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Odysseys & 
Overlords

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 kingdoms, 
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!

Estria
Estria is a nearly-land locked kingdom in the Northwest. 

Ruled by humans, Estria’s harsh laws towards non-
humans and the subsequent Knights of Estria are known 
far and wide. This book contains all the information you 
need to bring Estria to life in your Odysseys & Overlords 
campaign. Within these pages you will find information on 
Estria’s monarchy, populace, regions, its relationship with 
bordering nations, and the Knights of Estria.

The People of Estria
The majority of Estria’s population is human due to their 

“humanis principle”. The “humanis principle” declares that 
humankind be put first. In action, this means humans are 
put above non-human genera within the judicial system, 
the economy, and within warfare. 

Humans make up 80% of Estria’s population, but the 
other 20% is broken down into several genera. Wild Folk 
make up 10% of the population while the Spellscorched 
make up 6% and the Abyss-Kissed 4%. Any non-human 
genera are considered second-class citizens, even unable 
to own property unless they are a member of the Knights 
of Estria, the kingdom’s military force. Due to this, most 
non-human adults enlist in the Knights of Estria. 

Knights of Estria
The only way a non-human may gain citizenship is 

through joining the Knights of Estria. Unlike a traditional 
military, the Knights of Estria are similar to bands of 
mercenaries. While there is no uniform, they wear badges 
of the Cunningham coat of arms to show their occupation. 
As long as the kingdom is kept safe and its borders are 
secure, King Patrick lets the Knights organize themselves. 

Stationed near borders and various points throughout 
the kingdom, the Knights of Estria are rotated every three 
months throughout the various stations to keep them 
on their toes. A large portion of the Knights are found at 
the border to the Untamed Gauntlet due to the constant 
threats found nearby. After three rotations, a Knight of 
Estria receives a month of time off to visit their homes. 

There is no single leader in the Knights of Estria, instead 
they have the Council of Six. The Council of Six consists of 
the six Knights of Estria who’ve been inducted the longest. 
Facing combat, like every other Knight of Estria, a change 
in the council is not uncommon as a council member 
perishes and is replaced by the next veteran Knight. 

The Regions of Estria
Keri (Keer-ie)

To the northeast, Keri is considered the capitol region 
as it contains the capitol city, Nitalia (Nuh-Tall-leah). The 
northern half of the Nestra (Nest-Ruh) river system is 
within Keri, from the border of Padais (Puh-Die-iss) to its 
mouth into the Septentrian Ocean. 
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House Cunningham
Estria is a subnational monarchy, each region is ruled 

by a house, but all regional leaders are subservient to 
House Cunningham in Keri. Led by King Patrick, House 
Cunningham has ruled Estria for 150 years by mercilessly 
crushing any opposition. 

King Patrick is protected by his own King’s Guard, 
consisting of only humans. His distrust of non-humans runs 
too deep for him to consider direct protection from the 
Knights of Estria.

Climate & Biota
A largely coastal region, salty air floats in from the ocean 

and fades as it reaches inland. Sandy beaches cover the 
coastline, broken up by rocky whirlpools. 

Being the capitol region, most monsters were driven 
from Keri by the Knights of Estria long ago. Every so often 
there is an infestation of Giant Water Termites in various 
sections of the Nestra River but the Knights of Estria 
quickly exterminate them. 

The largest predator within Keri are Estri bears (Grizzly 
Bears), known for their shaggy copper coats. While the 
species could have easily been driven out, they are kept 
so royalty may hunt them for sport. An Estri bear is a rare 
sighting outside of the King’s Woods, King Patrick’s private 
forest. 

Near the coast, the most common creatures are 
the large variety of shorebirds. Dolphins, turtles, and 
sharks may be found within the coastal waters of Keri. 
Throughout the entire region, wild boars, foxes, deer, and 
hare are abundant. 

Economy
A large source of income for Keri is taxation on all goods 

shipped via Keri’s oceanic port. After the port taxation, 
commercial fishing is the second largest profit in the 
region. 

Dasa
The southernmost region, Dasa (Doss-Uh) shares 

national borders with Madrea to the west and south and 
the Untamed Gauntlet to the East. Contained within Dasa’s 
borders is the Sussis (Suss-iss) Forest

House Arborus
Ruled by Lord Sarna, House Arborus is known for its love 

of beauty and grace. Lord Sarna is known for throwing 
lavish parties in the lush gardens of her estate. These 
parties are often in honor of her two twin children, Payteth 
the Striking and Shuree the Beautiful.

Climate & Biota
Hot summers are met with cold, snowy winters in Dasa. 

The beauty is recognized in both, so local festivals are 
frequent all-year round.

The fauna of the region consist of large herbivores, such 
as deer and wild boars, and smaller herbivores, such as 
marmots. The largest native predators in the region are red 
wolves, bob cats and foxes. 

Within Sussis Forest, various fey monsters, such as 
Dryads and Pixies, may be found. Knowing the fey species 
are necessary for the health of the forest, House Arborus 
ruled they be left unharmed both for the health of the 
forest and for their beauty. Locals tell a story of a lone 
sleeping Treant within the Sussis Forest. The guardian of 
the woods, the Treant will rise if tragedy strikes the forest 
and its fury will know no bounds.
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Towards the border shared with the Untamed Gauntlet, 
monsters are known to cross over and attack small villages. 
Knights of Estria are known for their quick response but 
not always before casualties occur. The most common 
creature to cross the border are Ogres. The Knights of 
Estria refer to them as their bread-and-butter. 

Economy
Lumber products fuel the economy within Dasa. The 

Sussis forest is left untouched, though, as lumber farms 
are prevalent throughout the region. There is a small 
agriculture economy within Dasa, but most of produce and 
products are sold within Dasa.

Vonas
The western most region in Estria, Vonas shares national 

borders with Madrea to the west and the Shard to the 
North. Contained within Vonas borders are the Niate and 
Sette mountain ranges and two of the sources of the Teary 
River and nearly half of the Teary river itself. 

House Ostis
House Ostis (Aus-Tiss), ruled by Lord Fergus, is known for 

its historically stoic leaders and reserved behavior. While 
the Ostis family facilitates the annual festivals, they are not 
known for flaunting their splendor. Even with their sizable 
rare gemstone collection, they rarely bring their jewels out 
of the vault, save the uncommon wedding ceremony and 
inauguration. Choosing to reside near the Niate mountain 
range, few disturb the family in such a harsh area. 

Climate & Biota
Stretching from North to south, Vonas faces mild 

summers and harsh winters in the North near the Niate 
(Knee-Et) mountain range and hot summers with snowy, 
bearable, winters in the south near the Sette (Sea-Ett) 
mountain range. 

Within the Niate mountains area, mountain goats, elk, 
shrews, and the occasional snow leopard may be found. 
Within the Sette mountain range, grizzly bears, bighorn 
sheep, and deer may be found.  

The true predator, though, is deep within the caverns of 
the Niate mountains. White Giant Rhagodessas are rarely 
seen and any who do see one are usually not seen again. 
Feasting primarily on the errant mountain goat or bighorn 
sheep, a giant rhagodessa will quickly snag a humanoid if 
stumbled upon. 

The Teary river gained its name from a local legend of 
the Niate and Sette mountains. Niate and Sette were twin 
sisters, lesser gods. During the Schism, Sette was murdered 
by Ragnar for not joining a side within the war. Where 
she was slayed, Sette’s body turned to stone, forming the 
Sette mountain range. When Niate heard, she ran to her 
sister but was too late as all she found was stone. Unable 
to live without her sister, she ran away and collapsed on 
the earth. Wailing and weeping, she turned to stone in her 
grief. Niate’s tears became the Teary river and her wails 
became the screaming winds the mountains are known 
for. Niate never moved and turned to stone in her grief. It’s 
said when the other gods return from the Abyss, Niate will 
stand and face Ragnar. 
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Economy
The land within Vonas is ripe with ore, minerals, and rare 

stones. Mining and quarrying are the two largest industries 
within Vonas. Dangerous tasks, anyone willing to work 
within the mines and quarries are hired, regardless of 
species. 

The Midre (Mead-Ruh) plain between the Niate and 
Sette mountain range provide farming land for the some 
of the food required to feed the populace of Vonas. Often, 
though, agricultural products are traded for or purchased 
from Padais. 

Padais
The most central region of Estria, Padais’s edges share 

national borders with the Shard to the North and the 
Untamed Gauntlet. Within Padais’s borders is a significant 
section of the Nestra river, starting at its source within 
the gullies of the Arnasas and ending at the Keri border. A 
significant section of the Teary River is also within Padais’s 
borders.

House Agrisa
House Agrisa (ah-Grease-uh), is a larger royal house than 

most and currently led by Lord Graterin (Gruh-Tear-in). 
Lesser houses of Agrisa are spread throughout the region, 
usually accompanied by a large ranch, orchard, and/
or commercial farms. A little less formal than the other 
houses, they are a rambunctious family known for rowdy 
gatherings.

Climate & Biota
Small forests break up the vast plains of Padais. 

Considered the mildest of regions, Padais faces warm 
summers with mild winters throughout most of the region. 
The exception to this is within the Arnasa mountain range, 
as the elevation increases the winds howl and rip at the 
skin of any who climb it. It’s no secret a Gnome colony is 
settled in the Arnasa mountains in Padais, but not even the 
King bothers sending his army to squelch such apparent 
freedom. 

With coasts twice the length of Keri’s, the shoreline east 
of Keri is known for its dangerous rocky shores while the 
shoreline west of Keri is a continuation of Keri’s gentle 
sandy beaches. In small oceanside caves on the eastern 
coast, small pods of Nixies reside accompanied by their 
schools of Giant (Sea) Bass

Deer, red wolves, foxes, and small herbivores are native 
to Padais. The wolves prove a hindrance to the ranchers in 
the region. Like Dasa, Padais faces terrors from across the 
Untamed Gauntlet border.

Economy
Rich soil and flat plains led Padais to be the top grossing 

region in agriculture. Ranches, orchards, and commercial 
farms grow most of the nation’s food. With the shape of 
Padais, they have easy transportation to all the regions, 
so fresh produce is guaranteed most of the year even if 
variety is not. 

Relationships with 
Bordering Kingdoms
The Shard

King Patrick would not dare disturb the resting panther 
that is the Shard. Knowing the catastrophic bloodshed 
that would ensue if war was fought with Lady Daniela 
Moldoveanu’s undead and lycanthrope armies, a treaty 
was well-received by King Patrick when offered. As a part 
of the treaty, neither Estrians nor citizens of the Shard 
cross the Teary river. Both may use it for commercial 
aspects, but no citizen may touch the opposing shore. 

Untamed Gauntlet
Estrians consider the Untamed Gauntlet to be the 

fault of non-humans and their forefather’s. It’s why most 
humans within Estria don’t blink at nonhumans risking 
their lives for the safety of all of Estria.  

Madrea
Sneered at for its tolerance, Madrea is considered to be 

filthy by the humans, royalty and commoner alike, and a 
dream for non-human genera. Pleasantries are touted to 
the Madrean diplomats in Nitalia, as King Patrick cannot 
risk an enemy while being nearly landlocked by other 
nations. 
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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.

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.

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
Equipment Emporium: A Basic Fantasy Supplement Copyright © 

2010-2018 Joe Ludlum, R. Kevin Smoot, and Alan Vetter
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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. 

Blood Vaults of Sister Alkava. © 2016 Open Design. Author: Bill 
Slavicsek.

The Clattering Keep. © 2017 Open Design. Author: Jon Sawatsky.
Demon Cults & Secret Societies for 5th Edition. © 2017 Open 

Design. Authors: Jeff Lee, Mike Welham, and Jon Sawatsky.
Firefalls of Ghoss. © 2018 Open Design LLC. Author: Jon 

Sawatsky.
The Lamassu’s Secrets. © 2018 Open Design LLC. Author: Richard 

Green.
Midgard Heroes Handbook. © 2018 Open Design LLC; Authors: 

Chris Harris, Dan Dillon, Greg Marks, James Haeck, Jon Sawatsky, 
Michael Ohl, Richard Green, Rich Howard, Scott Carter, Shawn 
Merwin, and Wolfgang Baur.

Midgard Worldbook. Copyright © 2018 Open Design LLC. 
Authors: Wolfgang Baur, Dan Dillon, Richard Green, Jeff Grubb, Chris 
Harris, Brian Suskind, and Jon Sawatsky.

The Raven’s Call 5th Edition © 2015 Open Design; Authors: 
Wolfgang Baur and Dan Dillon.

Tome of Beasts. © 2016 Open Design; Authors Chris Harris, Dan 
Dillon, Rodrigo Garcia Carmona, and Wolfgang Baur.

Warlock Part 1. Authors: Wolfgang Baur, Dan Dillon, Troy E. Taylor, 
Ben McFarland, Richard Green. © 2017 Open Design.

Warlock 2: Dread Magic. Authors: Wolfgang Baur, Dan Dillon, Jon 
Sawatsky, Richard Green. © 2017 Open Design.

Warlock 3: Undercity. Authors: James J. Haeck, Ben McFarland, 
Brian Suskind, Peter von Bleichert, Shawn Merwin. © 2018 Open 
Design.

Warlock 4: The Dragon Empire. Authors: Wolfgang Baur, Chris 
Harris, James J. Haeck, Jon Sawatsky, Jeremy Hochhalter, Brian 
Suskind. © 2018 Open Design.

Zobeck Gazetteer for 5th Edition. Copyright ©2018 Open Design 
LLC. Author: James Haeck.

Creature Codex. © 2018 Open Design LLC; Authors Wolfgang 
Baur, Dan Dillon, Richard Green, James Haeck, Chris Harris, Jeremy 
Hochhalter, James Introcaso, Chris Lockey, Shawn Merwin, and Jon 
Sawatsky. 

Odysseys & Overlords Player’s Guide Copyright © 2019 Aegis 
Studios

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

Estria Copyright © 2020 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:

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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