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R E T R O  A D V E N T U R E  G A M E

Over the last two decades, a large number 
of old-school adventure games have been 
published, many of which—like Old-
School Essentials—are closely compatible 
with the 1981 Basic/Expert rules.
While each of these games has its own 
variations on rules, presentation, and 
terminology, many are high cross-com-
patible. This cross-compatibility between 
games means that a great wealth of 

adventures, campaign settings, and rules 
supplements written for other old-school 
systems can be used with Old-School Es-
sentials. Material written for Old-School 
Essentials can likewise be used with 
many other old-school systems
This document provides guidelines for 
using material written for some of these 
systems with Old-School Essentials, and 
vice versa.
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Basic Fantasy RPGBasic Fantasy RPG
General Notes
Basic Fantasy RPG (BFRPG) and Old-
School Essentials (OSE) are highly com-
patible, both systems being based on the 
1980s Basic/Expert rules (B/X). Compar-
ing a few basics of the two systems:

 ▶ Armour Class: OSE uses a dual AC 
format, supporting both traditional-style 
descending AC (as used in B/X) and 
modern-style ascending AC. BFRPG 
uses modern-style ascending AC. See 
AC Conversion, p3 for conversion 
guidelines.

 ▶ Saving throws: OSE and BFRPG use 
the same saving throw categories.

 ▶ Character classes and races: OSE 
and BFRPG have the same selection of 
character classes and races (cleric, dwarf, 
elf, fighter, halfling, magic-user, thief). 
OSE characters are created by selecting 
class only (with demihuman classes for 
dwarf, elf, and halfling). BFRPG charac-

ters are created by selecting race and class 
separately (an option presented in OSE 
Advanced Fantasy).

 ▶ Character advancement: OSE pro-
vides rules for advancement to 14th level 
(lower for demihuman classes). BFRPG 
provides rules for advancement to 20th 
level.

 ▶ Spells: OSE and BFRPG have very 
similar lists of cleric and magic-user 
spells. BFRPG has a small number of 
additional cleric spells (including spells 
of 6th level) and slightly fewer magic-us-
er spells.

Legal Note
Basic Fantasy RPG is a trademark of 
Chris Gonnerman. Permission to dis-
cuss the Basic Fantasy RPG trademark 
in relation to Old-School Essentials 
granted by the trademark owner.
Website: basicfantasy.org

http://basicfantasy.org
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AC Conversion
BFRPG and OSE use slightly different Ar-
mour Class formats that can be converted 
as follows.

Armour Class Conversion Table
Armour Type OSE BFRPG
None 9 [10] 11
Shield only 8 [11] 12
Leather 7 [12] 13
Leather + shield 6 [13] 14
Chainmail 5 [14] 15
Chainmail + shield 4 [15] 16
Plate mail 3 [16] 17
Plate mail + shield 2 [17] 18

1 [18] 19
0 [19] 20

–1 [20] 21
–2 [21] 22
–3 [22] 23

Monster Stat 
Blocks
BFRPG and OSE use slightly different 
monster stat block formats. The ghoul 
stat block from each system is shown 
below, as an example.

OSE Ghoul Stat Block
AC 6 [13], HD 2* (9hp), Att 2 × claw 
(1d3 + paralysis), 1 × bite (1d3 + paral-
ysis), THAC0 18 [+1], MV 90’ (30’), SV 
D12 W13 P14 B15 S16 (2), ML 9, AL 
Chaotic, XP 25, NA 1d6 (2d8), TT B 

BFRPG Ghoul Stat Block
Armor Class: 14
Hit Dice: 2*
No. of Attacks: 2 claws/1 bite
Damage: 1d4/1d4/1d4, all plus paralysis
Movement: 30’
No. Appearing: 1d6, Wild 2d8, Lair 2d8
Save As: Fighter: 2
Morale: 9
Treasure Type: B
XP: 100

Stat Block Conversion
Detailed guidelines for converting OSE 
and BFRPG monster stat blocks are pro-
vided in the following pages.
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Using OSE 
Monsters in BFRPG

AC (Armour Class)
The monster’s AC is listed in a dual for-
mat, with the traditional-style descending 
AC (as used in B/X) listed first, followed 
by the modern-style ascending AC in 
square brackets.
Using in BFRPG: Take the ascending AC 
value (in square brackets) and add 1.

HD (Hit Dice)
The monster’s Hit Dice, followed by its 
average hit points in parentheses.
Using in BFRPG: BFRPG and OSE use 
the same notation format. The values may 
be used without conversion. The average 
hit points value may optionally be used, 
instead of rolling a monster’s hit points.

Att (Attacks Usable Per Round)
The attacks the monster can use each 
round are listed, separated by commas, 
followed by the damage or special effect 
inflicted in parentheses. Alternative 
attack routines that the monster can 
select from are listed with “or” or square 
brackets.
Using in BFRPG: Attacks per round and 
damage may be used without conversion.

THAC0 (Attack Roll “To Hit AC 0”)
The monster’s attack chance is listed in a 
dual format, enabling the use of tradi-
tional-style descending AC (as used in 
B/X) or modern-style ascending AC. The 
attack roll result required to hit descend-
ing AC 0 is listed first, followed by the 
ascending AC attack bonus in square 
brackets.
Using in BFRPG: The GM may either:
1.	 Look up the BFRPG attack bonus for 

the monster, based on its Hit Dice.
2.	 (Optionally) use the attack bonus (in 

square brackets) directly. Note that the 
attack bonuses for monsters of specific 
Hit Dice are similar but not identical 
to those in BFRPG, so using the attack 
bonus directly will result in slightly 
different attack probabilities.

MV (Movement Rate)
The monster’s exploration movement rate 
(feet per turn) is listed, followed by its en-
counter movement rate (feet per round) 
in parentheses.
Using in BFRPG: In combat, the encoun-
ter movement rate (in parentheses) may 
be used without conversion. In dungeon 
exploration, the exploration movement 
rate may be used without conversion.
Turning distances: OSE does not list 
turning distances. If using this optional 
rule in BFRPG, assume a default of 5’ or 
use the turning distance value listed for a 
similar monster.

Example OSE Monster
AC 6 [13], HD 2* (9hp), Att 2 × claw 
(1d3 + paralysis), 1 × bite (1d3 + 
paralysis), THAC0 18 [+1], MV 90’ 
(30’), SV D12 W13 P14 B15 S16 (2), 
ML 9, AL Chaotic, XP 25, NA 1d6 
(2d8), TT B
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SV (Saving Throw Values)
The monster’s saving throw values are 
listed in full (D: Death/poison, W: 
Wands, P: Paralysis/petrification, B: 
Breath attacks, S: Spells/rods/staves), 
followed by the Hit Dice at which the 
monster saves, in parentheses.
Using in BFRPG: The GM may either:
1.	 Look up the BFRPG saving throw val-

ues for the monster, using the fighter 
saving throws table indexed by the 
listed “saves as” Hit Dice (the number 
in parentheses following the monster’s 
saving throw values).

2.	 (Optionally) use the listed saving 
throw values directly (the OSE saving 
throw categories are the same as those 
in BFRPG). Note that the saving throw 
values for monsters of specific Hit 
Dice are similar but not identical to 
those in BFRPG, so using the values 
directly will result in slightly different 
saving throw probabilities.

ML (Morale)
Using in BFRPG: BFRPG and OSE use 
the same notation format. The values may 
be used without conversion.

AL (Alignment)
Indicates the monster’s general behav-
iour:

 ▶ Lawful: Trustworthy, concerned with 
the greater good over the good of the 
individual.

 ▶ Neutral: At times trustworthy, and at 
times untrustworthy, depending on the 
situation.

 ▶ Chaotic: Untrustworthy, utterly 
selfish.
Using in BFRPG: The listed alignment 
may be used to determine a monster’s 
behaviour or may be ignored.

XP (XP Award)
The XP award for defeating the monster.
Using in BFRPG: The GM may either:
1.	 Look up the BFRPG XP award for the 

monster, based on its Hit Dice and 
number of special abilities (notated as 
asterisks beside the HD value).

2.	 (Optionally) use the listed XP award 
directly. Note that XP awards for 
monsters of specific Hit Dice are lower 
than in BFRPG, so using the values 
directly will result in lower XP award 
totals.

NA (Number Appearing)
The number of monsters that may be 
encountered wandering in the dungeon 
and (in parentheses) the number encoun-
tered in a dungeon lair or wandering in 
the wilderness.
Using in BFRPG: For dungeon wander-
ing encounters, use the first value. For 
dungeon lairs, use the second value. For 
wilderness wandering encounters, use the 
second value. For wilderness lairs, use the 
second value multiplied by 5.

TT (Treasure Type)
Using in BFRPG: BFRPG and OSE use 
the same letter code notation format. The 
letter codes may be used without conver-
sion.
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Using BFRPG 
Monsters in OSE

Armor Class
Using in OSE:

 ▶ If using the optional ascending AC 
rule: Subtract 1 from the listed AC value.

 ▶ If using the standard (descending) 
AC rule: Either subtract the listed AC 
value from 20 or consult the Armour 
Class Conversion Table on p3.

Hit Dice
Using in OSE: BFRPG and OSE use the 
same notation format. The values may be 
used without conversion.

No. of Attacks
The attacks the monster can use each 
round are listed, separated by slashes. Al-
ternative attack routines that the monster 
can select from are listed with “or”.
Using in OSE: Attacks per round may be 
used without conversion.

Damage
The damage inflicted by each of the mon-
ster’s attacks, listed in the same order as 
the attacks under No. of Attacks.
Using in OSE: Damage per attack may be 
used without conversion.

Movement
The monster’s encounter movement rate 
(feet per round).
Using in OSE: The encounter movement 
rate can be used directly. To calculate the 
monster’s exploration movement rate 
(feet per turn), multiply the encounter 
movement rate by 3.

No. Appearing
The number of monsters that may be en-
countered wandering in the dungeon and 
optionally the number encountered in its 
lair (listed as “Lair”) and/or encountered 
wandering in the wilderness (listed as 
“Wild”).
Using in OSE: The values may be used 
without conversion.

Save As
The class and level at which the monster 
saves are listed.
Using in OSE: OSE referees should 
look up the OSE saving throw values for 
the monster using the character saving 
throws table of the listed class and level.

Example BFRPG Monster
Armor Class: 14
Hit Dice: 2*
No. of Attacks: 2 claws/1 bite
Damage: 1d4/1d4/1d4, all plus paral-
ysis
Movement: 30’
No. Appearing: 1d6, Wild 2d8, Lair 
2d8
Save As: Fighter: 2
Morale: 9
Treasure Type: B
XP: 100
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Morale
Using in OSE: BFRPG and OSE use the 
same notation format. The values may be 
used without conversion.

Treasure Type
Using in OSE: BFRPG and OSE use the 
same letter code notation format. The 
letter codes may be used without conver-
sion.

XP
The XP award for defeating the monster.
Using in OSE: The referee may either:
1.	 Look up the OSE XP award for the 

monster, based on its Hit Dice and 
number of special abilities (notated as 
asterisks beside the HD value).

2.	 (Optionally) use the listed XP award 
directly. Note that XP awards for 
monsters of specific Hit Dice are high-
er than in OSE, so using the values 
directly will result in higher XP award 
totals.

Values Not Listed
THAC0: BFRPG does not directly list 
monsters’ THAC0 or attack bonus. OSE 
referees should look up these values for 
the monster based on its Hit Dice.
Alignment: BFRPG does not list mon-
sters’ alignment. This should either be 
looked up in a similar OSE monster or 
inferred from the monster’s descriptive 
text.
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Open Game LicenseOpen Game License
DESIGNATION OF PRODUCT IDENTITY
All artwork, logos, and presentation are Product Identity. The names “Necrotic 
Gnome”, “Old-School Essentials”, and “OSE” are Product Identity. The names 
“Basic Fantasy RPG” and “BFRPG” are Product Identity referred to with 
permission of the owner (see legal note on p2).
DESIGNATION OF OPEN GAME CONTENT
All text and tables not declared as Product Identity are Open Game Content.
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 © 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. 
Gary Gygax and Dave Arneson.
System Reference Document © 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.
Modern System Reference Document © 2002-2004, Wizards of the Coast, Inc.; 
Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David 
Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on 
material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter 
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.
Castles & Crusades: Players Handbook, © 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.
Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris Gonnerman.
Cave Cricket from the Tome of Horrors, © 2002, Necromancer Games, Inc.; 
Authors Scott Greene and Clark Peterson, based on original material by Gary 
Gygax.
Crab, Monstrous from the Tome of Horrors, © 2002, Necromancer Games, Inc.; 
Author Scott Greene, based on original material by Gary Gygax.
Fly, Giant from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author 
Scott Greene, based on original material by Gary Gygax.
Golem, Wood from the Tome of Horrors, © 2002, Necromancer Games, Inc.; 
Authors Scott Greene and Patrick Lawinger.
Kamadan from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author 
Scott Greene, based on original material by Nick Louth.
Rot Grub from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors 
Scott Greene and Clark Peterson, based on original material by Gary Gygax.
Labyrinth Lord™ © 2007-2009, Daniel Proctor. Author Daniel Proctor.
B/X Essentials: Core Rules © 2017 Gavin Norman. Author Gavin Norman.
B/X Essentials: Classes and Equipment © 2017 Gavin Norman. Author Gavin 
Norman.
B/X Essentials: Cleric and Magic-User Spells © 2017 Gavin Norman. Author 
Gavin Norman.
B/X Essentials: Monsters © 2017 Gavin Norman. Author Gavin Norman.
B/X Essentials: Adventures and Treasures © 2018 Gavin Norman. Author Gavin 
Norman.
Old-School Essentials Core Rules © 2018 Gavin Norman.
Old-School Essentials Classic Fantasy: Genre Rules © 2018 Gavin Norman.
Old-School Essentials Classic Fantasy: Cleric and Magic-User Spells © 2018 
Gavin Norman.
Old-School Essentials Classic Fantasy: Monsters © 2018 Gavin Norman.
Old-School Essentials Classic Fantasy: Treasures © 2018 Gavin Norman.
Old-School Essentials Classic Fantasy: Rules Tome © 2019 Gavin Norman.
Old-School Essentials Adaptation Guidelines © 2022 Gavin Norman.
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