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INTRODUCTION

This supplement provides information for the Carven, a new player race for the Basic Fantasy Role-Playing Game rule system.
Several pre-generated Carven characters are presented for you to use as PC's or NPC's in your game. If you do not already
have a copy of the Basic Fantasy RPG rules, please visit the website and download a copy.

Legends tell of the ancient wizard-king Urezan,
whose knowledge and kindness surpassed all rulers who went

History:

before, and all who have come since. Some claim that he
carved many wooden figures, and gave them intelligent life.
They assisted him in his magical research, tended the sick,
and some took up arms to protect his kingdom. However,
fearing the ambitions of others, he ordered them to leave his
kingdom upon his death. They faded from civilization,
becoming the subject of fairy stories

Recently, some of the Carven have made their way back to
more populated lands. Some hope to learn more of magic,
some to serve again as protectors and healers. In their calm
hearts, they hope one day their race may join with the wider
world.

Description: Carven resemble men and women carved
entirely of wood. Their faces and bodies are generally
smooth and plain, and they wear clothing and shoes for
protection. Carven stand around five to six feet tall and
typically weigh around 120 pounds. Their complexions vary
with their wood: from light golden pine to deep mahogany.
Carven move quietly and gracefully, like finely crafted
machine. They do not need to eat, drink, or sleep. They are
typically inquisitive, calm, and logical. Some find them
emotionless, though this is misleading. They show great
loyalty to their companions and great concern for the
innocent of any race. Unless they are killed, they have an
indefinite lifespan.

Restrictions: Carven may become clerics, fighters or magic-
users. They are required to have a minimum Intelligence of
9. Due to their unusual appearance, they may not have a
Charisma higher than 17. They gain only half the hit points
(round up) from healing potions crafted for the other races.
This restriction does not apply to healing spells or potions
crafted specifically for plants and trees. If they are hit with a
fire based attack, they must save versus Dragon Breath or
catch on fire. This inflicts an additional 1d4 of damage each
subsequent round until extinguished. It is a full round action
to extinguish the fire.

Special Abilities: All Carven receive a +1 to their armor
class due to their resilient nature. Carven roll hit dice one size
larger than normal. For example, a Carven magic-user will
roll a d6 rather than a d4 for hit points. In a forest, they can
blend in with the trees. As long as they remain still, there is
only a 10% chance that they will be detected. If they wish to
scout ahead in a forested environment, there is only a 30%
chance of detection provided they are wearing leather armor
or less.

Saving Throws: Carven save at +3 vs. Death Ray or Poison,
and +2 vs. Spells.




Pregenerated Characters

Here are some third level pregenerated characters to play or to use as NPC’s.

CARVEN CLERIC 3 HP (19) AC (16)

STR DEX CON INT WIS CHA

14 8 10 12 16 13
COMBAT
Mace: +3 (1d6+1)
Unarmed: +3 (1d2+1)
Sling: +1 (1d4)
SAVING THROWS

Death Ray/Poison 7
Magic Wands 11
Paralysis/Petrify 13
Dragon Breath 15
Spells 12

SPECIAL ABILITIES
90% Hide, 70% Scout (in forested environment)
Do not need to eat, drink, or sleep
Gain only % HP from healing potions
SVwsDB or catch fire from fire-based attacks (1d4
until extinguished (full round action))

CARVEN FIGHTER 3 HP (28) AC (17)
STR DEX CON INT WIS CHA
16 13 14 12 10 8

COMBAT
2 handed sword: +4 (1d10+2)
Unarmed: +4 (1d2+2)
Bow: +3 (1d6)
SAVING THROWS

Death Ray/Poison 8
Magic Wands 12
Paralysis/Petrify 14
Dragon Breath 15
Spells 14

TURN UNDEAD
Skeleton 9
Zombie 13
Ghoul 17
Wight 19
Wraith No
Mummy No
Spectre No

SPECIAL ABILITIES
90% Hide, 70% Scout (in forested environment)
Do not need to eat, drink, or sleep
Gain only % HP from healing potions
SVvsDB or catch fire from fire-based attacks (1d4
until extinguished (full round action))

FIRST LEVEL SPELLS (2/day)
Cure Light Wounds
Detect Evil
Detect Magic
Light
Protection from Euil
Purify Food and Water
Remove Fear
Resist cold

GEAR
Chainmail and Shield, Holy Symbol, Holy Water,
Healing Potion (1d6+1)

GEAR
Chainmail, 2 Handed sword, Bow, Healing Potion
(1d6+1)



CARVEN MAGIC USER 3 HP (16) AC (13)

STR DEX CON INT WIS CHA

12 13 14 16 8 10
COMBAT
Dagger: +1 (1d4)
Dagger, thrown:  +2 (1d4)
Unarmed: +1 (1d2)
SAVING THROWS

Death Ray/Poison 10
Magic Wands 14
Paralysis/Petrify 13
Dragon Breath 15
Spells 14

FIRST LEVEL SPELLS (2/day)
Magic missile
Charm Person

SECOND LEVEL SPELLS (1/day)
Web

Mirror Image

SPECIAL ABILITIES
90% Hide, 70% Scout (in forested environment)
Do not need to eat, drink, or sleep
Gain only % HP from healing potions
SVvusDB or catch fire from fire-based attacks (1d4
until extinguished (full round action))
Languages: Goblin,Dryad

GEAR
Spellbook, 2 daggers, Healing Potion (1d6+1)



OPEN GAME LICENSE

INTRODUCTION

The Carven: 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 intfo other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast,
fransformed 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 Confributor, and means any work covered by this License,
including franslations 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
tfrademark 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 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 Contfent 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 Contfent, You represent that Your Confributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Noftice 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 ftitle, 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.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors Davis
Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord Games.

Basic Fantasy Role-Playing Game Copyright © 2006-2008 Chris Gonnerman.

The Carven: A Basic Fantasy Role-Playing Game Supplement Copyright © 2015 John
Fredericks



