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INTRODUCTION

This supplement provides rules for playing Divine Champions under the Basic Fantasy Role-Playing Game rules.   If you do 
not already have a copy of the Basic Fantasy RPG rules, please visit the website and download a copy.

NEW CHARACTER CLASS

The new class described in this supplement is considered a 
subclass  of  the  Fighter.   As  such,  it  has  the  same attack 
bonus and saving throws as a Fighter of the same level. It 
should  be  treated  as  a  Fighter  for  all  purposes,  unless 
otherwise noted.

Divine Champion

Spells
Level Exp. Points Hit Dice 1 2

1 0 1d8 - -
2 2,500 2d8 - -
3 5,000 3d8 - -
4 10,000 4d8 - -
5 20,000 5d8 - -
6 40,000 6d8 - -
7 80,000 7d8 - -
8 150,000 8d8 - -
9 300,000 9d8 - -

10 450,000 9d8+2 1 -
11 600,000 9d8+4 2 -
12 750,000 9d8+6 2 1
13 900,000 9d8+8 2 2
14 1,050,000 9d8+10 2 2
15 1,200,000 9d8+12 3 2
16 1,350,000 9d8+14 3 2
17 1,500,000 9d8+16 3 3
18 1,650,000 9d8+18 3 3
19 1,800,000 9d8+20 4 3
20 1,950,000 9d8+22 4 4

Divine Champions are warriors consecrated to a cause, their 
mission is to support and defend a religious faith.

Divine Champions, like Clerics, must keep true to their faith 
or risk losing their powers and become normal Fighters of a 
level  equiparable  to  that  of  the  accumulated  experience 
points.

Divine  Champions  usually  operate  alone,  wandering  the 
lands and never staying in the same place for long.

Divine  Champions  are  expected  to  obey  orders  from the 
clergy of their faith.

Requirements:  To  become  a  Divine  Champion,  a 
character must have a Strength score of 9 or higher (just as 
with any Fighter), a Wisdom of 11 or higher, and a Charisma 
of 11 or higher.

They may use any weapon and may wear  any armor  or 
shield.

Humans  only  may  become  Divine  Champions  (but  you 
could change this to Marauders: open to humans and half-
orcs,  Paladins:  open  to  humans,  half-elves  and  dwarves, 
Dweomerguards:  open  to  humans,  elves  and  half-elves, 
Forest  keepers:  open  to  humans,  elves  and  half-elves, 
Mistweavers: open to humans and gnomes - see below).

Special  Abil i t ies:  All Divine Champions, no matter what 
their faith, share some common special abilities.

Divine  Champions  have  the  Turn  Undead  power  -or  a 
similar  one-  as  Clerics  of  a  level  equal  to  half  their  own 
(round down).

Divine Champions emanate a protection form evil (or good, 
depending on their faith) aura in 10 feet radius, also they can 
detect evil (or good, as above) at will.

Furthermore they can Smite: once per day per level they can 
make a melee attack as if their weapon was magical, thus 
becoming  able  to  hit  creatures  immune  to  non-magical 
attacks.

Starting from 5th level onwards, Divine Champions can cast 
a spell  specific to their  faith once per week (usually a 3rd 
level spell taken from the Cleric spell list, but see below for 
exceptions).

From 10th level on Divine Champions cast divine spells as a 
caster of level (champion's level-9).

Divine Champions must abide to a specific code of conduct 
or lose their powers.

Divine  Champions  can  not use magic  items that  can  be 
used by Clerics (or Druids, or even Magic-users/Illusionists 
for Dweomerguards/Mistweavers, see below) only, including 
Scrolls. 
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Here follow some examples of Divine Champions:

Paladins
These true paragons of goodness need to strictly follow  a 
path of virtue.

Cast detect evil, emanate protection from evil.

Turn undead as Clerics half their level. 

They cast standard clerical spells but may not cast them in 
reverse form.

They can cast Cure Disease once per week from 5th level 
onwards.

Marauders
Chaotic  warriors,  bent  on  a  path  of  destruction  and 
mayhem.

Cast detect good, emanate protection from good.

May only cast cleric spells in reverse form, turn undead as 
(evil) Clerics half their level.

They can cast Cause Disease once per week from 5th level 
onwards.

Forest keepers
Wardens of the woods and protectors of nature, they must 
follow the druidic path of respect for nature.

Cast detect evil, emanate protection from evil.

Cast druidic spells instead of standard cleric spell.

May Befriend animals as a Druid half their level.

They can cast Call  Woodland Beings once per week from 
5th level onwards.

Dweomerguards
Dweomerguards  are  followers  of  the  god  of  magic. 
Dweomerguards  must  keep  magical  knowledge  safe  from 
harm  and  usualy  spend  much  time  recovering  magical 
artifacts to be kept safe at their deity's temples.

Cast detect magic, emanate protection from evil.

Cast Magic User spells instead of standard Cleric spell. Does 
not need a spell-book, prays for its spells.

It  is  advised  that  the  GM  should  allow  Dweomerguards 
access to the Magic-User spells in the BFRPG rulebook only 
to balance Dweomerguards with other Divine Champions.

May Befriend Constructs (Golems and Living statues or any 
other  kind  of  creature  created  by  magic,  use  their  HD) 
instead of Animals as a Druid half their level.

They can cast Dispel Magic once per week from 5th level 
onwards.

Mistweavers
Mistweavers are champions of Llanworgheillisyr god of mists, 
randomness, betrayal and crossroads. Mistweavers are more 
mischievous than outright evil. They do love to play practical 
jokes (however cruel)  on their  enemies and victims rather 
than using violence.

Cast detect illusions, emanate protection from evil.

Cast Illusionist spells  instead of standard Cleric spell. Does 
not need a spell-book, prays for its spells.

A  number  of  rounds  per  day  equal  to  its  level,  the 
Mistweaver can effectively become invisible by blending in 
any crowd (a group of 6 or more humanoid creatures of any 
type within  30'  of  the  Mistweavers  and  within  30'  of  one 
another). These rounds do not need to be consecutive. The 
Mistweaver  does  not  change  his  appearance,  he  -or  she- 
simply can't be detected without magic. This effect is broken 
as  soon  as  the  Mistweaver  interacts  in  any  way  with  his 
surroundings or other characters. This effect will  not affect 
Constructs, Undead and creatures that do not use sight as 
their main sense.

They can cast  Advanced Illusion once per week from 5th 
level onwards.
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Open Game License
INTRODUCTION

Divine  Champions:  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 
trademark 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 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 1.0 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 © 2006-2011 Chris Gonnerman.

Fighter Subclasses:  A Basic Fantasy Supplement Copyright © 2006 William 
Smith.

Quasi Classes:  A Basic Fantasy Supplement Copyright © 2009 R. Kevin Smoot.

Rangers and Paladins: A Basic Fantasy Supplement Copyright © 2011 
Chris Gonnerman

Druids: A Basic Fantasy Supplement Copyright ©  2006-2010 Chris Gonnerman, 
Nazim N. Karaca, galstaff, Theo Zarras, Chris Hearn, and R. Kevin Smoot

Divine Champions: A Basic Fantasy Supplement Copyright © 2011 
Luigi Castellani

END OF LICENSE
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