 185,000 72 86 77 92 62
14 215,000 75 90 80 93 65
15 250,000 78 94 83 94 68
16 285,000 79 95 85 95 69
17 320,000 80 96 87 96 70
18 355,000 81 97 89 97 71
19 390,000 82 98 91 98 72
20 425,000 83 99 93 99 73

Assassin Characters typically works for hire and under
some guild or organization patronage. They are trained in
killing people swiftly.

Characters wishing to follow this quasi-class must have
both a Dexterity and an Intelligence equal or superior to
13.

Assassin retain their allowed weapons and armors, but
their special abilities are only available when wearing up
to leather armor.

Assassins are trained in Hiding, Moving Silently and
Listening similar to thieves.

They are masters of Disguise allowing them to pass as
another person. Anyone knowing the Assassin or the
person he is disguised forces the Assassin to make a
check to maintain his disguise. The GM is encourage to
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give modifiers based on the complexity of the disguise
and to force extra checks (with possible modifiers) based
on the time shared with the disguised Assassin.

Assassins are expert poisoners and are able to identify a
poisoned creature or object with a successful check.

NOTE: In cases where the main class also has one of the
Assassin's special abilities use the higher value with a +10
bonus.

Death Attack: This is what makes an assassin an
Assassin; the special ability to kill an opponent in a single
strike. This is performed in much the same way as a
Thief's Sneak Attack ability. The attack is rolled at a +4
attack bonus; if the Assassin hits, the victim must make a
Saving Throw vs. Death Ray or lose all its HP and suffer
immediate death. If the Saving Throw roll is made, the
victim still suffers damage.
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patient. He can also Analyze a creature's physical remains
(or part of them with a penalty) to get information about
the creature.

Medics can Treat patients suffering from illness. After a
day of treatment the patient can make a new Saving
Throw with a bonus given on the above table. If the
Saving Throw is successful the illness is removed from the
patient.

Finally Medics can Heal wounded individuals, be it by
applying first aids or by improving their natural recovery.
Whenever the Medic heals another person by normal
methods the HP regained are increased by his level
multiplier.

A Medic requires time, attention and concentration while
treating people so he is limited to a maximum level of
patient per day of treatment.

Medic Savage
Level XP Diagnose Analyze Treat Heal Patients Level XP Climb Swim Imitate Fighting
2 600 67 15 +2 x2 5
3 1200 69 20 2 X2 6 2 500 71 70 15 A
4 2400 71 25 +2 x2 6 3 1,000 72 71 20 A
5 4,800 73 30 +2 X2 7 4 2,000 73 71 25 A
6 9,600 75 35 +3 x3 8 5 47000 74 72 30 B
7 19,200 77 40 +3 x3 8
8 38,400 79 45 +3 x3 9 6 8,000 75 72 35 B
9 76800 81 50 3 3 10 7 16,000 76 73 40 B
10 153,600 82 54 +3 x3 10 8 32,000 77 73 45 B
11 230,400 83 58 +4 x4 11 9 64,000 78 74 50 C
12 307,200 84 62 +4 x4 12 10 96,000 79 74 54 C
13 384,000 85 66 +4 x4 13
14 460,800 86 70 +4 x4 14 11 125’ 000 80 75 58 C
15 537,600 87 74 4 x4 15 12 155000 81 75 62 C
16 614,400 88 76 +5 x5 16 13 185,000 &2 76 66 D
17 691,200 89 78 +5 x5 17 14 215,000 83 76 70 D
18 768,000 90 80 +5 x5 18 15 250.000 84 77 74 D
19 844,800 91 82 +5 x5 19 ’
20 921,600 92 84 +5 x5 20 16 285’000 85 77 76 D
17 320,000 86 78 78 E
Medics are Characters with the knowledge to treat the 18 355,000 87 78 80 E
injured, the wounded and the diseased. 19 390000 S8 79 ]2 E
To learn the field of medicine the character must have at 20 425,000 &9 79 88 E

least an Intelligence and Wisdom scores of 13.

Medics don't suffer any modification towards their
weapon and armor training as this don't affect their
special abilities.

A Medic has a chance to Diagnose what injury source is
affecting a particular patient, this range from knowing the
probably wounding source (fangs, weapon, fire) to
determining what poison or disease is acting on the

Savage Characters have grown on the wilderness, away
from any civilization, sometimes raised by themselves, by
other savages or even by animals.

Savage characters requires both a Constitution and
Wisdom of no less than 13 representing both their
toughness and instinct necessary to survive in the open.
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All Savages lose their armor access and are limited to
simple weapons like daggers, hand-axes, lances and
bows.

Savages are adept at moving on natural terrain suffering
no movement penalties.

They are able to Climb Natural Surfaces like trees and
cliffs and to Swim with great skill.

They can accurately Imitate the sounds of animals with
entertaining purposes or force their voice (by making a
roll) to generate a specific effect.

The imitation can be maintain for up to 4 rounds and has
an effect radius of 30' per character level.

-Growl: Obligates opponents to make a Morale Check.

-Bird's Song: Opponents must Save vs. Rod or get
focused on listening the bird's song.
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-Roar: Makes the opponents Save vs. Paralysis or freeze
for the roar's duration.

Savage characters are renowned for their animal-like
moves while Fighting: they growl, crouch, leap, etc. This
fighting style gives them some benefits:

-They get attack, damage and saving throw bonuses.

-They are treated as having a greater base AC and an
increased Dexterity adjustment for it.

-They generate a Morale penalty on the opponents.

Fighting AB Damage ST AC Dex Adj Morale

A +1 +1 +2 11 +1 -0
B +1 +2 +2 12 +1 -1
C +2 +3 +2 13 +2 -2
D +2 +4 +3 13 +3 -3
E +3 +5 +3 14 +3 -5
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Open Game License

INTRODUCTION

Quasi Classes 2: A Basic Fantasy Supplement (hereinafter “the Supplement”) is
based on the System Reference Document v3.5 ("SRD"), which is Open Game
Content. The text of the Open Game License itself is not Open Game
Content. Instructions on using the License are provided within the License
itself.

Designation of Open Game Content: The entire tfext of the Supplement
(except the Open Game License, as noted above) is Open Game Content,
released under the Open Game License, Version 1.0a (reproduced below) as
described in Section 1(d) of the License. Artwork incorporated in this
document is not Open Game Content, and remains the property of the
copyright holder.

Designation of Product Identity: Product identity is not Open Game Content.
The following is designated as product identity pursuant to OGL v1.0a(1)(e)
and (7): (A) product and product line names, including Basic Fantasy Role-
Playing Game, Basic Fantasy RPG, and BFRPG, as well as the phrase “make
mine Basic”; (B) all artwork, logos, symbols, graphic designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and
other visual representations, including the “eye” logo, which is the personal
mark of Chris Gonnerman for his various products, and which is Copyright ©
2002 Chris Gonnerman, and the “Scribbled Dragon,” which is Copyright ©
2005 Erik Wilson; (C) logos and tfrademarks, including any frademark or
registered tfrademark clearly identified as product identity by the owner of the
product identity, and which specifically excludes the open game content.

More information on the Open Game License can be found at:
http://www.wizards.com/d20
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 frademark 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.

3.0ffer 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 fo 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.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.

Basic Fantasy Role-Playing Game Copyright © 2006 Chris Gonnerman.
Quasi Classes 2: A Basic Fantasy Supplement Copyright © 2014 Martin Serena.
END OF LICENSE



