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INTRODUCTION

This supplement provides information for adding a few new races to the Basic Fantasy Role-Playing Game rule system.
If you do not already have a copy of the Basic Fantasy RPG Core Rules, please visit the website and download a
copy. Additional stats for these races, if used as NPCs and/or opponents, can be found in the Basic Fantasy RPG

Field Guide 1.

NEW CHARACTER RACES

Part I:

Bisren

Description: The Bisren are a race descended from the
great Minotaurs of legend. Normally peaceful, Bisren
enjoy nature and keep a semi-nomadic lifestyle in regions
that other races call wild. When threatened, Bisren can
become quite dangerous, much like their warrior
ancestors. Bisren are impressively muscled and generally
average 7’ tall, with some individuals reaching almost &’
in height.

Restrictions: Bisren prefer professions associated with
their nature-oriented lifestyles and may become Fighters
or Clerics (often choosing Ranger or Druid if those
optional classes are available). While it is rare to find a
Bisren Thief, they are not barred from the class (although

they do suffer several penalties to roguish abilities). A
Bisren character must have minimum Strength and
Constitution scores of 11. Not particularly bright or
dexterous, Bisren are limited to 17 in both Dexterity and
Intelligence. Bisren may wear human-sized armor, albeit
often adjusted slightly to account for their size. Their
cloven-hoof feet may not wear typical footwear, unless
specially produced for Bisren.  Specially-constructed
helmets are likewise needed to fit their horned heads.

Special Abilities: Bisren roll hit dice one size larger than
normal; a d4 would become a d6, a d6 to d8, etc. Bisren
are never truly unarmed, as they can gore for 1d6
damage with their horns. Bisren often charge into battle
with a gore attack (+2 to hit with double damage,
following all normal charging rules) and then switch to
weaponry for the remainder of the fight. They must
choose whether to attack with weapons or to gore; they
cannot do both in a round. Bisren get an additional +1
bonus on feats of strength such as opening doors due to
their great size.

Thief Ability Adjustments: Roguish Bisren have a -10%
penalty to Open Locks, Removing Traps, and Picking
Pockets. Stealth checks (Moving Silently and Hiding) for
Bisren are made normally, although in non-wilderness
areas such as indoors, underground (dungeons), or in
urban areas they suffer a -20% penalty to their chance to
succeed. Outdoor traps, such as hunting snares or dead-
falls, do not apply the above penalty and instead are
made at +10% bonus.

Saving Throws: Bisren gain no special bonuses to their
saving throw rolls.



A BASIC FANTASY SUPPLEMENT

Caneins

Description: A legend exists that there was a wizard who
loved his dogs. This mage kept dogs as pets, trained
them to guard his estate, and even used them in magical
experiments to enhance their ability to serve. They were
gifted with greater intelligence and a more humanoid
stature. It is unknown whether the legend is entirely true
or not, but it is generally assumed to be the genesis of the
Caneins.

Caneins are a race of dog-like humanoids, known for
their extreme sense of loyalty whether to liege, friend, or
family. There is a great deal of physical variance among
the individual Caneins, with some short and stocky,
others leanly-muscled, and variations in the colorations of
their coats. However, all Caneins share a similar facial
structure similar to the various bulldog or boxer-type dog
breeds, having jowls and squat features. Caneins vary in
their height, but are rarely larger than the average human.
Caneins often form almost knight-like codes and attitudes,
often serving a patron in exactly that capacity.

Restrictions: Caneins can be any class, although they
seldom become Thieves. Even when a Canein Thief is
found, it typically uses the skills of that profession in more
honorable ways than the typical rogue. A Canein must
have a minimum Constitution of 9, and is limited to a
maximum Intelligence of 17.

Special Abilities: Caneins have a keen sense of smell,
able to identify individuals by their scent alone. This
power olfactory sense allows the Canein to determine the
presence of concealed or invisible creatures, and any
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penalties associated with combating such foes is halved
for the Canein. For instance, a Canein suffers only a -2
penalty when attacking an invisible pixie. All Caneins can
track as a Ranger of equivalent level, and an actual
Canein Ranger (if the class is allowed by the GM) gets a
bonus of +20% on Tracking rolls.

Caneins have +2 on any reaction rolls involving other
canine creatures. However, Caneins do not like vile
beasts such as werewolves, hellhounds, and the like,
despite any similarities.

Saving Throws: Caneins save at +2 vs. Death Ray or
Poison as well as vs. Paralysis and Petrification effects.

Chelonian

Description: Inhabiting river and lake regions, Chelonian
are a race of reptilian humanoids bearing some
semblance to turtles. They are normally content to
remain within their own societies, but on occasion a more
adventurous individual can be found. They are protected
by thick scaly skin as well as a shell-like growth that
covers their backside. Chelonian are seldom taller than 5’
or so.

Restrictions: Chelonian may become members of any
class. A Chelonian must have a minimum Constitution
score of 11, and is limited to a maximum Dexterity score
of 17.
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Normal armors will not fit the physique of a Chelonian
and they normally use only shields to enhance their
defenses. Specially-constructed armors can be acquired,
costing substantially more than listed prices and requiring
extra time to create.

Special Abilities: A Chelonian's thick skin grants it a base
AC of 13 (equivalent to leather armor), and a Chelonian's
back is especially tough with an AC of 17 (equivalent to
plate mail only for rear attacks). Use these figures unless
any armor worn grants better AC, then use the armor’s
AC. A shield will be still effective in either case.

Chelonian swim no better than other humanoid races, but
they can hold their breath twice as long. In addition, their
underwater vision is also twice as good as normal.

Saving Throws: Chelonian save at +2 vs. Poison.

Faun

Description: Fauns are a fey-related race that resemble a
sort of strange cross of goat with that of a small human or
elf-like being. Standing only about 4’ to 5’ tall, they have
a human-like torso and head, but the legs and feet of a
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goat. One can find Fauns with other small features
reminisce of goats such as small horns or large ears.
Fauns share the Halfling love of simple agrarian life,
especially with respect to vineyards, as they prize wine
(among other brews) above most things in life. Fauns
love frivolity and are often quite adept at musical pursuits.

Restrictions: Fauns can choose any class. A Faun will
typically follow the tenets of nature deities, and Clerics
and Druids (if allowed by the GM) can be found equally
in their societies. A Faun must have a minimum
Constitution score of 9, and is limited to a maximum
Charisma score of 15, generally accounted to overly
gregarious personalities and lack of inhibitions. Fauns
may not wear typical human-style footwear.

Special Abilities: Fauns have Darkvision out to 30’.
They are resistant to charm-like effects from fey beings,
getting a +4 bonus on relevant saves. This includes
charms of dryads, nixies, and similar beings (GM’s
decision when necessary).

Saving Throws: Like Dwarves, Fauns save at +4 wvs.
Death Ray or Poison, Magic Wands, Paralysis or Petrify,
and Spells, and at +3 vs. Dragon Breath.
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Phaerim

Description: The beautiful Phaerim are related to fey
such as booka, pixies, or similar faeries. Phaerim appear
to be smaller than normal Elf-like folk, except that they
have a pair of wings resembling those of dragonflies or
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sometimes butterflies. For unknown reasons, there are at
least twice as many Phaerim females as there are males.
Phaerim stand no taller than the average Halfling (3’) but
have a more slight build, seldom being heavier than 40
pounds.

Restrictions: Phaerim can be any class but generally
gravitate to magical classes. If allowed by the GM,
Phaerim will be more likely to pursue classes associated
with nature than the standard fare. Thus Rangers and
Druids are more common than Fighters and Clerics.

Phaerim are required to have a minimum Dexterity score
of 9. Phaerim are quite captivating, and must also have a
minimum Charisma score of 11. Due to their very small
stature, they may not have a Strength score higher than
15. Also size related, Phaerim roll hit dice one size
smaller than normal; a d8 would become a d6, a d6 to
d4, and a d4 would instead be d3 (d6, 1-2=1, 3-4=2, 5-
6=3). Phaerim may not use Large weapons, and must
wield Medium weapons with both hands.

Special Abilities: Phaerim normally walk like other races,
but their most remarkable ability is limited flight while
unencumbered (at double the normal movement rates).
Phaerim can fly up to 10 rounds, but must remain
grounded an equivalent amount of time after any flight.
A lightly-encumbered Phaerim can fly up to 5 rounds but
must rest for twice as many rounds as those flown (for
instance, a lightly-encumbered flight of 4 rounds requires
8 rounds grounded). Phaerim take half-damage from falls
due to their reduced weight and wings.

Similar to Halflings, Phaerim are able to hide very
effectively; so long as they remain still there is only a 10%
chance they will be detected outdoors in forested
environments. Even indoors, in dungeons, or in non-
preferred terrain they are able to hide such that there is
only a 30% chance of detection. Note that a Phaerim
Thief will roll for hiding attempts only once, using either
the Thief ability or the Phaerim ability, whichever is
better.

Saving Throws: Like Elves, Phaerim save at +1 wvs.
Paralysis or Petrify and +2 vs. Magic Wands and Spells.
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Open Game License

INTRODUCTION

New Races: 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 frademark 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 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 frade dress;
arfifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and
otfher visual or audio representations; names and descriptions of characters,
spells, enchantments, persondlities, 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 tfrademark 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 nofice 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 fo 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 Confributions 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, fitle 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 Conftributor 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 o
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 © 2006-2016 Chris Gonnerman.
New Races Copyright © 2009, 2018 R. Kevin Smoot
END OF LICENSE



