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ODYSSEYS &
OVERLOR DS

In the ancient times, the Gods watched over humankind.
This was a golden age of learning and peace. Humans
revered the Gods, living in harmony with the divine and
the companion beasts. Magic flowed freely allowing the
learned and the faithful to alter their forms, prevent aging,
and preserve health. The wild folk were born of this time
as humans and companion beasts united in love. While
most of the Gods rejoiced at this development, Ragnar, the
God of Conquest was jealous and appalled by the humans
choosing the animal companions as mates instead of the
Gods. This caused a divine war during which the Gods who
agreed with Ragnar tried to kill the other Gods. The first
casualty of this war was Ember, the Goddess of knowledge.
When Ember died, her scholar-priests, the Keepers of the
Arcane were caught in a magical backlash creating the
spellscorched. This war of Gods, called the Schism, raged
for 1000 years, during which time the followers of Ragnar
courted the worship and love of as many humans as they
could. From these unions, the Abyss-kissed were born.
After a long and bloody conflict, Ragnar and his followers
were defeated. The Gods who fought them dragged
Ragnar’s followers into the Abyss where they are believed
to still be fighting to this day. Only Ragnar and Chandra,
the Goddess of the moon and nature remained among
mortals. Declaring a cease fire, Ragnar retreated with a
small retinue of cultists to the Tower of Wretched Wroth.
Chandra and her highest clerics went to the Crystal Library
on the surface of the northern Moon. Mortals were left
to determine their own fates. The magic that had bound
the souls of humans and the companion beasts shattered,
though wild folk were already numerous enough to
persevere. The spellscorched taught the ways of arcane
magic sparingly, protecting the art nearly to extinction.
Clerics of Chandra and Ragnar spoke of worship, but most
mortal kingdoms rejected all gods and magic, relying on
steel and blood to determine righteousness and rulership.

Now, the mortal lands are divided. A dozen kingdoms lie
scattered across the world, separated by dangerous wilds
filled with bandits and monsters. The bravest mortals act
as adventurers, guiding travelers between the kingdom:s,
killing monsters to thin their numbers, and plundering
ruins in search of the lost treasures of the golden age. This
is the world of Odysseys & Overlords!

WHAT ISTHIS?

Odysseys & Overlords is designed for use with The
Basic Fantasy Role-Playing Game, a rules-light game
system based on the d20 SRD v3.5, but heavily rewritten
with inspiration from early role-playing game systemes. It
is intended for those who are fans of “old-school” game
mechanics. Basic Fantasy RPG is simple enough for children
in perhaps second or third grade to play, yet still has
enough depth for adults as well.

The Basic Fantasy Role-Playing Game is available
FREE at https://www.basicfantasy.org/ and
https://www.drivethrurpg.com/product/140455/
Basic-Fantasy-RPG-3rd-Edition

A copy of The Basic Fantasy Role-Playing Game 3rd
Edition is highly recommended for use with this product,
but any OSR basic ruleset should get you by in a pinch.

CRITTER COLLECTIDN I

This book presents new monsters for use in your
Odysseys & Overlords game. Although you will need to
read through and occasionally reference the materials
in the Odysseys & Overlords Game Master’s Guide, to
understand the material presented within, this book
contains complete stat blocks for eight creatures for use
with Odysseys & Overlords!
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NEW MONSTERS

The monsters presented below follow the rules laid out
in the Odysseys & Overlords Game Master’s Guide.

AGONIES
Armor Class: 13
Hit Dice: 4Hxx
No. of Attacks: 2 fist
Damage: 1d6 + paralysis/1d6 + paralysis
Movement: 30’
No. Appearing: 1, Wild 2d4, Lair 2d6
Save As: Fighter: 6
Morale: 12
Treasure Type: C
XP: 360

Agonies are bizarre undead who rise in
response to horrific torture or immense
suffering, often at the hands of other
agonies. They are cruel monsters,
existing only to inflict pain on other
creatures for the sole purpose of their own
sadistic enjoyment. It is believed by some
spellscorched scholars that the first agonies
were once worshipers of Menetur, the Goddess
of Perseverance. Rather than flee their temples
and settlements in the Untamed Gauntlet, they
held fast and prayed for their Goddess to see
them through. When the final battles of the
Schism tore through the lands around them,
these unfortunates rose from death. Their virtues
and tenacity perverted into something dark and
sadomasochistic in unlife.

The suffering of agonies is so great that it wafts off of
their bodies in waves of psychic sympathy. Any creature
within 30 feet of an agony must save vs. Spells or suffer a
-2 penalty to all attack rolls, saving throws, and ability rolls
due to this shared suffering. If a creature succeeds on
this saving throw, they are immune to this effect from all
agonies for 24 hours.

Agonies attack with bare hands, preferring to feel
the flesh of their victims as they strike. A creature
hit by an agony’s fist attack must save vs. Paralysis
or be paralyzed for 1d4 rounds. Any time an agony
successfully paralyzes a target or inflicts 6 or more hit
points of damage with a single blow, the agony regains
1 hit point of damage, up to its starting hit points.

Like all undead, agonies may be Turned by Clerics,
though they receive a +1 bonus to their HD value
when resisting being turned due to their enjoyment of
the suffering brought by divine judgment. Agonies are
immune to sleep, charm and hold magics. As they are
mindless, no form of mind reading is of any use against
them. Agonies never fail morale checks, and thus always
fight until destroyed.



GAUNTLET BOAR*

Armor Class: 21+%

Hit Dice: 15*

No. of Attacks: 1 trample/1 vorpal gore
Damage: 1d8/2d12 + special
Movement: 80’

No. Appearing: 1

Save As: Fighter: 10

Morale: 10

Treasure Type: None

XP: 2975

Gauntlet boars are massive mutated swine that roam

the Untamed Gauntlet killing everything they come across.

They are aggressive and their gnarled and twisted hides

make them impervious to nonmagical weapons.
Gauntlet boars run their prey down, trampling them

repeatedly and goring them with their unnaturally large

and sharp tusks. If the gauntlet boar rolls a natural 20
when attacking with its vorpal gore attack, the attack
severs the opponent’s head (if it has one) from its body
Some creatures, such as oozes, have no heads; others
such as golems and some undead creatures are not
affected by the loss of their head, however most creatures
immediately die with the removal of their head. No saving
throw is allowed.

Due to the extreme danger in dealing with gauntlet
boars, most adventurers simply avoid them. However,
tanners and leatherworkers in Chandra’s Haven and
Madrea pay princely sums for the hides of these beasts.

GAUNTLET REAPER

Armor Class: 19

Hit Dice: 9

No. of Attacks: 1 claw/1 weapon
Damage: 1d12 or by weapon +3
Movement: 30’ Fly 60’

No. Appearing: 1, Wild 1d8

Save As: Fighter: 9

Morale: 12

Treasure Type: A

XP: 1075

No one is sure who or what created the mysterious
gauntlet reapers that haunt the wilds of the Untamed
Gauntlet. They appear to be skeletal in nature, but do
not respond to attempts to be turned by Clerics.
This has led some spellscorched scholars
to suggest that they may be some form of
magical construct. What is known is that
they are remorseless killers who hunt
the Gauntlet by night, attacking pilgrim,
adventurer, and monster alike. If they have
an allegiance to any faction or nation
that is active within the Untamed
Gauntlet, they do not show it by
their actions.
Gauntlet reapers appear to be a
humanoid skeleton with an elongated
bovine skull. They typically appear in
tattered robes and each carries a large
scythe which they use as their primary
weapon (treat as a +3 polearm),
clawing their victims with skeletal
hands if the scythe is unavailable.
Brave adventurers sometimes
hunt the reapers to attempt to steal their
weapons, as they are magical in nature.



GUARDIAN OF THE GAUNTLET

Armor Class: 19

Hit Dice: 15%*

No. of Attacks: 2 fist

Damage: 8d6/8d6
Movement: 50’

No. Appearing: 1, Wild 1d3, Lair 1d3
Save As: Magic-User: 15
Morale: 12

Treasure Type: A B, C

XP: 3,100

Guardians of the Gauntlet are massive magical
constructs left behind by the mystic machinists of some
cities and villages that existed prior to the Schism.
Guardians are about 21 feet tall and weigh about 12,000
pounds. They are carved from crystal or highly
polished metal and appear as gigantic
hairless humanoids.

Guardians of the Gauntlet are often
found in the ruins of cities or strongholds
that housed powerful Magic-Users in
the pre-Schism era. These constructs
typically wander the ruins they once
guarded, fighting off any creature that
attempts to plunder their charge.

Guardians of the Gauntlet can cast
spells as a 15th level Magic-User and
prefer to deal with threats via
destructive spells. If an enemy
gets close enough for the
Guardian to engage in melee,
the construct pummels its
target with massive fists.

Guardians of the Gauntlet are
programmed and do not have
independent thought. They cannot
be controlled or dominated in any
way. In theory, a scholar with enough
time, research materials, and resources
could reprogram one of these constructs,
but this would require finding a way to make it
docile. Such a proposition is far easier said than
done.



HEARTSICK SPECTRE*
Armor Class: 17+
Hit Dice: g**
No. of Attacks: 1 touch/1 gaze
Damage: 1d8+ special
Movement: 30’
No. Appearing: 1
Save As: Fighter: 9
Morale: 10
Treasure Type: 0
XP: 1225

Heartsick spectres are the spectral remnants of

intelligent beings who died tragically in the pursuit of love.

Like ghosts, the heartsick can be found in every corner
of the world, though the Untamed Gauntlet boasts a
relatively high quantity of all forms of undead. A heartsick
spectre looks like a pained and twisted version of how it
appeared in life. The sorrow and anguish of the tortured
soul is apparent in its twisted visage. Limbs and body are
either withered as if from malnutrition, or swollen to a
corpulent mass. Because they are incorporeal, heartsick
spectres may be hit only by magical weapons.
Seeing a heartsick spectre is
so terrible that the victim must
save vs. Spells or flee for 2d6
rounds. A character or creature
who successfully saves vs. a given
heartsick spectre’s fear attack may
not be so affected by that heartsick
spectre again, but of course may
still be affected by another.
A heartsick spectre that hits a
living target with its touch attack
does 1d8 points of damage, and
at the same time regenerates
the same number of hit points.
In addition, the victim loses 1
Charisma point. Abyss-kissed
(and long-lived creatures such
as dragons) are allowed a saving
throw vs. Death Ray to resist this
effect, which must be rolled on
each hit. Characters who lose
Charisma to this ability grow
wretched in appearance and
become overwhelmed with self-
loathing. If a ghost is fighting a
living creature which does not have
a Charisma score, the GM should
assign whatever score they see fit.
Lost Charisma can be regained at
a rate of one point per casting of
restoration; nothing else (except a
wish) can restore Charisma lost to a
ghost. If a character’s Charisma falls
to 0, they become so loathsome
and repulsive to themselves that

they retreat into a comatose state and are no longer aware
of themselves or their environment.

In this comatose state, the creature loses 2d10 hit
points per day until it perishes. In this case the creature
dies permanently and cannot be raised (but still may be
reincarnated).

Instead of attacking, a heartsick spectre may attempt
to inflict hatred with its hateful gaze. To use this ability,
the target and the heartsick spectre must be able to
see one another. The target can resist the attack with a
successful save vs. Spells. A creature that successfully saves
is immune to the hateful gaze of all heartsick spectres for
24 hours. If the save fails, the target believes that their
closest friend or lover is a hated enemy. The target seeks at
once to kill the “enemy,”using the most efficacious means
at their disposal. The effect lasts 2d6 hours, or until the
hateful spectre is destroyed. The effect can be ended early
with a dispel magic spell or a remove curse spell.



HOPE SPRING*

Armor Class: 12+

Hit Dice: 9*

No. of Attacks: 1
Damage: 1d4
Movement: 30’

No. Appearing: 1

Save As: Cleric: 9
Morale: 5
Treasure Type: D

XP: 1150

Hope springs are nature spirits that have cropped up in
the Untamed Gauntlet since the end of the schism. These
fey creatures are born in the flowers of the same name,
which grow seemingly at random throughout the ruins
and plains of the Untamed Gauntlet. Unlike dryads, hope
springs are not directly tied to the flower of their birth,
rather they simply must be able to rest within a living
flower each night.

A hope spring’s delicate features are much like
a petite and slender human'’s, though their form
is slightly translucent. Hope springs are very rare
and are generally solitary.

Shy and kind, hope springs avoid physical
combat and are rarely seen unless they wish to
be. If threatened, or in need of an ally, a hope
spring relies on their considerable magic to repel
attacks and escape threats. Hope springs exhibit
Cleric abilities and spellcasting as a 10th level
Cleric. If a hope spring’s home flower is attacked,
it will flee and seek out a new flower to call home.

HUSQUE'’S FALLEN

Armor Class: 12

Hit Dice: 5

No. of Attacks: 1 fist/1 weapon + special
Damage: 1d8 or weapon + 3
Movement: 20’

No. Appearing: 1d6, Wild 5d6, Lair 10d6
Save As: Fighter: 5

Morale: 12

Treasure Type: B,V

XP: 395

Husque’s fallen are a scourge of zombie-like
undead who plague the wilds of the Untamed
Gantlet. Raised by the God of Death himself in
the final days of the Schism, Husque’s fallen are
feared by adventurers due to their brutality and
tenacity.

Husque’s fallen carry all manner of melee
weapons and are capable of inflicting grievous
injury with their bare hands. Any creature who
has 10 or fewer hit points when struck by one of
Husque’s fallen must save vs. Death Ray or suffer
double damage from the attack.

Like all zombies, Husque’s fallen are the undead
corpses of humanoid creatures. They are deathly
slow, but they move silently, are very strong and
must be literally hacked to pieces to “kill” them.

They take only half damage from blunt weapons, and
only a single point from arrows, bolts or sling stones (plus
any magical bonus). Like all undead, they may be Turned
by Clerics, though they receive a +2 bonus to their HD
value when resisting being turned due to the potency of
Husque’s magics when he raised them. Husque’s fallen
are immune to sleep, charm and hold magics. As they are
mindless, no form of mind reading is of any use against
them. Husque’s fallen never fail morale checks, and thus
always fight until destroyed.



SPELLWEAVER SPIDER
Armor Class: 15
Hit Dice: 4%
No. of Attacks: 1 bite
Damage: 1d8 + poison
Movement: 30’, Web 60’
No. Appearing: 1, Wild 1d6, Lair 1d6
Save As: Magic-User: 4
Morale: 9
Treasure Type: E
XP: 320

Spellweaver spiders are large spiders about the size of
a pony or mule. These arachnids have been mutated by
the magical energies discharged during the final battles of
the Schism, granting them limited spellcasting ability. The
spellweaver’s bite is poisonous; those bitten must save
vs. Poison or be frightened. A frightened target flees for
2 turns. Spellweaver spiders often use this tactic to drive
creatures back to a safe range where they can then use
their magics to bring their prey down. Creatures with 10
or more hit dice are immune to this effect. Creatures who
fail to save vs. Poison also suffer 1d4 Constitution loss.
See Any character reduced to zero Constitution is dead.
See Constitution Point Losses in the Encounter section of
the Odysseys & Overlords Player’s Guide for details on
regaining lost Constitution.

Spellweaver spiders spin strong, sticky, thick webs,
usually across passageways or cave entrances, or
sometimes between trees in the wilderness. Noticing these
webs when moving at a normal pace or faster requires
a roll of 1-2 on 1d6 (sensory bonuses by genus apply to
this check.) Those who stumble into these webs become
stuck, and must roll to escape just as if opening a door. Any
character stuck in such a web cannot effectively cast spells
or use a weapon.

Spellweaver spiders are also able to manipulate magical
energy to a small degree, offering limited spellcasting
ability. A spellweaver spider can cast spells as a Magic-
User of 1d4+1 level. The spider does not need to use
components to cast spells.



(OPEN GAME LICENSE

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.
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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.

Orcus from the Tome of Horrors, Copyright 2002,
Necromancer Games, Inc.; Author Scott Greene and Clark
Peterson, based on original material by Gary Gygax.

Scarecrow from the Tome of Horrors, Copyright 2002,
Necromancer Games, Inc.; Author Scott Greene, based on
original material by Roger Musson.

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.

The Basic Fantasy Field Guide Copyright © 2010 Chris
Gonnerman and Contributors.

Sword & Board A Basic Fantasy Companion Copyright ©
2011 Dan Buterbaugh

Basic Fantasy Role-Playing Game Copyright © 2006-2016
Chris Gonnerman.

Equipment Packs: A Basic Fantasy Supplement Copyright
© 2009 Shayne Power.

Armor and Shields: A Basic Fantasy Supplement
Copyright © 2010 Jeff Johnson.

Magic-User Options: A Basic Fantasy Supplement
Copyright © 2011 Tom Hoyt.

Necromancers: A Basic Fantasy Supplement Copyright ©
2008-2010 R. Kevin Smoot.

The Basic Fantasy Field Guide Copyright © 2010-2016
Chris Gonnerman, R. Kevin Smoot, James Lemon, and
Contributors.

Adventuring Copyright © 2015 Sean D. Spencer and
contributors

Sword & Board: A Basic Fantasy Companion Copyright ©
2011 Dan Buterbaugh.

Equipment Emporium: A Basic Fantasy Supplement
Copyright © 2010-2018 Joe Ludlum, R. Kevin Smoot, and
Alan Vetter

Creature Collection Copyright 2000. Clark Peterson.
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Relics & Rituals Copyright 2001, Clark Peterson.

Creature Collection 2: Dark Menagerie Copyright 2001.
White Wolf Publishing, Inc.

Mithril: City of the Golem Copyright 2001, White Wolf
Publishing, Inc.

Hollowfaust: City of Necromancers Copyright 2001,
White Wolf Publishing, Inc.

The Wise &the Wicked Copyright 2001, White Wolf
Publishing, Inc.

The Divine and the Defeated Copyright 2001, White Wolf
Publishing. Inc.

Burok Tom: City Under Siege Copyright 2002, White Wolf
Publishing, Inc.

Vigil Watch: Warrens of the Ratmen Copyright
Z0i72,White Wolf Publishing, Inc.

Secrets and Societies Copyright 2002, White Wolf
Publishing, Inc.

Wilderness & Wasteland Copyright 2002, White Wolf
Publishing, Inc.

Scarred Lands Campaign Setting: Ghelspad Copyright
2002, White Wolf

Relics &Rituals 2: Lost Lore Copyright 2002, White Wolf
Publishing, Inc.

Serpent in the Fold: Serpent Amphora Cycle, Book |
Copyright 2002, White

Calastia: Throne of the Black Dragon Copyright 2002,
White Wolf Publishing, Inc.

Scarred Lands Gazetteer: Termana Copyright 2002, White
Wolf Publishing, Inc.

The Serpent and the Scepter: Serpent Amphora Cycle,
Book Il Copyright 2002, White Wolf Publishing, Inc.

Hornsaw: Forest of Blood Copyright 2002, White Wolf
Publishing, Inc.

Blood Bayou Copyright 2003, White Wolf Publishing, Inc.

Player’s Guide to Wizards. Bards & Sorcerers Copyright
2003, White Wolf Publishing, Inc.

Player’s Guide to Fighters & Barbarians Copyright 2003,
White Wolf Publishing, Inc.

Creature Collection Revised Copyright 2003, White Wolf
Publishing, Inc.

Player’s Guide to Clerics and Druids Copyright 2003,
White Wolf Publishing, Inc.

Player’s Guide to Rangers and Rogues Copyright 2003,
White Wolf Publishing, Inc.

Scarred Lands Campaign Setting: Termana Copyright
2003, White Wolf Publishing, Inc.

Vigil Watch: Secrets of the Asaatthi Copyright 2003,
White Wolf Publishing, Inc.

The Faithful and the Forsaken Copyright 2003, White
Wolf Publishing, Inc.

Creature Collection llI: Savage Bestiary Copyright 2003,
White Wolf Publishing, Inc.

System Reference Document 5.1 Copyright 2016,



Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy
Crawford, Chris Perkins, Rodney Thompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris
Sims, and Steve Townshend, based on original material by
E. Gary Gygax and Dave Arneson.

Odysseys & Overlords Game Master’s Guide Copyright
© 2019 Aegis Studios

Critter Collection | Copyright © 2019 Aegis Studios

END OF LICENSE

BASIC FANTASY ROLE-PLAYING GAME

PRODUCT IDENTITY LICENSE

Subject to the terms of the Open Game License,
above, you may create derivative works based upon the
Basic Fantasy RPG core rules (this document). However,
the Open Game License protects the Product Identity
(explained and detailed above) such that you must have
permission from the copyright holder before you may use
any of the listed Product Identity.

You may use certain items of the listed Product Identity
under the following conditions:

1. You must comply fully with the Open Game License,
version 1.0a, as described above; and

2. The work may not be obscene in nature; in general,
any work containing subject matter that would qualify for
an NC-17 movie rating in the United States, or an R rating
due to explicit sexual content, is considered obscene for
purposes of this license.

If you comply with the above conditions, you may do
either or both of the following:
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1. Include the text “Designed for use with the Basic
Fantasy Role-Playing Game” or “Designed for use with the
Basic Fantasy RPG”;

2. Use one or more of the official logos provided on the
Basic Fantasy Role-Playing Game website:

http://basicfantasy.org/logo.html

A logo may be resized as needed but must not be
distorted and may not be altered other than to resize it,
except as specifically provided on that page.

If you wish to use other Product Identity from this work,
you must request and receive explicit permission from the
copyright holder.

In any of the above cases where the Basic Fantasy Role-
Playing Game Product Identity is used in your work, you
must also include the Basic Fantasy Role-Playing Game
website address “basicfantasy.org” or “www.basicfantasy.
org” in that work. You may place the website address
adjacent to the logo and/or name, or you may include it
on your title page, or place it in some other location where
any reasonably observant person would expect to find it.

You may not under any circumstances describe your
work as actually being the “Basic Fantasy Role-Playing
Game” or some derivative thereof, nor may you identify
it as being in any way an “official” publication of the Basic
Fantasy Project without the express permission of the
author of this work.
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