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INTRODUCTION

This supplement provides information for playing Gauchos, a Fighter “Sub-Class”, under 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.

GAUCHOS

Level
Exp.

Points Hit Dice

1 0 1d8

2 2,200 2d8

3 4,400 3d8

4 8,500 4d8

5 17,000 5d8

6 34,000 6d8

7 68,000 7d8

8 130,000 8d8

9 260,000 9d8

10 390,000 9d8+2

11 520,000 9d8+4

12 650,000 9d8+6

13 780,000 9d8+8

14 910,000 9d8+10

15 1,000,000 9d8+12

16 1,125,000 9d8+14

17 1,250,000 9d8+16

18 1,375,000 9d8+18

19 1,500,000 9d8+20

20 1,625,000 9d8+22

A Gaucho is a person raised on the pampas, they live in 
the outdoors and are raised close to horses and other 
mounts.

Living in the open, they learn to fight as other Fighters 
in order to protect their land and cattle. In game terms 
their Hit Dice, Attack Bonus and Saving Throw Values 

equals to those of normal fighters.

Only Humans and Half-Elves can become Gauchos.

The Prime Requisites for  a Gaucho are Strength, Dexterity 
and Wisdom; a character must have a score of 9 or higher in 
each of this to become a Gaucho. Members of this class have 
a  very  limited  choice  in  weapons:  Bola,  lasso,  dagger, 
sable and whip. Also they can't wear any type of armor or 
shield.

Living in the open a Gaucho acquires a hardened body 
along with a sixth sense.

They are considered as donning a “Tough Skin” AC with 
an AC of 13.

When  confronting  a  Saving  Throw  situation  against 
environment-like damage he gains a +2 bonus.

The  Gaucho  can  make  a  Death  Ray  Saving  Throw  in 
order to convert 50% of the suffered damage into Sub-
Dual as long as this damage is caused by environment-like 
effects or caused by melee attacks.

Every  Gaucho  starts  play  knowing  how  to  ride  typical 
mounts without the need of riding gear. 

While riding on an unarmored mount with Light Load a 
Gaucho receives the following benefits:

1 – They cut in half any riding/travel/distance/time penalty 
that the GM applies.

2  –  They  improves  their  mount's  AC  by  both  their 
Dexterity and Wisdom Bonus.

3 – Do to special training and feeding: each +1 of Wisdom 
bonus of the Gaucho adds 10% to the capacity of the mount.

They  also  has  the  following  abilities  regarding  horse 
training.

Analyze:  The Gaucho can try to analyze any mount-like 
animal  or  cattle  to determine it's  quality,  training,  actual 
health, etc.  Failing means the Gaucho can't  try with the 
same animal again until he gains a new level. This takes 
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one minute of analysis and observation.

The  GM  can  apply  penalties  if  the  Gaucho  try  to 
analyze exotic cattle or if the conditions aren't the best.

Tame: After six consecutive hours of effort the Gaucho 
can  roll  to  see  if  he  has  Tamed  a  wild  mount-like 
animal. If he fails it  will  required another six hours of 
effort and he will gain a +10% bonus on this attempt, 
but if he fails again he won't be able to tame the animal 
for the rest of his life.

The GM can apply penalties as for Analyze.

Calm: The Gaucho can try to calm down his mount or 
any heard animal if it gets spooked buy sudden events.

Grip Control:  When confronted with  a  situation that 
could throw him from his mount the Gaucho can make 
a  roll  to  try  to  not  fall  down,  if  he  succeeds  he  will 
remain on his mount, otherwise he will suffer the fall.

Sixth  Sense: A  Gaucho  develops  a  sixth  sense  that 
advises him of surrounding imminent dangers like traps, 
ambushes,  accidents,  etc.  The  Sixth  Sense  functions 
only on the Gaucho up to 8th level,  on 9th level  and 
forward  it  functions  on  both  the  Gaucho  and  those 
surrounding him (up to 15 feet away). If the roll is made 
the Gaucho knows something bad is about to happen, 
but he doesn't know the explicit details nor the source 
or effect. He just have a “bad feeling”.

The values for these abilities are given in the according 
table.

The Gauchos are recognized for using a diversities of 
specialized knifes known as “Facones”. Each Facón is 
used for different task such as skinning, eating, cutting 
tools, etc.

One  of  its  remarcable  uses  is  combat,  where  the 
Gaucho use a style knows as Escrima Criolla (Creole 
fencing).

Escrima Criolla: In this combat style the Gaucho wields 
a Facón in the right hand, he can also wrap his Poncho 
in his left hand. This gives the following benefits:

1  –  By  making  defensive  moves  to  keep  away  the 
enemies the Gaucho gains a +2 to his AC and to the 
Saving Throw made to resist damage in combat.

2 – If he has a Dexterity Bonus he can add it to his To 
Hit roll.

3  –  He  can  add  his  Dexterity  Bonus  instead  of  his 
Strength on any damage caused with the Facón.

4 – He can use his Poncho as a kind of shield gaining a 
+1 to AC against close combat attacks of small size.

4.1 – At level 3 he gains a +2 to AC against this attacks.

4.2 – At Level 3 he gains a +1 to AC against unarmed 
attacks of medium size creatures.

4.3 – At level 6 he gains a +1 to AC against melee armed 
attack of medium creatures.

The Gauchos lives by hunting cattle by using entangling 
weapons  such  as  Bolas,  Lassos  and  Whips.  When 
attacking with this weapons they provoke a -2 penalty to 
the associated Saving Throw.

A Gaucho's love for freedom and nature spaces cause him 
to suffer penalties when in civilization or largely populated 
areas:

Each day after  a  number of  days  equal  to the Gaucho 
Level he start to suffer a cumulative -1 to any Charisma 
related roll.

The Gauchos are  a superstition lot,  they won't  use  any 
magical item unless approved by a cleric or magic user of 
they  trust,  they  wont  give  any  of  their  belongings  to 
untrusted people (making them to retain only what they 
can carry on their mount or on themselves or to bury them 
in secret places).

One of they primary superstition concerns the use of their 
left hand. They'll try to avoid using it as long as they can 
use their right hand. If once in combat they are in need of 
using it they will suffer a -1 penalty to attack and damage 
rolls in addition to any penalty applied by the GM.

Finally, they are a little mistrusting to foreign people, until 
they prove they are “worthy”.

2



GAUCHOS A BASIC FANTASY SUPPLEMENT

Gaucho's Abilities

Level
Sixth 
Sense Tame Calm

Grip
control Analyze

1 10 15 25 75 25

2 11 17 27 76 27

3 12 20 30 77 30

4 13 22 32 78 32

5 14 25 35 78 35

6 15 27 37 79 37

7 16 30 40 80 40

8 17 32 42 81 42

9 18 35 45 82 45

10 19 37 47 82 47

11 20 40 50 83 50

12 21 42 52 84 52

13 22 45 55 85 55

14 22 47 57 86 57

15 23 50 60 86 60

16 23 52 62 87 62

17 24 55 65 88 65

18 24 57 67 89 67

19 24 60 70 90 70

20 25 62 72 90 72

APPENDIX: Gaucho's Equipment

This are the values for the weapons a Gaucho can use 
and that are not presented on the Basic Fantasy RPG 
book.

Weapons

Weapon Cost Size Weight Dmg

Swords

  Saber 12 gp M 5 1d6+1

Entangling

  Bolas 5 sp M 2 1d3

  Lasso 5 cp L 2 -

  Whip 1 gp M 2 1d2

Missile Weapon Ranges

Weapon
Short
(+1)

Medium
(0)

Long
(-1)

Entangling

  Bolas 30 60 90

  Lasso 10 20 30

Miscellaneous

Weapon Cost Weight

Outfits

  Poncho 1 gp 1

  Rainproof Poncho 3 gp 1,5

Others

  Facón, Set 10 gp 10

Items Descriptions

Bolas:  Are  made  from  three  balls  attached  by  lengths  of 
cords,  ropes  or  leather  attached  together  by  knots  on  the 
other end. It is a hunting weapon designed primarily to snare 
targets. If an entangle attack is made, the target must save vs. 
Paralysis to avoid losing the use of the affected limb, wich is 
announced along with the attack.

The target can be freed (or free themselves if possible) with a 
full round of action, cut the rope (again if possible) with an 
attack action or with a successful Strength Roll (if using the 
Optional Ability Roll), or instead making an attack against an 
AC of 10 but only using his Strength Bonus/Penalty.

Note that a GM can apply penalties to the attack based on the 
intended location (specially if he is using any “Called Shots” 
rules).

Facón  Macho:  This  is  the  biggest  knife  of  the  set, 
measuring from 10'' to 20'' in length, due to its longer size 
its considered a Short Sword.

Facón,  Set:  The Facones are the different  knives that  a 
Gaucho  use  for  different  purposes  such  as:  eating, 
woodworking, fighting, etc. They differ in size and shapes, 
some having single edged while others having dual edges. 
Besides this differences they all are treated as being normal 
knifes.  A Set  includes 4 Facones Knifes and one Facón 
Macho.

Lasso: The Lasso is a length of rope with a loop at the 
end.  As  with  the  Bolas  the  attacker  chooses  a  body 
location where to fit the Lasso's loop. On a successful hit 
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the victim must make a Paralysis Saving Throw at -2 or 
have the loop set tightly on him giving the attacker the 
chance to pull or hold firm the Lasso. 

Poncho:  A  Poncho  is  an  outer  garment  designed  to 
keep the body warm, is essentially a single large sheet of 
fabric with an opening in the center for the head with a 
piece of fabric that covers the head.

Saber: A Saber is a curved, single edged sword with a 
basket hilt. The curved edge allows for deadlier cuts.

Rainproof Poncho: Rainproof ponchos are made from a 

watertight material and are fitted with fasteners to close the 
sides  once  the  poncho  is  draped  over  the  body,  with 
openings  provided  for  the  arms;  many  have  hoods 
attached to ward off wind and rain.

Whip: A  whip is a tool traditionally used to exert control 
over animals or other people, through pain compliance or 
fear of pain. Whips combine both a firm stick as a grip and 
a flexible line. They combine a Bola's wrapping effect with 
a Lasso's Pull/Hold ability. Its small and flexible tip allows a 
character to “grip” small  near distant objects such as an 
opponent's weapon.
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Open Game License
INTRODUCTION

Gauchos: 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.

Gauchos: A Basic Fantasy Supplement Copyright © 2012 Pablo Martín Serena

END OF LICENSE
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