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INTRODUCTION

This supplement provides information for playing Scrappers, 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.
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.

Scrapper
Exp. Saving Throw
Level Points Hit Dice Penalty
1 0 1d8 0
2 2,200 2d8 0
3 4,400 3d8 0
4 8,500 4d8 0
5 17,000 5d8 0
6 34,000 6d8 -1
7 68,000 7d8 -1
8 130,000 8d8 -1
9 260,000 9d8 -1
10 390,000 9d8+2 -1
11 520,000 9d8+4 -2
12 650,000 9d8+6 -2
13 780,000 9d8+8 2
14 910,000 9d8+10 2
15 1,000,000 9d8+12 -2
16 1,125,000 9d8+14 -3
17 1,250,000 9d8+16 -3
18 1,375,000 9d8+18 -3
19 1,500,000 9d8+20 -3
20 1,625,000 9d8+22 -3

Scrappers are master brawlers and wrestlers preferring to
use their own bodies as weapons, in order to be a
Scrapper a character needs both a Strength and
Constitution of no less than 9.

Every race can be a Scrapper but humans, dwarves and
half-orcs or similar (if using such optional races) are more
typically inclined to this class.

Due to their physical training they use the same Hit Dice as
Fighters, they are allowed to use up to leather armor, they
lack any weapon or shield training but have increase
effectivity of some accessories.

When faced against blunt unarmed attacks a Scrapper can
use his body mass as an extra armor effectively adding his
Constitution bonus to his AC and due to their sparring
training they add an extra +2 to AC when confronted
against unarmed humanoids.

A Scrapper learns how to use his body mass offensively so
they can add his Constitution bonus to any brawl or
wrestle attack and damage.

The amount of time that an opponent is Knocked Out
when reached OHP by a Scrapper's subdual damage is
doubled.

They can make a brawl attack with a -2 penalty to hit a
humanoid opponents head (while other character can do it
with a -4 penalty) if the attack succeed ad the damage
suffered by the opponent is equal or greater thar 1/2 of his
current HP it will have to succeed on a Paralysis Saving
Throw modified by its Constitution modifier and penalized
by the Scrappers Strength or Constitution bonus,
whichever is higher and the Saving Throw Penalty based
on his level or being Stunned for one round.

If the damage caused is equal or greater than 1/4 of
maximum hit points or if its stunned consecutive time it
must save against Death Ray with same bonus and
penalties as above or go unconscious as per normal
Subdual Damage rules.

While Wrestling the Scrapper modifies any Saving Throw
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or Attack Roll the victim needs or is able to make with
the same penalties as for Stun/K.O. Furthermore he
receives the following benefits:

Moving the Opponent: The attacker can move up to
one-half speed freely, he can double this distance
(moving his full speed) with a successful attack roll.

Actions Allowed to the Defender: The target of a
successful Scrapper hold gets his AC reduced by an
extra value equal to the Stun/K.O. penalty.

Multiple Opponents: A Scrapper can use his held
opponent to shield himself from outside attacks, this
grants a +1 to AC and if the Scrapper saves against
Paralysis he can interpose his held target and use it as
the attacks new victim.

Wrestling With Monsters: A Scrapper can wrestle
humanoid opponents without penalties, when wrestling
beast, animals monsters they suffer a -2 attack and
damage penalty and the Stun/K.O. penalty is reduce by
2 points.

Scrapper Accessories

Name Cost* Damage Scrapper Special
Cestus™* Igp 1d3 1d6 damage
Gauntlet**  15sp 1d6s 1d8s
Himantes Isp 1d4s woE

Oxys** Ssp 1d4s 1d4 damage, +1AC

Sphairai** 3sp 1d4s 1d6s damage

* Cost are for individual pieces.

** Allows the character to punch metal-armored

opponents without suffering damage.

SCRAPPER

Description

Cestus: The cestus is a glove of leather or thick cloth that
covers the wielder from mid-finger to mid-forearm. The
close combat weapon is reinforced with metal plates over
the fingers and often lined with wicked spikes along the
backs of the hands and wrists. When used by a Scrapper it
does 1d6 lethal damage.

Gauntlet: A standard gauntlet made of steel or iron. When
a Scrapper use one of these he can deal 1d8 subdual
damage.

Himantes: Thongs of ox hide approximately 10 to 12 feet
long that were wrapped around the hands and knuckles
numerous times. When used by a Scrapper it allows him
to punch opponents clad in metal armor.

Oxys: They consisted of several thick leather bands
encircling the hand, wrist, and forearm. A band of fleece
was placed on the forearm to wipe away sweat. Leather
braces extended up the forearm to give greater support
when punching and the knuckles were reinforced with
leather as well. When used by a Scrapper it deals lethal
damage and provides a +1 to AC against unarmed melee
attacks.

Sphairai: The sphairai were very similar to himantes. The
only notable difference was that they contained a padded
interior when wrapped around the hands and the exterior
of the thong was notably more rigid and hard. When used
by a Scrapper it does 1d6 subdual damage.
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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 hot 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 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 confributed 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 ferms 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 nofice to any
Open Game Content that you Use. No ferms may be added fo 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 fitle, 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.
Scrapper: A Basic Fantasy Supplement Copyright © 2012 Pablo Martin Serena
END OF LICENSE



