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INTRODUCTION

Use this supplement to create and develop zero level characters under the Basic Fantasy Role-Playing Game rule
system. The primary use for zero level characters is in a character tumbler: Each player creates four level zero
commoners, with -100 XP and a handful of possessions. Send these characters through a dungeon or adventure; those
who survive the “tumbler” to attain 1 XP become level one: they gain a class, roll another hit dice, and become PCs!

You can also use zero level characters to generate quick backgrounds for commoner NPCs (roll on Tables 1-1, 1-2 and
1-6), build an inventory for a looted corpse (Table 1-3), or run through the whole procedure to create an NPC
adventuring company.

If you do not already have a copy of the Basic Fantasy RPG rules, please visit the website and download a copy.

Creating Zero Level Characters

1. Record score arrays for four characters per player via Iron Man: Roll 3d6 for each score in order. You may reroll
“boring” characters (those with only +0 bonuses) and “hopeless” ones (with <0 total bonus) on Table 1-1 (p. 2). Or
simply use Table 1-1 instead of Iron Man, with your GM's permission.

2. Roll 1d4+Constitution bonus for each character's HP
3. Roll on Tables 1-2 & 1-6 (pp. 3 and 4) to find a character’s race and occupation.

4. Supplement each character’s possessions with one roll on Table 1-3 (p. 3), and with 5d12 CP. Purchase additional
equipment from Table 1-3 (if desired), and also record one day’s rations, your starting weapon, and your trade good.

5. Record each character’s starting XP (-100), saving throws (Table 1-5), attack bonus (0+Dexterity/Strength bonus),
damage (Table 1-6) & AC (11+Dexterity bonus+Armor bonus, if any).

6. Name your characters, and send them through the meat grinder! Any who survive to 1 XP become level one, and
gain a class of your choice and a place in the campaign (if multiple survive, choose only one as your primary character).
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Table 1-1: Ability Arrays (d100)

d100 Strength Dexterity Constitution Intelligence Wisdom Charisma
01-02 17 (+2) 11 13 (+1) 13 (+1) 8 (-1) 8 (-1)
03-04 11 12 9 9 17 (+2) 5(-2)
05-06 13 (+1) 10 9 15 (+1) 10 9
07-08 10 10 11 11 13 (+1) 10
09-10 15 (+1) 17 (+2) 7 (-1) 6 (-1) 6 (-1) 6 (-1)
11-12 10 11 14 (+1) 16 (+2) 14 (+1) 11
13-14 9 11 16 (+2) 14 (+1) 9 11
15-16 12 11 9 10 16 (+2) 12
17-18 14 (+1) 14 (+1) 13 (+1) 17 (+2) 8 (-1) 14 (+1)
19-20 14 (+1) 4 (-2) 11 12 9 18 (+3)
21-22 13 (+1) 13 (+1) 14 (+1) 10 16 (+2) 14 (+1)
23-24 14 (+1) 7 (-1) 11 11 12 17 (+2)
25-26 12 12 14 (+1) 11 13 (+1) 6 (-1)
27-28 10 7 (-1) 17 (+2) 6 (-1) 11 10
29-30 12 13 (+1) 9 16 (+2) 11 11
31-32 9 15 (+1) 13 (+1) 5 (-2) 10 13 (+1)
33-34 12 10 12 13 (+1) 16 (+2) 13 (+1)
35-36 12 15 (+1) 5 (-2) 13 (+1) 11 14 (+1)
37-38 18 (+3) 14 (+1) 12 12 13 (+1) 13 (+1)
39-40 17 (+2) 8 (-1) 6 (-1) 9 13 (+1) 8 (-1)
41-42 8 (-1) 7 (-1) 14 (+1) 10 9 14 (+1)
43-44 12 10 14 (+1) 8 (-1) 10 14 (+1)
45-46 9 11 14 (+1) 14 (+1) 13 (+1) 12
47-48 14 (+1) 18 (+3) 8 (-1) 12 8 (-1) 15 (+1)
49-50 13 (+1) 11 13 (+1) 12 9 16 (+2)
51-52 13 (+1) 13 (+1) 7 (-1) 13 (+1) 14 (+1) 16 (+2)
53-54 11 9 15 (+1) 11 6 (-1) 9
55-56 9 8 (-1) 13 (+1) 9 11 16 (+2)
57-58 11 10 15 (+1) 13 (+1) 10 13 (+1)
59-60 7 (-1) 9 13 (+1) 10 14 (+1) 17 (+2)
61-62 15 (+1) 16 (+2) 13 (+1) 11 11 8 (-1)
63-64 10 9 15 (+1) 12 14 (+1) 11
65-66 8 (-1) 11 10 16 (+2) 10 10
67-68 12 15 (+1) 12 16 (+2) 11 10
69-70 11 11 11 18 (+3) 6 (-1) 13 (+1)
71-72 12 14 (+1) 13 (+1) 9 8 (-1) 10
73-74 9 13 (+1) 15 (+1) 11 10 9
75-76 8 (-1) 10 8 (-1) 13 (+1) 14 (+1) 14 (+1)
77-78 14 (+1) 13 (+1) 13 (+1) 14 (+1) 6 (-1) 12
79-80 9 13 (+1) 18 (+3) 11 11 9
81-82 17 (+2) 14 (+1) 6 (-1) 11 14 (+1) 8 (-1)
83-84 14 (+1) 13 (+1) 12 9 14 (+1) 9
85-86 10 11 6 (-1) 10 14 (+1) 12
87-88 9 11 11 14 (+1) 11 10
89-90 15 (+1) 14 (+1) 13 (+1) 12 10 9
91-92 7 (-1) 9 12 14 (+1) 11 10
93-94 8 (-1) 14 (+1) 9 11 10 12
95-96 16 (+2) 14 (+1) 5(-2) 9 10 11
97-98 11 12 17 (+2) 10 15 (+1) 11
99-100 11 10 12 11 18 (+3) 12
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Table 1-2: Races (d10)

d10 1-2 3-4 5-6 7-10

Race | Dwarf Elf Halfling Human

Table 1-3: Level-0 Equipment Generator (d20)

d20 | Item Costt Weight
1 Backpack 25 ¢cp 1
2 Candle, 1d2 2 cp (each) | *
3 Clothing, one change of 25 cp 5
4 Crowbar 45 cp 5
5 Chalk, bag 30 cp *
6 Flask, empty 10 cp 1
7 Flint and Steel 40 cp *
8 Hammer, small 30 cp 1
9 Iron spikes, 1d3 8 cp (each) | 2
10 Bearhugger’s Whiskey, bottle of 19 ¢cp 1
11 Oil, 1 flask 15 cp 1
12 Mirror, hand-sized 60 cp *
13 Pole, 10-foot 15 cp 10
14 | Rations, one day’s Scp 1
15 Rope, 50' 30 cp 5
16 Sack, large 8cp *
17 Sack, small 3cp *
18 Torch, 1d2 5cp(each) | 1
19 Whistle 21 cp *
20 Wine, one jug 15 cp 2

T These prices apply only for level-0 characters, representing bargains, lucky finds, treasured gifts, etc.

Table 1-4: Saving Throws (Normal Man)

Race Death Ray/Poison | Magic Wands Paralysis/Petrify Dragon Breath Spells

Human 14 15 16 17 17

Dwarf 14 (+4) 15 (+4) 16 (+4) 17 (+3) 17 (+3)

Elf 14 15 (+2) 16 (+1) 17 17 (+2)

Halfling 14 (+4) 15 (+4) 16 (+4) 17 (+3) 17 (+4)

Table 1-5 Weapon & Armor Statistics

Weapon/Armor dmg/AC Weapon/Armor dmg/AC Weapon/Armor dmg/AC
Club d4+STR | Dagger d4+STR | Handaxe d6+STR
Hide Armor +2 AC Kick (subdual, -2 attack) d4+STR | Light crossbow dé6
Longsword d8+STR | Mace d8+STR | Punch (subdual) d3+STR
Shortbow dé Shortsword d6+STR Sling (bullet) d4+STR
Sling (stone) d3+STR Spear (one-handed) d6+STR Spear (two-handed) d8+STR
Spear (thrown) d6+STR | Staff d4+STR | Steel Helmet +1 AC
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Table 1-6: Occupations (d100)

d100 Occupation Starting Weapon (Trained) Trade Good

01 Alchemist Stalff Vial of mercury

02-03 Apothecary Knife (as dagger) 1 lb. herbs

04-05 Astrologer Silver dagger Star charts

06 Beekeeper Knife (as dagger) Bee smoker, flint and steel
07-09 Beggar Club Begging bowl

10-12 Blacksmith Crowbar (as club) Steel helmet

13-14 Bowyer Shortbow, 2d4 arrows 50’ of linen string

15-17 Butcher Cleaver (as shortsword) Sowt

18-20 Carter Shovel (as club) Wheelbarrow*

21 Charlatan Dagger Tarot cards

22-24 City Watch Shortsword Shackles

25 Cook Chef’s knife (as dagger) Cast-iron skillet

26-27 Cutpurse Knife (as dagger) d4 lockpicks

28-34 Farmer Pitchfork (as spear, no throwing) One roostert

35-36 Fisher Spear 10x10’ net

37 Gambler Dagger Crooked dice, shaved cards
38 Gravedigger Shovel (as staff) Waterproof cloak

39 Hairdresser Scissors (as dagger) Blond wig

40-41 Herald Longsword Tabard of the royal family
42-44 Herder Sling, 2d6 bullets Flute

45-47 Hermit Donkey’s jawbone (as club) 1 Ib. psychoactive mushrooms
48-50 Huntsman Shortbow, 2d4 arrows Dogt

51-53 Innkeeper Club Small cask of beer

54-55 Knacker Large knife (as shortsword) Pint of glue

56 Lawyer Silver dagger Precedent book

57-59 Maidservant Carpet beater (as club) 2d4 delicious pastries
60-63 Mariner Cutlass (as longsword) Compass (magnetic needle, bowl)
64 Mayor Staff of office (as staff) Ermine cloak

65-66 Mercenary Light crossbow, 2d4 bolts Hide armor

67-68 Miner Pick (as club) Gem worth 20 gp

69 Minstrel Dagger Lute

70-71 Monastic Initiate Scourge (as club) Holy symbol

72 Noble, minor Longsword Exotic pet monkey**

73-74 Orphan Club Corn dolly

75-76 Pilgrim Stalff Saintly icon worth 10 gp
77-78 Priest-in-Training Mace Holy water, one vial

79-82 Ragpicker Club Sack of broken glass

83-84 Scholar Knife (as dagger) Quill pen, ink, d4 sheets of paper
85-87 Slave Club Lucky rock

88-90 Trapper Knife Rusty bear trap

91 Vintner Pruning shears (as dagger) Jug of wine

92-93 Weaver Scissors (as dagger) 1 yard of fine purple cloth
94-95 Witch’s Apprentice Athame (as dagger) Crocodile heart, preserved
96-97 Wizard’s Apprentice Stalff Spellbook with First Level spell
98-100 Woodcutter Handaxe Bundle of wood

T If the party has duplicate domestic animals, roll d8 to substitute: (1) Calf, (2) Cat, (3) Goose, (4) Goat, (5) Sheep,

(6) Donkey, (7) Rabbit, (8) Turkey

* Roll d6 for barrow’s contents: (1) Dirt, (2) Onions, (3) Wood, (4) Flour sacks, (5) Empty, (6) Bodies
** If the party has several nobles, roll d4 for other exotic pets: (1) Parrot, (2) Lynx, (3) Owl, (4) Lion cub
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Open Game License

INTRODUCTION

Level 0 Character Tumbler: 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 hames, 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
ofher 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 frademark owners
who have contributed Open Game Content; (b)"'Derivative Material' means
copyrighted material including derivative works and franslations (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, franslate 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 noftice 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 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, 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 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 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 © 2006-2013 Chris Gonnerman.

Level 0 Character Tumbler: A Basic Fantasy Supplement Copyright © 2012-
2013 Austin Schaefer.

END OF LICENSE



