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Foreword

| have always loved the Dungeons & Dragons role-playing game and have been playing it for many years. With the creation of the D20
system and the Open Gaming License, the game has been revolutionized, allowing others to customize and personalize the game for their
own needs. | have always liked to create my own unique adaptations of creatures, classes, and items, but | believe in trying to keep things
balanced to what the game designers originally intended. | think that this keeps the game more balanced and therefore more enjoyable to
play in the long run. To help in this, | have either found or developed systems that break down the creation of certain core rules.

When 3" Edition came out, | wished to convert a Class that | developed for use with the 2" Edition rules. To my surprise, | found several
systems already developed for balancing a new Character Class. These systems worked well, but with the release of Edition 3.5 these
systems no longer function as intended. Therefore, | have attempted to follow other’s footsteps and put down my system for general use.

What follows is an attempt to create a point-based system that others can use to build Core Classes balanced against those published
within the Core Rulebooks. Using this system, the published Classes balance within a couple of points of each other (about a 1% difference
between the highest and lowest of the Classes). This system now also takes into account the Updated Psionic Classes detailed in the
Expanded Psionic Handbook.

This system was developed using the published Core Classes with no regard to different styles of play or campaign settings. Hopefully
this will make the system as unbiased as possible and help others balance their own created Core Classes. Unfortunately, this system was
designed to quantify and structurize a set of rules that were made using “common sense” and play testing, not a structured system. This
system works only to create alternate Core Classes, not Prestige Classes. If | have time, | will work on a separate system for Prestige
Classes. This system isn’t exactly perfect, but neither am |, nor is any other that | have seen, but it does seem to work. | hope you gain some
use from it. Feel free to send me any positive feedback or suggestions.

Thanks,

Greg Korynta
(Magecraft)



Methodology

A Class can be built in any order you wish, but | recommend that you begin by developing a brief overview for your Class. Once you
know the basic purpose and characteristics of your Class, it will be easier for your to determine the proper abilities and decide its relative
strengths and weaknesses.

Classes are built with this system by means of Class Points, or CP’s. Class attributes are broken down into four different groups: Base
Abilities, Special Abilities, Restrictions, and Mystical Abilities. The CP total from each group is added to determine the CP total for your Class,
which determines its relative strength. Classes designed to be equivalent to the published Core Classes have a limit of 215 CP. This limit can
be adjusted if you want your Class to be weaker or stronger than the published Core Classes.

Base Abilities
Determine the Hit Dice for the Class and add the corresponding CP value from Table BA1.

Determine the Weapon Proficiencies available to the Class and add the corresponding CP value from Table BA2. The proficiency values
are cumulative, so if the Class can use all simple weapons plus 4 different martial weapons, the cost would be 14 CP.

Determine the Armor Proficiencies available to the Class and add the corresponding CP value from Table BA3. The proficiency values
are cumulative, so if the Class can use both Light and Medium armor, the cost would be 25 CP. Proficiency with tower shield is not
included with the ability to use Shields and must be counted separately.

Determine how many Class Skills are available to the Class and add 1 CP for each Class Skill. Knowledge skills are counted as
separate skills, so if your Class has access to all Knowledge skills their cost would be 10 CP.

Determine how many Skill Points are available to the Class at each level and add 8.5 CP for each Skill Point. If using an odd amount of
Skill Points, round the CP total up to the next highest number.

Determine the Attack Bonus progression for the Class and add the corresponding CP value from Table BA6. Low attack progression is
equivalent to a Wizard (0,1,1,2,2...), Medium attack progression is equivalent to a Cleric (0,1,2,3,3...), and High attack progression is
equivalent to a Fighter (1,2,3,4,5...). For a complete listing of Attack Progressions, see Table E1 in the Extras section.

Determine the Saving Throw Bonus progression for the Class and add the corresponding CP value from Table BA7. High corresponds to
the number of saving throw categories that have a High saving throw progression (2,3,3,4,4...), Medium corresponds to an intermediate
progression (1,2,2,2,3...), with all others having a Low progression (0,0,1,1,1...). The Medium saving throw progression is not normally
used with the D&D system, but is used in other D20 systems and is included for such use. For a complete listing of Saving Throw
Progressions, see Table E2 in the Extras section.

Table BA1: Hit Dice Table BA2: Weapon Proficiency Table BA3: Armor Proficiency

Type CP Type CP Type CP

d4 5 Simple 10 Light 10
dé 10 Martial 15 Medium 15
d8 20 Per Individual* 1 Heavy 20
d10 30 Shields 7
d12 50 Tower S. 3

Table BA4: Class Skills

Table BAG6: Attack Progression

Type CP
Low 10

Table BA7: Save Progression

Type CP

Per Skill* 1 1 Med 8
Medium 17 1 High 10
Table BAS5: Skill Points per Level High 25 1 High, 1 Med 11
CP 2 High 12
Per Skill Pt* 8.5 2 High, 1 Med 14
3 High 16

Special Abilities

Special Abilities include all of the other abilities available to the Class, except the ability to cast magic or use psionics (which are covered
under Mystical Abilities). Special abilities can include bonuses to attack or saving throws, bonus Feats, new ways to use particular skills,
granted languages, exceptional, spell-like, or supernatural abilities, or any other ability that makes the Class unique.

Special Abilities are categorized into two separate types: Normal and Powerful.

Special Abilities that grant the ability to speak an additional language (such as Druidic) are unique and only cost 1 CP for each language.
Otherwise, the Class can grant the ability to learn specific additional languages for no cost.

Normal Abilities
Normal abilities are classified as any ability slightly stronger, equivalent, or below the power of a standard Feat. Most abilities gained by
the different Classes are considered Normal Abilities. A standard Feat is considered a +4 bonus to initiative, a +4 bonus to a single skill or



divided among several skills, 3 bonus hit points, a +2 bonus to a single type of save (such as Reflex), a +1 bonus to attack or Armor Class,
any Feat, a low level bonus spell or spell-like ability, or a +1 bonus to a single Ability score.

The ability to cast arcane spells in armor counts as a separate ability for each type of armor that can be ignored (or 4 abilities if able to
cast arcane spells using all types of armor and shields).

Access to a specific Domain of spells and the Domain’s granted ability counts as a Normal Ability, but does not grant the ability to cast
any extra spells (see Mystical Abilities below).

Normal abilities cost 1 CP per ability. Abilities that increase a number of times as the Class progresses are counted as separate abilities each
time the bonus is gained (a Barbarian’s Rage (1/day) and Rage (2/day) are counted as two separate abilities).

Powerful Abilities
Powerful abilities are classified as any ability that is significantly stronger than a normal Feat. Examples of Powerful Abilities are:

An ability that grants a bonus Feat or Ability that can be chosen from a list of 3 or more different abilities (such as a Fighter’s bonus Feats
or a high-level Rogue’s Special Abilities).

An ability that changes the character’s creature type or adds a template (such as the Monk’s Perfect Self).

The ability to Turn or Rebuke undead or any other ability can affect multiple creatures at once or has an area of effect.

An ability that grants the use of a spell or spell-like ability at will (such as the Paladin’s Detect Evil ability).

An ability that grants multiple points of Damage Reduction.

The ability to gain an animal companion, familiar, special mount, or other creature/character that can help the character.

An ability that grants any type of Spell Resistance.

An ability that grants any type of Immunity to some type of effect (such as the Paladin’s Aura of Courage or the Monk’s Timeless Body).
An ability that grants more than 5 points of Energy Resistance.

Access to a player chosen Domain of spells and the Domain’s granted ability counts as a Powerful Ability, but does not grant the ability to
cast any extra spells (see Mystical Abilities below).

Access to psionic Feats and Abilities by a normally non-psionic class counts as a Powerful Ability (such as the Wild Talent Feat for free).

Powerful abilities cost 2 CP per ability. Powerful Abilities normally do not increase as separate abilities as the Class progresses.

Determining the Total
Determine the Special Abilities gained by the Class at each level. Total the cost separately for abilities gained from 1* to 5" level, 6" to
10" level, and 11" level and beyond. Multiply the cost of the abilities gained by the Class from 1% to 5" level by 4, abilities gained from 6" to
10" level by 2, but abilities gained from 11" level and beyond are unmodified. Add all three modified totals together. This amount is the CP
cost of your Class’ Special Abilities.

Restrictions

In some cases, the Class may have restrictions against alignment or the use of abilities. These restrictions reduce the CP total for the
Class depending upon the severity of the restriction. A Class may have as many restrictions as you like, but each restriction needs to be
justified and cannot overlap an inherent restriction of an ability unless it significantly increases that restriction (such as the inherent restriction
against arcane spell casting in armor). Restrictions on a Special Ability of a Class cannot grant more CP than the cost of the ability itself.

Weak Restrictions limit the Class in some minor way and grant 4 CP each. Most (if not all) restrictions on Special Abilities are Minor
Restrictions. A Weak Alignment Restriction prevents the character from gaining additional levels without removing any of the Class’
abilities. Examples of Weak Restrictions include a Barbarian’s illiteracy, a Bard's alignment restriction, a Cleric’s inability to cast opposite
alignment spells, and a Paladin’s reduced ability to turn undead.

Average Restrictions limit the Class from a number of abilities and grant 6 CP each. A Limited Alignment Restriction may prevent the
gaining of levels and the use of one major or several regular Class’ abilities. A Weak Restriction that affects a majority of the Class’
abilities is also an example of an Average Restriction. Examples include a Bard’s music restriction or the Monk’s armor restriction.

Strong Restrictions limit the Class severely and grant 8 CP each. A Strong Restriction removes the major ability or abilities of the Class
or prevents the character from gaining additional levels if the restriction is abused. A Strong Restriction can affect the abilities of a
character temporarily or even permanently. Examples include a Cleric’s alignment restriction, a Druid’s natural armor restriction (due to
the stiff 24 hour penalty), or the Paladin’s multiclass restriction.

Determining the Total
Determine all of the Restrictions to the Class and total the amounts gained from each Restriction. This amount is the CP granted from all
of your Class’ Restrictions, reducing the overall cost of your Class.



Mystical Abilities

The most problematic ability to quantify is the ability of a Class to use magic or psionics. The ability to cast spells or use psionics grants
a Class with a greater amount of versatility than other Special Abilities. Because of the many variables involved with magic, it is harder to
calculate the value of magic to a Class. Depending upon what level of spells or abilities are available to the Class and when the Class gains
these abilities, Mystical Abilities can cost from a little to a lot of CP. If the Class can use multiple Mystical Abilities, such as being able to cast
both Arcane and Divine magic, you must calculate each type of ability separately.

Unless modified by another ability, Mystical Abilities have certain inherent restrictions: A spellcaster requires 8 hours of rest and 1 hour
of preparation per day to regain or prepare spells. An arcane spellcaster suffers from the possibility of spell failure when casting spells with a
somatic component while wearing armor. Bonus spells and power points are based upon one of the three non-physical ability scores
(Intelligence for the results of training, Wisdom for judgement or common sense, and Charisma for innate, wild, or untrained force of will).

Calculating the CP cost of Mystical Abilities is broken down into separate costs depending upon its type. The CP cost of spellcasting is
equal to the Ability Cost plus the Spells / Points Available times the Total Spell Multiplier (or CP = AbC + S/P x TSM, rounded up). The CP
cost of psionic use is equal to the Ability Cost plus the Spells / Points Available times the Total Psionic Multiplier plus the Abilities Known
Amount times the Total Psionic Multiplier (or CP = AbC + S/P x TPM + AK x TPM, rounded up). Each portion of these costs is broken down in
detalil below.

Ability Cost (AbC): Determine the type of ability you are calculating for your Class: Arcane Spell Ability, Divine Spell Ability, or Psionic Ability.
Find the relevant cost from Table MAL.

Spells / Points Available (S/P): Determine the total amount per day of spells that can be cast or the psionic power points available to your
Class at 20" level, including Domain spells if appropriate. For spellcasting, your S/P is equal to this number. For psionics, your S/P is
equal to this number multiplied by the Spells / Points multiplier from Table MA8, rounded up. Abilities can be laid out in two different
ways: Even and Decreasing. Even means that at 20" level, the abilities gained are evenly distributed between the ability levels.
Decreasing means that at 20" level, the abilities are distributed in an even, but decreasing manner between the ability levels giving the
Class more lower-level abilities than higher level ones. There is no cost difference between the two different forms, but the D&D system
generally uses Even distribution for Arcane spellcasting and Decreasing distribution for Divine spellcasting. Domain spells are normally
not interchangeable with normal spells and require their own spell slots. Divine Spellcasters with access to Domains must choose how
many spells of each level are considered Domain spells, and each spell level must have at least one or more Domain spell slot(s)
allocated to it.

Multipliers (TSM, TPM) & Abilities Known (AK): The Total Spell Multiplier and Total Psionic Multiplier are composed of several different
modifiers and have to be calculated by following the steps below. Abilities Known differs depending if you are calculating a spellcasting
or psionic ability and is also presented below.

Start: All multipliers beginat1. (TSM =1, TPM = 1)

Ability Type: Determine the type of ability you are granting your Class and find the relevant multiplier from Table MA2. Multiply your
Total multiplier by this amount (TSM x # or TPM x #). Normally, this type will be the same as the one you chose for your Ability Cost
above, however, arcane abilities are separated into two different types, Arcane and Limited Arcane. Limited Arcane grants the ability to
use arcane spells that do not cause direct damage (such as the Bard).

List Type: Determine the list of powers (spells or psionic powers) available for your Class and find the relevant multiplier from Table MA3
based on the size of your list. Multiply your Total Multiplier by this number (TSM x # or TPM x #). A Large list of powers has an average
of 30+ spells per level for Arcane spells, 20+ for Divine spells, or 17+ for Psionic powers (such the Sorcerer/Wizard list, ~37 per level, the
Cleric list, ~22 per level, or the Psion list, ~18 per level). A Medium list of powers has an average of 20-30 spells per level for Arcane,
15-20 for Divine spells, or 10-16 for Psionic powers (such as the Bard list, ~23 per level, the Druid list, ~17 per level, or the Psionic
Warrior, ~16 per level). A Small list of powers has an average of less than 20 for Arcane spells, less than 15 for Divine spells, or less
than 10 for Psionic powers (such as the Paladin and Ranger lists, ~12 per level). Arcane lists do not normally contain healing spells and
Divine lists normally lack a large arsenal of direct damage spells.

Casting Type: Determine the method of casting your Class will have and find the relevant multiplier from Table MA4. Multiply your Total
Spell Multiplier by this amount (TSM x #). Skip this step if you are calculating a psionic ability. Normal casting requires the character to
prepare spells for the day in advance. Fast casting allows the character to choose the spell to be cast when it is being cast and does not
allow the character to prepare spells in advance, forcing the character to increase the casting time to cast metamagic spells.

Abilities Known: This number differs depending upon the type of Mystical Ability you are calculating.

Spellcasters: Determine how many spells your Class can know at each spell level. Find the relevant multiplier from Table MAS5
based upon the progression of spells known to spells available to cast per level. Multiply your Total Spell Multiplier by this amount
(TSM x #).

Unlimited allows the Class to know an unlimited amount of spells at each level. Arcane casters gain four 1* level spells plus a
number of spells equal to the relevant ability modifier at 1* level and two spells for free at each Class level afterwards. Divine
casters have access to any spell on their list. Arcane spellcasters with Unlimited access to spells are also required to record
their spells in a spellbook or similar type of device, and cannot regain their spells without it.

Even gives the Class an amount of spells known equal to 1¥times the amount of spells that can be cast at each spell level
(rounded up).

Reduced gives the Class an amount of spells known equal to 1%times the amount of spells that can be cast at the first spell
levels (rounded up), which are reduced to an equal amount of spells that can be cast at higher spell levels. (Example: Bard)



Dropping gives the Class an amount of spells known equal to the amount of spells that can be cast at the first spell levels and
drops down to ¥4he amount of spells that can be cast at higher spell levels. (Example: Sorcerer)

Individual levels for any but Unlimited can be modified to suit the needs of the Class, but only on a one-for-one basis by moving from
a higher level to a lower level. Unless the Abilities Known amount is Unlimited, every time a new spell level is gained, the Class
may choose to learn a new spell in place of one spell already known by the character up to one level below the new spell level
gained. (For more details, see the description under the Bard or Sorcerer entry in the Player’'s Handbook.)

Psionics: Determine the total number of Psionic powers available to your Class at 20" level. Multiply this number by the Abilities
Known Multiplier from Table MA8 and round up. This number is your Abilities Known (AK) amount.

Start Level: Determine the level that your Class gains the ability to use a 1®-Level ability (spell or psionic power, or O-level ability if the
Class doesn’t gain a 1*-Level ability) and find the relative multiplier from Table MA6. Multiply your Total multiplier by this number (TSM x
#or TPM x #).

Max Level: Determine the maximum ability level gained by your Class (spell level or psionic power level) and find the relative multiplier
from Table MA7. Multiply your Total multiplier by this number (TSM x # or TPM x #).

0-Level: Determine if your Class gains spells of a new spell level initially or if it has levels that it only gains bonus spells (such as the
Bard or Paladin). Find the relative multiplier from Table MA9. Multiply your Total Spell Multiplier by this number (TSM x #). Skip this
step if you are calculating a psionic ability. The number of levels chosen for this multiplier affect every new spell level the Class receives
and will slow down spell advancement dramatically.

Determining the Total
Determine the CP cost for the Mystical Ability by the method shown above. The CP cost of spellcasting is equal to the Ability Cost plus
the Spells / Points Available times the Total Spell Multiplier (or CP = AbC + S/P x TSM, rounded up). The CP cost of psionic use is equal to
the Ability Cost plus the Spells / Points Available times the Total Psionic Multiplier (rounded up) plus the Abilities Known Amount times the
Total Psionic Multiplier (or CP = AbC + S/P x TPM + AK x TPM, rounded up). Remember, if the Class has more than one Mystical Ability, you
must calculate each ability separately.

Table MA1: Ability Cost Table MA2: Ability Type Table MA3: Spell List Type
Arcane 5 Arcane 3 Large 1.00
Divine 5] Divine 1 Medium 0.65
Psion 5 L Arcane* 15 Small 0.45
Psion 1
Table MA4: Casting Type Table MA5: Spell Abilities Known Table MA9: 0-Spell Levels
Fast 1.15 Unlimited 1.0 None 1.00
Normal 1.00 Even 0.9 1 0.85
Reduced 0.8 2+ 0.70
Dropping 0.7
Table MAS8: Psionic Multipliers Table MAG6: Starting 1st-Level Ability Table MA7: Maximum Ability Level
Type Multiplier Max Level Multiplier
Spells/Points (S/P) 0.14 1 1.00 0 0.1
Abilities Known (AK) 1.75 2 0.90 1 0.2
3 0.80 2 0.3
4 0.70 3 0.4
5 0.60 4 0.5
6 0.55 5) 0.6
7 0.50 6 0.7
8 0.45 7 0.8
9 0.40 8 0.9
10 0.35 9 1.0
11 0.30
12+ 0.25



A Bit More Detail

Understandably, this system can get a bit complex, especially if you're creating a Class with any type of Mystical Ability. To ease in
understanding, the following is an example of how to use this system to create a Class using the established Core Bard as a reference. The
system can be followed in any order you wish, but as Mystical Abilities are the hardest to follow, | will start there.

Mystical Ability: Spellcasting

Ability Cost is based upon the type of ability the Class has. Since the Bard casts arcane spells, we use the cost for Arcane spellcasting
which Table MAL1 lists as 5 CP. We record this as the value for AbC.

Spells / Points Available is based upon how many spells the Class will be able to cast at 20" level. At 20" level, the Bard can cast 4
spells of each spell level (Even spell distribution). Adding all the levels together, it gives us an S/P value of 28, which we record.

This leaves only one value left to calculate, the Total Spell Multiplier (TSM). This value is actually made up of several values, so we
continue following the rules which state that all multipliers begin at 1. Therefore, our initial TSM is 1.00.

The Bard can only cast arcane spells of a non-direct damage nature. Because of this, the Bard’s Ability Type is considered Limited
Arcane. Table MAZ2 lists the multiplier for Limited Arcane spells as 1.5, so our TSM becomes 1.5 also (1.00 x 1.5 = 1.50).

The Bard spell list averages around 23 different spells per spell level. This falls between 20 and 30 arcane spells, so it classifies as a
Medium spell list. Table MA3 lists the multiplier for a Medium spell list as 0.65, so our TSM becomes 0.975 (1.50 x 0.65 = 0.975).

The Bard can cast his spells spontaneously, which the system classifies as Fast casting. Table MAA4 lists the multiplier for Fast casting
as 1.15, so our TSM becomes 1.12 (0.975 x 1.15 = 1.12). Because of this, the Bard cannot prepare spells in advance and must increase the
casting time required to cast a metamagic spell.

The Bard has access to only a limited number of spells per spell level. At 20" level, the Bard has access to a number of spells that
qualifies as Reduced Knowledge (6/5/5/5/5/5/4, 6-1% level spells = 1¥x # castable, 4-6" level spells = 1 x # castable). Table MAS lists the
multiplier for Reduced as 0.80, so our TSM becomes 0.897 (1.12 x 0.80 = 0.897). Because the Bard is limited in his knowledge of spells, he
does not require a spellbook or other means to regain his spells, he needs only to rest.

Although the Bard has access to spells at 1% level, he does not gain access to a 1¥ level spell until his 2™ Class level. Table MAG lists
the multiplier for Class Level 2 as 0.90, so our TSM becomes 0.807 (0.897 x 0.90 = 0.807).

The Bard can only learn up to 6" level spells. Table MA7 lists the multiplier for a Max Level of 6 as 0.70, so our TSM becomes 0.565
(0.807 x 0.70 = 0.565).

Because the Bard does not have a Psionic ability, we get to skip the Mode Multiplier section and our TSM remains unchanged.

The Bard is not initially granted the ability to cast a 1* level spell. For 1 level he only gains access to bonus spells. This qualifies as a 0-
Level of 1. Table MAQ lists the multiplier for 1 Level as 0.85, so our TSM becomes 0.48 (0.565 x 0.85 = 0.48).

We now have all of the pieces required to calculate the cost of spellcasting for the Bard. We have ended up with an AbC value of 5, an
S/P value of 28, and a TSM value of 0.48. Using the formula given, this gives us a cost for our Mystical Ability as 19 CP (0.48 x 28 = 13.44,
rounded up to 14, + 5 = 19 CP), which leaves us 196 CP for the rest of the Bard’s abilities.

Base Abilities

The Bard uses a d6 for Hit Dice, which costs 10 CP (Table BA1). He can use all Simple weapons (10 CP) plus six others (6 CP), which
totals to a cost of 16 CP (Table BA2). He can wear Light Armor (10 CP) and use Shields (7 CP), which totals to a cost of 17 CP (Table BAS3).
The Bard has access to 24 skills plus all Knowledge skills (or 34 total skills) for a total of 34 CP (Table BA4) and gains 6 Skill points per level
for 51 CP (Table BA5). He uses the same attack progression as a Cleric, which qualifies as a Medium Attack Progression for a cost of 17 CP
(Table BAG6) and has two High Save Progressions (Reflex and Will saves) that cost 12 CP (Table BA7).

Totaling these costs together, we find that the Base Abilities of the Bard cost a total of 157 CP. Combining the cost of Mystical Abilities
and Base Abilities gives the Bard a total cost of 176 CP, leaving us 39 CP for the Bard’s Special Abilities barring Restrictions.

Special Abilities and Restrictions

The Bard has the ability to cast his spells while wearing light armor without any chance of spell failure. As this is not a normal quality of
an arcane spellcaster and is reasonably the same strength as a normal feat, this qualifies as a Normal ability (1 CP) gained at 1% level.

The Bard gains the use of Bardic Knowledge, which is equivalent to a special Knowledge skill usable on anything. This ability is also
equivalent to the strength of a normal feat, therefore it qualifies as a Normal ability (1 CP) gained at 1* level.

The Bard gains the ability to use Bardic Music once per day per level. This ability gives the Bard access to several different powers that
are all relatively equivalent to a normal feat while the limitation of only using it once per day effectively counters the amount of different powers
available, therefore it qualifies as a Normal ability (1 CP) gained at every level. The fact that the Bard must have a required number of ranks
in the Perform skill would be an additional restraint. Since Perform is a Class skill, this would be a Weak Restraint but as this is a major
Special Ability of the Class (gained at every level), this is increased to an Average Restraint (6 CP).

The Bard must retain a non-lawful alignment or cannot continue to gain in levels, however as he loses no abilities if he changes
alignment, this qualifies as a Weak Restriction (-4 CP).

Totaling the values of the Special Abilities together from 1% to 5" level, 6 to 10" level, and 11" level and beyond gives us totals of 7, 5,
and 10 CP respectively. To get the total cost of the Special Abilities, we multiply the first total by 4 for a value of 28 CP, we multiply the
second total by 2 for a value of 10 CP, while keeping the last total unmodified at 10 CP. Adding these values and the bonuses granted from
Restrictions together, we get a final value for Special Abilities and Restrictions of 38 CP.

Totaling the values from all three categories gives us a total cost for the Class of 215 CP, which is exactly what we need. Were we
creating a Class from scratch, this total would probably have been greater or less than our goal of 215 CP, which would have required us to
tweak the Class until we reached our goal.

Closing Thoughts

Even with a point-based system, you still need to use a bit of common sense and judgment to make an entertaining and usable Class.
Hopefully this system will help you in your endeavors. Special thanks to Khepri of Shadowcraft Studios, the creator of the Class Construction
Engine, and to Hamilton Meyer, the creator of ClassCalc. Both have created fine systems that | have used many times in the past and without
which | would have had to make this system much earlier.



Checking the System

The following listing breaks down all of the published classes and how they would add up when created with this system. In addition,
each Class’ Special Abilities are broken down to show you how they are evaluated with this system. Specific information on those abilities is
listed in the Player’s Handbook and the Psionics Handbook. Without them, you really won't have any need of this system in the first place.

Weapon Armor Skill Pts / Class Attack Saves Subtotal Special TOTAL Variance
Prof Prof Level Skills Bonuses Abilities
Barbarian 50 25 32 34 9 25 10 185 30 215 0
Bard 10 16 17 51 34 17 12 157 57 214 -1
Cleric 20 10 52 17 9 17 12 137 77 214 -1
Druid 20 9 32 34 13 17 12 137 78 215 1]
Fighter 30 25 55 17 7 25 10 169 46 215 0
Monk 20 13 0 34 18 17 16 118 97 215 0
Paladin 30 25 52 17 10 25 10 169 46 215 0
Ranger 20 25 17 51 19 25 12 169 46 215 0
Rogue 10 15 10 68 29 17 10 159 56 215 0
Sorcerer 5 10 0 17 6 10 10 58 158 216 1
Wizard 5 5 0 17 15 10 10 62 153 215 0
Psion 5 6 1] 17 18 10 10 66 149 215 0
Psi Warr 20 25 52 17 10 17 10 151 64 215 0
Soulknife 30 11 17 34 12 17 12 133 81 214 -1
Wilder 10 10 17 34 17 17 10 115 101 216 1
Average 215
Class Breakdown
Barbarian Abilities Extra Specials Description
Fast Move 1 Norm 1 Increased Speed
Rage 2 1 3 Norm 2 1 3 Temporary Increased Abilities (6)
Uncanny Dodge 1 Norm 1 No Flat Foot
Trap Sense 1 2 3 Norm 1 2 3 Increased Protection against Traps (6)
Improved Uncanny Dodge 1 Norm 1 No Flanking
Damage Reduction 1 4 Norm 1 4 Damage Reduction (5)
Greater Rage 1 Norm 1 Increased Rage Abilities
Indomitable Will 1 Norm 1 Bonus against Enchantments
Tireless Rage 1 Norm 1 No Fatigue after Rage
Mighty Rage 1 Norm 1 Increased Rage Abilities
Alignment Restriction -8 Strong Ex-class -- Lose Rage (Non-lawful)
Armor Restriction -4 Weak Lose Fast Move
llliterate -4 Weak Must learn to Read and Write
Total -16 24 8 14
CP 30
Bard Abilities Extra Specials Description
Spell Capability 19 Arcane Spells, Cast 28, Fast Cast, Limited List
Armor Ability 1 Norm 1 No Spell Failure in Light Armor
Bardic Knowledge 1 Norm 1 Possible Knowledge of anything
Bardic Music 5 5 10 Norm 5 5 10 Multiple Abilities
Alignment Restriction -4 Weak Ex-class -- No loss (Non-lawful)
Music Restriction -6 Avg Verbal, Must have required Perform ranks to use
Total 9 28 10 10
CP 57



Cleric Abilities Extra Specials Description

Spell Capability 61 Divine Spells, Cast 56, Know Unlimited, Full List
Bonus Language Celestial, Abyssal, Infernal
Aura of Alignment Radiate alignment vs. Magic Circle
Domains 2 Power 4 Domain Access & Power (2)
Spell Substitution 1 Norm 1 Replace spell w/ Healing
Turn Undead 1 Power 2 Turn undead ability
Alignment Restriction -8 Strong Ex-class -- Lose All (Close to Diety's)
Spell Restriction -4 Weak Cannot cast opposite alignment spells
Total 49 28 0 0
CP 77
Druid Abilities Extra Specials Description
Spell Capability 36 Divine Spells, Cast 47, Know Unlimited, Limited List
Bonus Language 1 Special Druidic for Free, Sylvan
Spell Substitution 1 Norm 1 Replace spell w/ Summoning
Animal Companion 1 Power 2 Animal Companion
Nature Sense 1 Norm 1 Increased Skills
Wild Empathy 1 Norm 1 Diplomacy with animals
Woodland Stride 1 Norm 1 No movement penalties in natural surroundings
Trackless Step 1 Norm 1 Cannot be tracked
Resist Nature's Lure 1 Norm 1 Bonus against Fey
Wild Shape 1 3 2 Norm 1 3 2 Transform to animal (6)
Large Wild Shape 1 Norm 1 Transform to Large animal
Venom Immunity 1 Power 2 Immune to poisons
Tiny Wild Shape 1 Norm 1 Transform to Tiny animal
Plant Wild Shape 1 Norm 1 Transform to plant
Thousand Faces 1 Power 2 Alter appearance at will
Huge Wild Shape 1 Norm 1 Transform to Huge animal
Timeless Body 1 Power 2 Immune to aging
Elemental Wild Shape 3 Norm 3 Transform to elemental (3)
Huge Elemental Shape 1 Norm 1 Transform to Huge elemental
Alignment Restriction -8 Strong Ex-class -- Lose All (Any Neutral)
Armor Restriction -8 Strong Non-metal armor or lose spells for 24 hrs
Spell Restriction -4 Weak Cannot cast opposite alignment spells
Total 17 36 12 13
CP 78
Fighter Abilities Extra Specials Description
Bonus Feat 5 Power 6 6 10 Bonus Feat from large list (11)
Total (0] 24 12 10
CP 46
Monk Abilities Extra Specials Description
Flurry of Blows 2 1 1 Norm 2 1 1 Extra strike, reduce penalty, additional strike
Unarmed Strike 3 1 3 Norm 3 1 3 Always armed, Extra damage (6)
Armor Class Bonus 2 1 2 Norm 2 1 2 Bonus to AC, Increased Protection (4)
Bonus Feat 2 1 Norm 2 1 Bonus Feat from small list (3)
Evasion 1 Norm 1 All or nothing from Reflex damage
Fast Move 1 2 3 Norm 1 2 3 Increased Speed (6)
Still Mind 1 Norm 1 Bonus against Enchantment
Ki Strike 1 1 1 Norm 1 1 1 Unarmed attacks defeat Damage Resistance (3)
Slow Fall 1 3 5 Norm 1 3 5 Reduced falling damage (9)
Purity of Body 1 Power 2 Immune non-magical disease
Wholeness of Body 1 Norm 1 Healing 1/day
Improved Evasion 1 Norm 1 Half or nothing from Reflex damage
Diamond Body 1 Power 2 Immune to poison
Abundant Step 1 Norm 1 Change positions 1/day
Diamond Soul 1 Power 2 Spell Resistance
Quivering Palm 1 Norm 1 Death attack 1/wk
Timeless Body 1 Power 2 Immune to aging
Tongue of Sun and Moon 1 Norm 1 Speak with any living creature
Empty Body 1 Norm 1 Become Ethereal for a time
Perfect Self 1 Power 2 Become native outsider
Alignment Restriction -4 Weak Ex-class -- No loss (Any lawful)
Armor Restriction -6 Avg Lose Flurry, AC, Fast Move, Evasion, Imp Evasion
Multiclass Restriction -8 Strong Cannot continue gaining levels
Total -18 64 24 27
CP 97



Paladin Abilities Extra Specials
Spell Capability 7
Aura of Good
Detect Evil 1 Power
Smite Evil 2 1 2 Norm
Divine Grace 1 Norm
Lay on Hands 1 Norm
Aura of Courage 1 Power
Divine Health 1 Power
Turn Undead 1 Power
Special Mount 1 Power
Remove Disease 2 3 Norm
Alignment Restriction -8 Strong
Association Restriction -8 Strong
Multiclass Restriction -8 Strong
Turning Restriction -4 Weak
Total -21
CP 46
Ranger Abilities Extra Specials
Spell Capability 7
Favored Enemy 2 1 2 Norm
Track 1 Norm
Wild Empathy 1 Norm
Combat Style 1 Norm
Endurance 1 Norm
Animal Companion 1 Power
Improved Combat Style 1 Norm
Woodland Stride 1 Norm
Swift Tracker 1 Norm
Evasion 1 Norm
Combat Style Mastery 1 Norm
Camouflage 1 Norm
Hide in Plain Sight 1 Norm
Armor Restriction -4 Weak
Companion Restriction -4 Weak
Total -1
CP 46
Rogue Abilities Extra Specials
Sneak Attack 3 2 5 Norm
Trap Finding 1 Norm
Evasion 1 Norm
Trap Sense 1 2 3 Norm
Uncanny Dodge 1 Norm
Improved Uncanny Dodge 1 Norm
Special Ability 1 3 Power
Total o]
CP 56
Sorcerer Abilities Extra Specials
Spell Capability 150
Familiar 1 Power
Total 150
CP 158
Wizard Abilities Extra Specials
Spell Capability 125
Bonus Language
Familiar 1 Power
Scribe Scroll 1 Norm
Bonus Feats 1 1 2 Power
Total 125
CP 153

Description
Divine Spells, Cast 12, Begin at 4th Level, Limited List
Radiate alignment vs. Magic Circle
Detect evil at will
Increased attack and damage (5)
Increased Protection
Healing 1/day
Immune to Fear
Immune to all disease
Turn undead ability
Animal Companion
Remove disease 1/wk (5)
Ex-class -- Lose All (LG)
Code of Conduct / Cannot associate with evil characters
Cannot continue gaining levels
Reduced Level for Turning
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Description
Divine Spells, Cast 12, Begin at 4th Level, Limited List
Increased Abililities against enemy type (5)
As Feat
Diplomacy with animals
Bonus Feat from small list
As Feat
Animal Companion
Bonus Feat from small list
No movement penalties in natural surroundings
No tracking penalty for normal speed
All or nothing from Reflex damage
1 Bonus Feat from small list
1 Hide in natural terrain without cover
1 Hide in natural terrain while watched
Lose combat styles
Reduced Level for Companion
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Description
Extra Damage (10)
Ability to locate Traps
All or nothing from Reflex damage

Increased Protection against Traps (6)

No Flat Foot
1 No Flanking
Bonus Ability from large list (4)
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Description
Arcane Spells, Cast 60, Fast Cast, Full List
2 Animal Companion
8 0 0

Description
Arcane Spells, Cast 40, Know Unlimited, Full List
Draconic
Animal Companion
As Feat
Bonus Feat from large list (4)
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Psion Abilities Extra Specials Description

Psionic Capability 117 Psionic, Points 343, Know 36

Discipline 1 Power 2 Access to Specialty Discipline

Bonus Feats 2 1 2 Power 4 2 4 Bonus Feat from large list (5)
Total 117 24 4 4

CP 149

Psionic Warrior Abilities Extra Specials Description
28

Psionic Capability Psionic, Points 127, Know 20, Start 2nd, Max 6th

Bonus Feats 3 1 4 Power 6 2 8 Bonus Feat from large list (8)
Total 28 24 4 8
CP 64
Soulknife Abilities Extra Specials Description
Mind Blade 2 1 3 Power 4 2 6 Create Psionic Weapon, Enhancement (5)
Weapon Focus 1 Norm 1 As Feat
Wild Talent 1 Power 2 As Psionic Feat
Throw Mind Blade 1 Norm 1 Use Mind Blade as Ranged Weapon
Psychic Strike 1 1 3 Norm 1 1 3 Extra Damage (5)
Free Draw 1 Norm 1 Create Mind Blade Quicker
Shape Mind Blade 1 Norm 1 Change Mind Blade Form
Mind Blade Enhancement 2 2 Power 4 4 Add Weapon Enhancement to Mind Blade
Speed of Thought 1 Norm 1 As Feat
Bladewind 1 Power 2 Mind Blade Attacks All in Range
Greater Weapon Focus 1 Norm 1 As Feat
Knife to the Soul 1 Norm 1 Substitute Ability Damage with Psychic Strike
Multiple Throw 1 Norm 1 Throw Multiple Mind Blades
Total (0] 44 22 15
CP 81
Wilder Abilities Extra Specials Description
Psionic Capability 74 Psionic, Points 343, Know 11
Wild Surge 2 1 3 Norm 2 1 3 Increase Manifester Level
Psychic Enervation -4 Weak Part of Wild Surge
Elude Touch 1 Norm 1 AC Bonus
Surging Euphoia 1 2 Norm 1 2 Surge Bonus
Volatile Mind 1 1 2 Norm 1 1 2 Resistance to Telepathy
Total 70 20 4 7

CP 101

Type Spells / Ability Spell Casting Abilites 0-Spell Total
Points Type List Type Known Levels Multiplier
Bard Arcane 28 L Arcane Medium Fast Reduced 2 6 1 0.48
5 15 0.65 1.15 0.80 0.90 0.70 0.85 14 19
Cleric Divine 56 Divine Large Normal Unlimited 1 9 0 1.00
5 1 1.00 1.00 1.00 1.00 1.00 1.00 56 61
Druid Divine 47 Divine Medium Normal Unlimited 1 9 0 0.65
5 1 0.65 1.00 1.00 1.00 1.00 1.00 31 36
Paladin Divine 12 Divine Small Normal Unlimited 4 4 2 0.11
5 1 0.45 1.00 1.00 0.70 0.50 0.70 2 7
Ranger Divine 12 Divine Small Normal Unlimited 4 4 2 0.11
5 1 0.45 1.00 1.00 0.70 0.50 0.70 2 7
Sorcerer Arcane 60 Arcane Large Fast Dropping 1 9 0 2.42
5 & 1.00 1.15 0.70 1.00 1.00 1.00 145 150
Wizard Arcane 40 Arcane Large Normal Unlimited 1 9 0 3.00
5 3 1.00 1.00 1.00 1.00 1.00 1.00 120 125
Psion Psion 343 Psion Large 36 1 9 1.00
5 49 1 1.00 63 1.00 1.00 112 117
Psi Warr Psion 127 Psion Medium 20 2 6 0.41
5 18 1 0.65 &5 0.90 0.70 23 28
Wilder Psion 343 Psion Large 11 1 9 1.00
5 49 1 1.00 20 1.00 1.00 69 74
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Extras

Table E1: Attack Progression Table E2: Saving Throw Progression

Level Low Med High Level Low Med High
1 +0 +0 +1 1 +0 +1 +2
2 +1 +1 +2 2 +0 +2 +3
3 +1 +2 +3 3 +1 +2 +3
4 +2 +3 +4 4 +1 +2 +4
5 +2 +3 +5 5 +2 +3 +4
6 +3 +4 +6/ +1 6 +2 +3 +5
7 +3 +5 +7/ +2 7 +3 +4 +5
8 +4 +6/ +1 +8/ +3 8 +3 +4 +6
9 +4 +6/ +1 +9/ +4 9 +4 +5 +6
10 +5 +7/ +2 +10/ +5 10 +4 +5 +7
11 +5 +8/ +3 +11/ +6/ +1 11 +5 +6 +7
12 +6/ +1 +9/ +4 +12/ +7/ +2 12 +5 +6 +8
13 +6/ +1 +9/ +4 +13/ +8/ +3 13 +6 +7 +8
14 +7/ +2 +10/ +5 +14/ +9/ +4 14 +6 +7 +9
15 +7/ +2 +11/ +6/ +1 +15/ +10/ +5 15 +7 +8 +9
16 +8/ +3 +12/ +7/ +2 +16/ +11/ +6/ +1 16 +7 +8 +10
17 +8/ +3 +12/ +7/ +2 +17/ +12/ +7/ +2 17 +8 +9 +10
18 +9/ +4 +13/ +8/ +3 +18/ +13/ +8/ +3 18 +8 +9 +11
19 +9/ +4 +14/ +9/ +4 +19/ +14/ +9/ +4 19 +9 +10 +11
20 +10/ +5 +15/ +10/ +5 +20/ +15/ +10/ +5 20 +9 +10 +12
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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.

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.

Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

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.

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.

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.

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.

Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

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.

Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

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.

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.

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.

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.

COPYRIGHT NOTICE: Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. licensed for public use under the terms of the Open Game License v 1.0a; 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, based on original material by E. Gary Gygax and Dave Arneson.
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