Cops & Robbers
Designed for use with the Basic Fantasy Role-Playing Game.
By Dustinian Camburides
Revision 1.1
adhere to the race's restrictions, and do not get
the "Human" special abilities.
Fantasy Classes: Fantasy classes should be used
"as-is." Though perhaps a bit of re-naming is in
order:
• Clerics: Priest, Doctor (M.D.), Medic, etc.
• Fighters: Thug, Boxer, Soldier, etc.
• Magic-Users: Professor, Doctor (Ph.D.), etc.
• Note: A specific discussion on magic is
below.
• Thieves: Burglar, Spy, Ninja, etc.
Equipment: Try to find the closest piece of Basic
Fantasy Role-Playing Game equipment you
can, and use that cost/weight/damage. For
example, a "flashlight" should cost $5 because a
"lantern" costs $5. A "baseball bat" is a good
stand in for a "mace." Etc. Note: Specific
discussions of armor and firearms are below.

Introduction
The Basic Fantasy Role-Playing Game (BFRPG) is
intended to run a high medieval fantasy game,
so—naturally—it's
going
to
take
some
customization to run a game with firearms and
limited magic. This supplement assumes some
familiarity with the BFRPG rules as written. I
strongly recommend running a few sessions of
BFRPG—or at least building a few characters—
before using these rules.

Rolling Characters
For the most part, players should roll characters
according the BFRPG rules.
Fantasy Races: Fantasy races should be used
"as-is." In fact, the Game Master may opt to
keep elves, dwarves, and halflings in his or her
setting unchanged. But, if not, players can still
enjoy the special abilities and saving throws of a
fantasy race by giving their character a
corresponding
"origin."
For
example,
a
character that wants to play as a dwarf may be
a "human" physically, but claim the "origin" of
"coal miner" or "construction worker" to justify
their Darkvision and passage/trap/construction
detection. Note: Characters that do this must

Currency: If you want your prices to feel more
1920s/1930s/1940s, cut starting gold and all
equipment prices in half. If you want your prices
to feel more 1980s/1990s/2000s, double starting
gold and all equipment prices. But a characters'
initial purchasing power should remain
unchanged.

Armor Class
Calculation: Since it's impractical for a 1920's
character to purchase and wear plate mail,
Armor Class should be calculated as: 11 + DEX +
(.5 × CON), where DEX and CON are the
Dexterity and Constitution Modifiers. Note:
Round down.
Value
Explanation
11

Base Armor Class for all
characters.

+ Dexterity
Modifier

Character's ability to
dodge, duck, and weave.

+ Half
Constitution
Modifier

Character's ability to shrug
off a "flesh wound."

Cover and Concealment: If you're worried that
this relatively low Armor Class will make

characters too easy to hit, remember the Cover
and Concealment rules in the Basic Fantasy
Role-Playing Game, 3rd Edition on page 47.
Even Phillip Marlowe and Sam Spade kept their
heads down during a shoot-out!

Heavy
1d8
Crossbow

Camouflage:
Characters
who
wear
camouflage or dark clothing should get a +2
bonus to Armor Class, but this bonus is
situational. If the character gives away their
position or the lights come on, the jig is up.

Ammunition: In these rules, an "attack" does not
model the shot-for-shot operation of a firearm. A
character using a pistol may squeeze off three
quick rounds, but only makes one attack role
that may deal 1d6 damage. Therefore,
ammunition should be tracked by the number
of times a character "empties" his or her
weapon and reloads.

Higher-Level Play: Characters should add an
extra point to Armor Class every 6 levels. These
extra points would stand in for the +1, +2, and
+3 magical armor a character might collect
throughout his/her career. This will help offset
increases in enemies' Hit Die (and therefore their
Attack Bonuses).
Bullet-Proof Vests: Characters who decide to
wear modern body armor into a combat
situation will receive 1 Hit Die of additional hit
points. Once these hit points are gone, the
armor is useless and must be replaced. Modern
body armor does not increase a character's
Armor Class.

Firearms
Rather than creating a lengthy firearms table,
let's keep this simple: Light Crossbows stand in
for pistols, and Heavy Crossbows stand in for
anything bigger.
Weapon Dmg.
Range
Stands in for...
Light
1d6
Crossbow

60'/120'/180 Any pistol.
'

80'/160'/240 Anything bigger
'
(rifles, shotguns,
machine guns,
and submachine guns).

Reloading: Characters empty their weapon
every DEX × 2 attacks, where DEX is the
character's Dexterity Modifier. This represents a
higher-dexterity character's ability to "place" his
or her shots and conserve ammunition. Once a
weapon is empty, the character must spend a
full round to reload it.
Customizing Firearm Mechanics: Players may
wish to customize their character's firearm
mechanics to fit the specific firearm they'd like
to simulate. To customize a pistol modeled on
the Light Crossbow, a player may remove one
point of accuracy (-1 to Ranged Attack Bonus)
to gain a point of damage (1d6+1) or vice
versa. To customize a weapon based on the
Heavy Crossbow, a character adjust with up to
2 points. Examples:
Weapon
Atk.
Dmg.
.44 Magnum

-1

1d6+1

. 22 Target Pistol

+1

1d6-1

Shotgun

-2

1d8+2

Hunting Rifle

+2

1d8-2

Customizing Range Mechanics: Players may use
a weapon that has a very long range, like a
scoped rifle. For these weapons, players may
opt to reverse the Missile Weapon Ranges rules
in the Basic Fantasy Role-Playing Game, 3 rd
Edition on page 11. Example: A character
equipped with a scoped rifle has have +1 to
attacks at long range, but -2 to attacks at short
range.
Bazookas, Dynamite, Grenades, etc.: The
"Fireball" spell can be used to simulate
explosives. Explosives should require a full round
to reload (in the case of the bazooka) or
prepare to throw (in the case of dynamite or a
grenade). Don't forget the "Grenade-Like
Missiles" and "Missiles that Miss" rules in the Basic
Fantasy Role-Playing Game, 3rd Edition on
page 47.

Magic
Magic should be used largely "as-is." Game
Masters may opt to:
• Keep magic, but it's rare (think "Indiana
Jones" or "H.P. Lovecraft).
• Keep magic, and it's common (think "Star
Wars").
• Remove magic entirely (think "Sam Spade").
No Magic: Removing magic from the setting
doesn't mean players can't roll wizards and cast
fireballs. But call that wizard a "rogue chemistry
teacher" and have him throw a "Molotov
cocktail." Characters should adhere to
spellbook limitations, but instead of saying "I only
have two of these spell slots per day,"
characters might say "I can only fit two of these
babies in my backpack!" Instead of saying "I
cast healing word," characters might say: "I
administer first aid."

Guiding Principles
These are the principles I used to guide the
development of this supplement. I wanted to
include them to help Game Masters think
through additional rulings that may arise during
a modern game.
• First, try to use existing flavor and mechanics
as they are. Cover, for example, works
beautifully just as written.
• Next, try updating the flavor, but keep the
mechanics. Races, classes, firearms, and

magic below all have options for updating
“flavor,” but are left mechanically intact. This
prevents us from accidentally breaking the
“math” of the game.
• Finally, if absolutely necessary, customize. In
these rules, Armor Class is the largest
customization.

Game Master Checklist
Game Masters who distribute this supplement to
their players can use this section to mark the
options above they're using:
Decade
□ Western: 1860s-1890s
□ Industrial: 1900s-1910s
□ Gangster: 1920s
□ WWII: 1930s-1940s
□ Cold War: 1950s-1970s
□ Business Boom: 1980s-1990s
□ Modern: 2000s+
Fantasy Races
□ Allowed as they are.
□ Use the mechanics, but change the flavor.
Currency Multiplier
□ Half: A dollar goes a long way.
□ No multiplier: A dollar is a dollar.
□ Double: Inflation's a pain.
Higher-Level Armor Class
□ Add one point every six levels.
□ Armor class is what it is.
Magic
□ Magic is allowed as-is.
□ Use the mechanics, but call it something else.

Open Game License
Introduction
“Cops & Robbers” is based on the “Basic Fantasy Role–Playing Game,” which is based on the System Reference Document v3.5 (“SRD”),
both of which are Open Game Content.
Designation of Open Game Content: The entire text in “Cops & Robbers” (except the Open Game License, as noted above, and the
Product Identity License, below) 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.

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), annotation, 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, story lines, 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, persons, 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, royaltyfree, 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 sub-licenses 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.
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