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INTRODUCTION

The following classes are all customizations of the Fighter class. They are rooted in tradition, but are simplified to meet
the ideals of 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.

NEW CHARACTER CLASSES

All of these classes use the fighter experience point
progression, attack bonus, and saving throws. Hit dice
are specified below. However, since these classes are
highly specialized, and a character must be Human to
belong to one of these classes, the usual 10% bonus to
XP for being Human is not granted to characters of these
listed classes.

Barbarian

Barbarians are the rough warriors that hail from the
unsettled lands far from civilization. Their combat prowess
comes from tenacity and instinct rather than the training
and disciple of the regular fighter.

Requirements: In order to qualify to be a barbarian, one
must have rolled a Strength of 13 or higher, a Dexterity of
9 or higher, and a Constitution of 13 or higher.
Barbarians use d8 for hit dice, but double their CON
bonus, as they possess almost inhuman fortitude.
Barbarians cannot use armor heavier than chain mail, but
may use shields. They may wield any weapons desired.
The natural combat ability of this class shines when not
wearing armor, however. When not burdened by armor,
the Barbarian doubles his or her STR bonus to attack and
damage with melee weapons. Barbarians also benefit
from enhanced protection when unarmored, as follows:
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Ranger

Rangers are specialized warriors who roam the
borderlands, where their mission is to keep the beasts and
monsters of the untamed lands at bay, away from the
civilized realms. They operate alone or in small groups,
and rely on stealth and surprise to meet their objectives,
as opposed to the straight-on warfare of the standard
Fighter.

Requirements: To become a ranger, one must have
rolled a Strength of 13 or higher, a Wisdom of 9 or
higher, and a Dexterity of 13 or higher. While rangers
use d8 for HD, they roll an extra die of hit points at first
level, as they have been toughened by self-sufficiency and
isolation from the supplies and comforts of civilized lands.
They can wear any armor, but the Ranger’s special talents
and abilities are unavailable when wearing heavier than
leather armor.

Ranger Abilities: The ranger can move silently and
hide as a Thief of equal level when in a dungeon or city
setting. However, in natural outdoor terrain, these two
abilities are calculated at 3 levels higher (a 1st level
Ranger hides as a 4th level Thief when in the wilderness.)
Rangers double their DEX bonus “to hit” when using
longbow, due to extensive training with that weapon.
The ranger can also track movement in the wilderness, at
a base chance of 40% with 5% additional per level over
2nd. Note the GM may also apply certain penalties or
bonuses for conditions that might hinder or help the
tracking attempt. If in the wilderness, the ranger can
locate herbs and plants that could heal wounds; 1d12
turns must be spent gathering the necessary ingredients,
and the poultice thus created heals 1d4 HP.

Regardless of the armor worn, a Ranger also adds his or
her level in damage against humanoid opponents.
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Paladin

The paladin is a warrior that has received special talents
from faith and belief, in order to right injustices that may
have befallen those that are not strong enough to stand
up for themselves.

Requirements: Paladins are very rare, as one must roll
STR 13, WIS 13, CHA 13. They use d8 for HD, and can
wear any armor, or use any shields or weapons without
hindrance to their abilities. Because of their passionate
faith, they gain some talents of the cleric and some other
supernatural related abilities. Once per day, per level, the
paladin can “Lay on Hands” to any wounded character
and heal 2 hit points +1 HP per point of CHA bonus. At
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will, they may detect evil as the spell. They are able to
turn undead at 4th level as a cleric of 3 levels lower, (a
4th level paladin turns undead as a 1st level cleric.)
Paladins that show great piety and have advanced to 9th
level are able to cast spells as a cleric of 7 levels lower, (a
9th level paladin casts spells as a 2nd level cleric.) The
paladin must obey a code of honor, and will try to
perform his duties to protect the innocent, and bring
justice to the unjust as best as mortally possibly. Should
they fall from grace, they will no longer gain experience
points. They essentially remain a fighter forever more.
The greatest drawback however is the loss of all the listed
abilities, unless the fallen paladin atones for his
transgression, (as determined by the GM.)
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Open Game License

INTRODUCTION

Fighter Subclasses: 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 text 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 trademarks, including any trademark 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 tfrademark owners
who have confributed Open Game Content; (b)'Derivative Material' means
copyrighted material including derivative works and franslations (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, tfransformed or adapted; (c) "Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display,
fransmit 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 tfrademark 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 nofice 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 Confribute: 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 Contfent due to
statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will ferminate 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.
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