-

= Dw Ns& 'RAGONS ‘

N, o






DUNGEONS & DRAGONS

FIFTH EDITION

BY

ERICK LEEEDWARDS

BASEDON THE WORKSOF
E.GARY GYGAX, DAVE ARNESON MONTE COOK, JONATHAN TWEET, KIP WILLIAMS,

AND MANY OTHERS

SECOND PRINTING 7 MAY 2010






TABLE OF CONTENTS

Table of Contents

Tables iii
Introduction 1
Character Generation 3
Generating Ability Scores 3
Selecting a Race 3
Selecting an Alignment 3
Determining Vital Statistics 3
Selecting Traits 3
Character Creation Worksheet 5
Character Advancement 7
Basic Traits 8
Spellcasting Traits 10
Advancing Traits 11
Optional Basic Traits 11
Optional Partial -Level Spellcasting Traits 11
Optional Component Spellcasting Traits 12
Optional Bonus Feats 14
Optional Weapon Skills 14
Optional Level Determination 15
Pre-Characters 15
High -Level Character s 16
Character Creation and Advancement Example 17
Special Abilities 19
Ist-Level Special Abilities 19
2nd-Level Special Abilities 24
3rd-Level Special Abilities 26
4th -Level Special Abilities 27
5th-Level Special Abilities 28
6th -Level Special Abilities 29
7th-Level Special Abilities 32
8th -Level Special Abilities 33
9th -Level Special Abilities 36
10th-Level Special Abilities 38
11th-Level Special Abilities 41
12th-Level Special Abilities 43
13th-Level Special Abilities 45
14th-Level Special Abilities 47
15th-Level Special Abilities 50
16th-Level Special Abilities 53
17th-Level Special Abilities 55
18th-Level Special Abilities 57
19th-Level Special Abilities 58
20th -Level Special Abilities 59
Adding New Special Abilities 61
Changes to Core Rules 62
The Basics, Races, and Decription 62
Classes 62
Skills 62




Feats 62
Magic ltems 62
Equipment & Special Materials 64
Combat 64
Condition Summary 64
Special Abilities 64
Magic Overview 64
Spell Lists & Domains 64
Spells 65
Monsters 67
Types & Subtypes 67
Improving Monsters 67
Monster Feats 67
Monsters as Races 67
Carrying, Movement, & Exploration 67
Surroundings, Weather, & Environment 67
Traps 67
Treasure 67
Planes 67
Epic Rules 67
Psionic Rules 67
Experience Awards 67
Simplified XP Awards 67
O"1-O0RT EET co ! AOAT AAT AT & 70
Instance -Based Advancement 70
Basic Character Class Builds 75
Variant Rules 76
Races 76
Classes 76
Building Characters 76
Adventuring 76
Magic 76
Campaigns 77
Spell Points 78
Preparing Spells 78
Casting Spells 79
Metamagic and Spell Points 79
Multiclass Spellcasters 80
Miscellaneous Issues 80
Spell Point Variant: Vitalizing 80
Appendix I: A Radical Departure 88
New Skills 90
New Feats 93
Putting It All Together 95
Index of Special Abilities 99




TABLES

Table 1: Starting Character Traits

Table 2: Character Level Determination

Table 3: Basic Traits

Table 4: Prestige Class Level Determination

10

Table 5: Spellcasting Traits

11

Table 6: Optional Basic Traits

11

Table 7: Optional Spellcasting Traits

11

Table 8: Component Spellcasting Traits

13

Table 9: Pre-Character Level Determination

16

Table 10: Loremaster Secrets

34

Table 11: XP Awards

Table 12: Converting CR

Table 13: Career Experience Points

68
69
70

Table 14: Instance -Based Advancement Costs

72

Table 15: Instance-Based Advancement Criteria and Checks

73

Table 16: Experience Point Costs for Basic Character Class Builds
Table 17: Expanded Spellcaster Level Chart

75

82

Table 18: Expanded Bonus Spell Points (Spellcasters)

85

86

Table 19: Expanded Bonus Spell Points (Bard)
Table 20: Expanded B onus Power Points (Psion)

87

Table 21: Character Level Limits

89

Table 22: Basic Traits

Table 23: Spell Preparation (Arcane) Feat (Spells Per Day)

Table 24: Spell Preparation (Divine) Feat (Spells Per Day)

89
94
95







INTRODUCTION

The Dungeons and DragonsFifth

Edition is a set of variant rules
applied to the D&D 3.5 System
Reference Document for use in a

modified D&D campaign featuring a
purchase advancement system, the
spell point magic system,new ways
to award experience, and other

changes

The purchase advancement system
eliminates the concept of character
class almost entirely by allowing
players to purchase exactly what
bonuses, abilities, and traits they
desire for their characters. Under
the normal rule system, new
character capabilities are granted
wholesale at every rise in character
level. Under this ruleset, characters
are advanced incrementally and the
concept of character level exists
only to determine how many
experience points to award for
encounters. Furthermore, there is
no character level to limit the
abilites of the character. The

magical items is included here. A
1 EIl EOAA OODPI T OAT Al
system is detailed that can allow
magic users more flexibility in
spellcasting. Unlike other attempts
at spontaneous spellcasting systems
by a number of game designers, this
one is extremely easy to implement
and requires little  additional
bookkeeping or number crunching.
Three new systems for granting
experience points are detailed in
this ruleset. The first simplifies the

normal method of awarding
AgpAOEAT AA AU

xI OOE®

1,000 XP regardless of the

AEAOAAOAOEO AdmdAIl
D&D3.5E, it takes a character 1,000
XP times his current level to reach
the next level of experience.
Normally, experience awards must
increase if thirteen to fourteen
significant encounters are enough
for a character to reach the next
experience level. In this ruleset,
this progression is not followed.

It is my intention that this ruleset
1@ GifferénbehdughAcicanbiifile end
entirely new form of Dungeons and
Dragons, while retaining enough of
the character of D&D 3.5E to permit
the vast corpus of gaming resources
for this game to continue to be
useful to your gaming group.
Indeed, the normal class system of
D&D 3.5E is subsumed by this
system and many of the variats

adopted are those found in
O00bDPI AT AT OO &I O OEA
version of the game. All

i A E iBriotionA thaDardh delvitd tis
i £ AGDAOEAIT Alksebdat beOdbeeduflyldetl orO i

disregarded by the DM who, as
alwiayls Cekdrcides tothl icontfol over
the campaign. The system
presented here can be used in its
entirety as the default system for
character generation and
advancement. | have taken great
care to provide a balanced character
advancement system which s
firmly rooted in the game design
principles evident in D&D 3.5E.

AEAOAAOAOG O AAEI EOFhdO edpérionbeO i dwhrds foE O Although the math behind the

character level. This is a reversal

from the normal rules where
character level determines the
i AGET 61 b1 6AT AU

abilities. Thus, this version of D&D
does away with not only character
classes, but character levels as well.

Changes to the core rules are
implemented in this system and
certain variant rules included in the
System Reference Document are
used. There are many options that
can be employed under this ruleset.
The DM will have to determine
exactly which variants should be
included in the campaign. New
ways for characters to construct

encounters of the same difficulty
remain the same throughout the

purchase advancement system is
not described in this document, rest

AEAOAAOAOB O AAOAAOassuredthafmanyBRolirk Weke sperft U

AT T EET 6 whio)@IaA ithe
DM to determine how normal, non-
adventuring types gain experience
slowly over time. It can also be
used to grant experience to
characters who take months or
years off between adentures. The

third system, an GnstanceAAOAAJ £ UT 08 OA AAAI

system, allows characters to
advance only those abilities they
actually use during adventures, with
some allowancesheing madefor the

acquisition of entirely new abilities.

to prove that the numbers do
indeed work out. The single-page
section in this document entitled
product of extensive research and
calculations.

OEA AiTAAPO 1 £
Al AGGo OEAT 00601
started on your first character. Just
about any kind of character can be
created now, using familiar
Dungeons and Dragons rules!






CHARACTER GENERATION

This section is meant to supplement
the character creation section of
your favorite D&D handbook.
Follow the normal rules for creating
a characer, and implement the
changes found in this chapter.

GENERATING ABILITY
SCORES

Due to the relative ease at which
ability scores can be raised during a
reason to worry about non
exceptional ability scores at start.
Any method chosen by the DM is
suitable, but those using some sort
OPT-EDOS
system are the best since it puts all
starting characters on equal footing

as far as ability score values are
concerned. Therefore, it suggested
that the DM use the standard point

buy system found in the DMG.

Each player receives 25 points to
spread out among all abilities.

SELECTING A RACE

Any race allowed during initial
character generation by the DM is
suitable.

SELECTING AN
ALIGNMENT

Any alignment allowed during
initial character generation by the
DM is suitable.

DETERMINING VITAL
STATISTICS

il T E A
are determined normally, as found
in the System Reference Document.

AAOAA IS
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SELECTING TRAITS

AEAOAAOAOGO

Since there are no classes in this
edition of D&D, a new method of
selecting class abilities and other
game statistics is employed. A ftrait
is defined as a game statistic that
can be purchased with experience
point expenditure. The base attack
bonus, all saves, skill ranks, feats,
special abilities, and spellcasting
ability are examples of traits. A
starting character has 2,000 XP
available to spend on traits before
he begins his adenturing career.

Consult  Table i Starting

Character Tra its to find the list of

traits that can be purchased and the
cost to purchase those traits. All

starting characters receive one hit
point (at no cost) by virtue of being

alive, oA < s
OEOAI

BASE ATTACK BONUS

A starting character can select a +0
base attack bonus at no cost or a +1

baseattack bonus at the cost of 300
XP.

BASE SAVE BONUSES

| fike.

Each of the three saves (Fortitude,
Reflexes, and Will) must be
purchase individually. A save of +0
costs nothing, +1 osts 100 XPand
+2 costs 200 XP Base save bonuses
do not include bonuses due b high
ability scores, magical items and the

BASE HIT POINTS

The maximum number of base hit
points a starting character can have
is 12. Base hit points do not include
hit points due to OE A
Constitution modifier (if any). Base
hit points cost 25 XP per hit point.
4EA  AEAOAARD
Constitution modifier (if any) is
applied after all base ht points are
purchased = Remember that all
starting characters receive one hit
point, without cost.

SKILL RANKS

Skill ranks are purchased at thecost
of 25 XP per rank. Each skill can
have a maximum of 4 skill ranks.
There are no class or crosglass
skills in this ruleset (since there are
no classes). The character also
receives skill ranks equal to four
times his positive Intelligence
modifier (if he has one) at no cost.
Humans receive an additional 4
skill ranks for free at start.

FEATS

OOAQEOO EA%? number of armor and weapon

proficiency feats can be bought
during character generation at the
cost of 100 XP per feat. Only one
base feat can be purchasd at 100
XP. Any other feats gained due to
character race orspecial abilities do

AEAOAAOAODG (



not count towards the total number
of bonus feats.

SPELLCASTING

Sellcasting or manifesting can be
purchased for various costs as
shown in Table 5 Spellcasting
Traits . When a character
purchases a level in spellcasting or
manifesting, the character does not
gain any special abilities, bonus
feats, or other abilities associated
with the character classes found in
the System Referese Document.
The character does gain one caster
(manifester) level, the ability to cast
spells (manifest powers)at the new
level, and an appropriate number of
spells per day(power points) for the
spellcasting (manifesting) class If
the character is a spontaneous

caster, he gains an appropriate
number of spells known. If the
character purchases cleric

spellcasting, he should choose two
domains and gains an aura
appropriate to his alignment. The
character can opt to be a specialist

purchase the ability to cast spells in
more than one class at starf but

caster level cannot be increased
above 1st.

SPECIAL ABILITIES

th
! AAOAAOEAI 60O OACA%%ZTeS LI%

01 AAAA AAEI EOQOUN
attack are all examples of special
abilities. Each class special costs
100 XP during character generation.
A character can only purchase
special abilities available to 1stlevel
characters but can purchase as
many as they can afford The
complete list of special abilities
starts on pagelQ

Al

CLASS LEVELS

Some special abilities (such asthe
i 171 E@&Hdleness of body class
special) increase in potency as a
character attains higher levels in a
certain class. Since there are no
classes inthis ruleset, the ability to

that have purchased spellcasting

levels can count those levels as class

levels in the appropriate
spellcasting class(such as bard and
druid) and do not need to purchase
class levels Starting characters can
purchase one class level in as many
nI but one class.

ABILITY SCORES

Ability scores can also be purchased
with experience points at start, over
and above those gained through
ability score generationup to racial
maximums. The cost is 150 XP per
point. The ability scores that your
character starts the game with are
ET 1 x|

STARTING EQUIPMENT AND
WEALTH

All characters start with 6d4 X 100
gold pieces worth of equipment and
cash. Since there are no classes, al

DOOAEAOA OAd dsiOto 1 AkubabtePsd start with the same

determine the level at which these

wizard if wizard spellcasting is , W amount. ~ Any equipment allowed
purchased. Characters  can special abilities operate. Characters by the DM can be purchased.
TABLE I: STARTING CHARACTERTRAITS
Trait Cost (XP) Maximum Value

Base Attack Bonus 300for +1 +1

Base Save Bonus 100 per+1 +2

Base Hit Points 25 per HP 12 HP

Skill Rank 25 per Rank 4 Ranks per Skill

BaseFeat 100 One Base Feat

Armor and Weapon Proficiency Feats 100 per Feat --

Bard Spellcasting 150 First Level

Cleric Spellcasting 300 First Level

Druid Spellcasting 200 First Level

Psion Manifesting 500 First Level

Sorcerer Spellcasting 500 First Level

Wizard Spellcasting 500 First Level

Special Ability 100per Ability First Level

Class Level 25per Class First Level

Ability Score 150 per +1 Racial Max

AGO 0001
Aoo o1 AAE



CHARACTER CREATION WORKSHEET

Cost per Number of Starting
Original Ability Scores Increase Increases Total Cost Purchase Limit Value
Strength 150 XP Up to Racial Maximum
Dexterity 150 XP Up to Racial Maximum
Constitution 150 XP Up to Racial Maximum
Intelligence 150 XP Up to Racial Maximum
Wisdom 150 XP Up to Racial Maximum
Charisma 150 XP Up to Racial Maximum
Combat Traits Cost Number Total Cost Purchase Limit
Base Attack Bonus 300 XP +1
Base Fortitude Bonus 100 XP +2
Base Reflex Bonus 100 XP +2
Base Will Bonus 100 XP +2
Base Hit Points(1 HP for freg 25 XP 11
Cost per
Skills Rank Ranks Total Cost Purchase Limit
1. 25 XP 4 skill ranks
2. 25 XP 4 skill ranks
3. 25 XP 4 skill ranks
4. 25 XP 4 skill ranks
5. 25 XP 4 skill ranks
6. 25 XP 4 skill ranks
7. 25 XP 4 skill ranks
8. 25 XP 4 skill ranks
9. 25 XP 4 skill ranks
10. 25 XP 4 ill ranks
Feats Cost Take? Total Cost Prerequisite
Light Armor Proficiency 100 XP Yes / No None
Medium Armor Proficiency 100 XP Yes / No Light Armor
Heavy Armor Proficiency 100 XP Yes/ No Medium Armor
Shield Proficiency 100 XP Yes/ No None
Tower Shield Proficiency 100 XP Yes/ No Shield
Simple Weapon Proficiency 100 XP Yes / No None
Martial Weapon Proficiency* 100 XP Yes / No Simple Weapon
Base Feat 100 XP Yes Varies
Special Abilities Cost Class? Total Cost Purch ase Limit
1. 100 XP First Level Abilities only
2. 100 XP First Level Abilities only
3. 100 XP First Level Abilities only
4. 100 XP First Level Abilities only
5. 100 XP First Level Abilities only
6. 100 XP First Level Abilities only
7. 100 XP First Level Abilities only
Spellcasting / Class Levels Cost Class Total Cost Purchase Limit
Spellcasting #1 XP First Level
Spellcasting #2 XP First Level
Spellcasting #3 XP First Level
Class Level #1 25XP First Level
Class Level #2 25XP First Level
Class Level #3 25XP First Level
* The character receives proficiency in all Martial weapons. 2,000XP







CHARACTER ADVANCEMENT

Under this ruleset, characters are
advanced through the expenditure
of experience points. Character
traits are purchased one at a time,
allowing for more incremental
advancement. Because there are no
strictly defined character levels
under this system, a new method
must be employed to determine
charader level (for the purposes of
encounter experience, spell effects,
hit dice determination, and other
game factors). Simply  put,
character level is determined by the

TABLE 2: CHARACTER LEVEL DETERMINATION

highest single trait a character has.
Table 2 Character Level

Determination shows all traits

that can be used to determine
character level. For example, a
character having a +3 base attack
bonus with his highest save at +3,
highest skill rank at 9, 59 base hit
points, with all ability scores at
starting values, and no special
abilities, class levels, or spellcasting
above Level 3 would be a 6th level
character (due to having a skill at
rank 9). Likewise a character

having a +0 base attack bonus, all
saves at +0, one skill at rank 9, 4
base hit points, all ability scoresat
starting values, and no special
abilities, class levels, or spellcasting
above Level 1 would be a 6th level

character
system,
character
choices
Unbalanced
result

as well.
the player
level
made  during
advancement
in characters

play.

being

underpowered for their particular
character level.

Character BaseAttack Base Save  Skill Base Hit Base Special Abilities , Class Levels,
Level Bonus Bonus Rank Points Ability Score s Feats and Spellcasting
1 +1 +2 4 12 Starting Value Ist Level 1
2 +2 +3 5 24 Level 2
3 +3 6 36 2nd Level 3
4 +4 +4 7 48 Starting Value +1 Level 4
5 +5 8 60 Level 5
6 +6 +5 9 72 3rd Level 6
7 +7 10 84 Level 7
8 +8 +6 11 96 Starting Value +2 Level 8
9 +9 12 108 4th Level 9
10 +10 +7 13 120 Level 10
11 +11 14 132 Level 11
12 +12 +8 15 144 Starting Value +3 5th Level 12
13 +13 16 156 Level 13
14 +14 +9 17 168 Level 14
15 +15 18 180 6th Level 15
16 +16 +10 19 192 Starting Value +4 Level 16
17 +17 20 204 Level 17
18 +18 +11 21 216 7th Level 18
19 +19 22 228 Level 19
20 +20 +12 23 240 Starting Value +5 Level 20

Under this
controls
by advancement

can




TABLE 3: BASIC TRAITS

Trait XP Cost Per
Base Attack Bonus 300 +1
Base Save Bonuses 100 +1
Base Hit Points 25 Hit Point
Skills 25 Skill Rank
Feats 100 Feat
Special Abilities 100 Special Ability
Class Levels 25 Class Level
Ability Scores 150 +1 to Score

BASIC TRAITS

As charactes earn experience
points, these points can be used to
purchase new traits or raise the
level at which previously purchased
traits operate. Spending XP in this
manner is exactly like spending XP
to cast spells with XP components
or spending XP to make magc
items. Once XP have been spent on
a trait, these XP are no longer
available for the purposes of casting
spells, making magical items, or for
any other game situation requiring
the conscious expenditure of XP.
Experience points previously spent
on the acquisition of traits can still
be taken away as a result of
AAlT AT EOGUR OOGAE AO
familiar dies. In this case, the DM
may allow the player to choose
which traits are reduced in
effectiveness due to XP loss.

Table 3 Basic Traits gives all of
the basic traits that can be bought

ruleset is engineered to provide
enough experience points to
advance characters by one level for
every thirteen or  fourteen
encounters, as usual. Dungeon
Masters can always opt to reduce
the amount of experience awarded
as well, for slower advancement.
The new experience award system is
described in detail (along with two
other methods of advancing
characters) in the Experience
Awards section later in this book.

Explanations of all basic traits are
given in the following sections.

BASE ATTACK BONUS

ThE |s[ the no aI %}ie

bonus as use

Reference Document. Characters
receive  nultiple  attacks as
appropriate. Each +1 added to the
base attack bonus costs 300 XP.

BASE SAVE BONUSES

with experience points. It is

important to  note that these This is the normal base save bonus
experience point costs do not a5 ysed in the System eference
AEAT CA AO OEA AE@&%Q& O of %]
increases. A simplified version of saving throws (Fortitude, Reflexes,

the experience awad system is used

and Will) has its own base save

in this ruleset. This system and. all three _must
AT T DPAOAO OEA AEAOA&@%&S osepgrée@ Ed&ﬁQf
the challenge rating of the added to a base save bonus costs

encounter and awards a amount of
experience points based on the
difference between the two. A
Oi AGAT 80 x1 OOED®

always 1,000 XAn this ruleset, not
the current character level times
1,000 XP as in normal D&D. The
experience award system in this

100 XP

i £ BASBEHERIINTS

EO

Base hit points represent the hit
points that normally come from hit
dice and do not include hit points

from any other source (such as hit

biT ET 6O AARAOEOGAA £EFOI i
Constitution modifier). One base

hit point costs 25 XP The

A E A O A Agddiii@ed @onstitution
modifier (if any) multiplied by
Character Level is added to the base

hit point total . Characters start

with one free hit point.

OEA

SKILL RANKS

These are the normal skill ranks
described in the SRD. Skill ranks
are purchased at the cost of 25 XP.
There are no class or crosglass
skills in this ruleset (since there are
no classes).

When a character attains a new
character level, the character
receives bonus skill ranks equal to

Pl OEOEOQ
modifier (if any) at no cost. Skill

ranks gained from this positive

Intelligence modifier can never be

used to purchase skill ranks above

OEA AE AQhad&GrA &8l Plus

three. In other words, these bonus

skill ranks cannot be used to further

OAEOA OEA AEAOAAOAO0G8O
Level.

Characters having a negative

Intelligence modifier or a +0

Intelligence modifier do not receive

bonus skill ranks. Charaders

having a negative Intelligence

modifier do not have the number of
skill ranks they may purchase
reduced.

Human characters receive one rfee
skill rank upon attaining each new
Character Level. As with skill ranks



gained from a positive Intelligence
modifier, this skill rank cannot be
used to raise a skill above Character
Level plus three ranks.

FEATS

4EA OAOI
refer to feats that are not acquired
as racial bonus feats (such as the
feat gained by all human
characters) or as special abilities
(such as those gained by fighters
and wizards). Base feats also do not
include armor and  weapon
proficiency feats. The number of
base feats acquired by a character is
a levetdetermining trait (c.f., Table
2: Character Level
Determination ). Al feats,
regardless of classification, havea
purchase price of 100 XP. Racial
bonus feats are free, however.

SPECIAL ABILITIES

P OOAEOO
column of each character class
description in the SRD are called
special abilities in this ruleset.
Soecial abilities are treated much

OAAGA A KB5S havwo pssauRites gpd

the same purchase price of 100 XP.
See theSpecial Abilities section for
more extensive details.

CLASS LEVELS

Characters can buy tass levels in
certain classes to meet the
prerequisites of special abilities (or

feats) and to determine the level at
which some specials operate. When
a class level is bought,the class
must be specified, such as class
level (fighter) or class level (mak).

Each class level is bought in
sequence (the previous class level

1 EOOAA

always being a prerequisite for the
next class level). Characters that
have jpurchsgeq speoassing Aqvels
can count those levels as class levels
in the appropriate spellcasting class
(such as bard and druid) and do not
need to purchase class levels. Class
levels in spellcasting classes can be
bought separately, however (in case
a character wants class levels but
not necessarily spellcasting ability).
Characters must also abide by the
alignment restrictions of a class
when gaining class levels. A
character must be lawful to
purchase monk class levelshave a
neutral alignment component to
purchase druid class levels, be
lawful good to purchase paladin
class levels, etc.Gaining classlevels
in a class with an alignment aura
(such as cleric and paladin) grants
an aura of corresponding strength
to the character.

bl 5010 T10%3
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A quick illustration may be helpful.

modifier for the arcane archer

have seven class levels in fighter. If

, AG60O OAU OEAO A b prdstipd dassisBrD HAighean&Ethd®d E BOWisdom bonus is +2, then the

character to gain the Weapon
Specialization (longsword) feat. He
is already proficient in the
longsword and has already bought
the Weapon Focus feat for
longsword. However, the feat lists
OFECEOAO 1 AOAI
The character would need to have
four levels in class level (fighter)
before being able to take Weapon
Specialization (longsword).

Class levels cost 25 XP.

Class levels can also be purchased
for prestige classes, but only after
all prerequisites are met for entry
into the prestige class. Level
determination for prestige classes
works differently than for basic
classes. Prestige class entry
prerequisites almost always
guarantee that characters mustbe
of a certain character level (since no
character begins play with one level
in a prestige class). Therefore, for
the purposes oflevel determination,
class levels in prestige classes are
higher than class levels in the basic
classes.

TABLE 4: PRESTIGE CLASS
LEVEL DETERMINATION

Level
Prestige Class Modifier

Arcane Archer +7
Arcane Trickster +8
Archmage +13
Assassin +5
Blackguard +6
Dragon Disciple +5
Duelist +7
Dwarven Defender +7
Hierophant +13
Horizon Walker +5
Loremaster +7
Shadowdancer +7
Thaumaturgist +7

Table 4: Prestige Class Level
Determination shows the
equivalent basic class level thata
certain prestige class level is for the
purposes of level determination (see
Table 2). For example, the level

taking the 1st class level in arcane
archer counts as taking the 8th class
level in a basic classdr the purpose
of level determination. Taking the
2nd class level in arcane archer is
the equivalent to taking the 9th

on. This level modifier only affects
the class level as it relates to level
determination. The level modifier

has no effect on the potency of
special abilities. Having one class
level in arcane archer counts as one
class level for all of the special

abilities that increase in potency as

OEA AEAOAAOAOSEO AODERTMRAtioR )4 ETH® PriE§ K606
advance an ability score by one
point is 150 XP.

level increases.

Note that the eldritch knight and
mystic theurge prestige classes are
not included in this table. This is
due to the fact that these prestige
classes can keady be simulated
using the normal character
advancement rules in this ruleset
(and these prestige classes offer no
new special abilities).

The level modifier is determined by
finding the minimum number of
character levels a character would
have to havebefore being eligible to
take the first level in the prestige
class. Thus, the level modifiers for
prestige classes not found onTable
4 can be found easily by the DM.

Keep in mind that class levels cost
the same amount of XP as skill
ranks. The DM may wish to simply
refer to class levels as skill ranks in
an appropriate Profession (type)
skill. In this case, the class level is
equal to the number of skill ranks
possessed minus three (minimum
of one). The Wisdom modifier does
not affect this number (since skill
ranks only are counted, not the
total skill modifier). Because you
must purchase five skill ranks to
reach 2 class level, this option
makes purchasing class levels a bit
more costly up front. Otherwise,
this Profession skill functions as
normal (i.e., granting income). So,
a character with 10 ranks in
Profession (fighter) is considered to

player may make a skill check each
week, with a +12 modifier, to
AAROAOI ETA OEA
(half of the check result in gold
pieces).

ABILITY SCORES

There are six ability scores and each
must be advanced individually.
Advancing an ability score aboveits
starting value can make that ability
score a level determining trait (c.f.,
Table 2. Character  Level

SPELLCASTING TRAITS

The costs for purchasing
spellcasting ability are shown in
Table 5 Spellcasting Traits .
Buying a level of spellcasting is very
much like prestige special abilities
OEAO OAAA

OPAI 1 AAOGOGET ¢ Al AOOS8G

spellcasting bought, the character
gains one caster level (and the class
level inherent in this), the ability to
cast spells up to the highest level

OE Yiingl AOAI



granted by that class (such as 3rd
level spells for 5th level wizards),
and the new array of spells per day
for that class/level combination.

If the character is a spontaneous

caster, he gains an appropriate
number of spells known. If the
character purchases cleric

spellcasting, he continues to gain
access to domain spells and the
aura appropriate to his alignment
strengthens. The character can opt
to be a specialist wizard if wizard
spellcasting is purchased.

The character does not gain any
bonus feats, special abilities, or any
other benefit a character of that
class would have gained (but of
course, these can be bought
separdely).

TABLE 5: SPELLCASTING

ADVANCING TRAITS

With these two tables, advancing
along a path similar to any of the

basic character classes is possible.

More importantly, players are now
able to conceive of characters not
bound to the archetypal, traditional

D&D roles. Characters can become
polymaths, remaining at a certain
character level while purchasing a
broad array of traits encompassing
several different class roles. Or they
can become paragons focusing on
one particular trait while neglecting

all others. If balance is desired, a
character can advance as ahero,

following a traditional class-based
path.

OPTIONAL BASIC TRAITS

More well-defined characters can
be created at the cost of added
complexity. Table 6: Optional

Basic Traits gives several optional
basic traits that can be usedbreak
down the base attack bonus into
less costly componentsas well as
the costs for buying whole class
levels outright as packageddeals
i1 o o&a Al A

TABLE 6: OPTIONAL BASIC

bought at a reduced cost since each
of these feats grants proficiency

with a smaller group of weapons

than normal feats. A class level

package is a normal class level as
found in the System Reference

Document. Level adjustments can

be bought off directly if this

optional basic trait is used.

OPTIONAL PARTIAL-
LEVEL SPELLCASTING
TRAITS

If the Spell Points variant in
Unearthed Arcana is used,
spellcasting ability can be made
more incremental. Half- and
quarter-level purchases ae offered
at reduced XP costs inTable 7.

TABLE 7: OPTIONAL
SPELLCASTING TRAITS

Spellcasting XP
Trait Cost Per
Bard 75 Half-Level
25/50*  Quarter-Level
Cleric 150 Half-Level
75 Quarter-Level
Druid 100 Half-Level
50 Quarter-Level
Psion 250 Half-Level
125 Quarter-Level
Sorcerer 250 Half-Level
125 Quarter-Level
Wizard 250 Half-Level
125 Quarter-Level

TRAITS
XP

Trait Cost  Per
BAB (Melee) 150 +1
BAB (Ranged) 150 +1
BAB (One Group) 75 +1
BAB (One Weapon) 25 +1
Weapon Group 25 Feat
ClassLevel Package 1M0 Level
Level Adjustment 1000 Level

TRAITS
Spellcasting XP
Trait Cost Per
Bard 150 Level
Cleric 300 Level
Druid 200 Level
Psion 500 Level
Sorcerer 500 Level
Wizard 500 Level

For the purposes of Table 2:
Character Level Determination |,
use the cEAOAAOADBO

attack bonus when determining
character level if these optional
base attack bonus traits are used
whether it be with a single weapon
or an entire class of weapons.
Weapon group feats are found in
Unearthed Arcana and can be

*The quarter-level cost for bard
spellcasting is 25 XP when
purchasing the % and % quarter-
levels end 50 XP when purchasing
the %2 and whole integer quarter-
levels.

Table 17 Expanded Spellcaster

Level Chart gives the spell points
for each spellcaster/level
combination along with the highest

E Elgvel BfQgell thdt A $pdiicaster dthe

given level can cast at all quarter
level increments. This is an
expanded version of a similar table
found in Unearthed Arcana. A spell
point value of zero indicates that
the spellcaster has only bonus spell
points received from a high ability

11
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score. A dashed line indicates that
nothing is received at that level. If
this system is used, cantrips and
orisons have a spell point cost of
0.5.

Expanded tables for bonus spell and
power points are given in Table 18
Table 19 and Table 20.

OPTIONAL COMPONENT
SPELLCASTING TRAITS

Spellcasting traits can also be
broken down further by allowing

characters to buy caster levels, spell
points, and spell lists separately.In

this case, class distinctions are
totally eliminated from the game.

Caster level in all spellcasting
classes can be bought as
O03PAIT 1 AAOOAOG
spellcaster level governs the

maximum number of spell points
that can be used on a single spell
effect and otherwise functions like
caster level. Spell points can be
purchased by the whole, half, and
quarter level. Use the spell point
DOl COAOOEIT T & 01 A
Q 7EUAOAG Ahbledizl
Expanded  Spellcaster Level
Chart to determine the actual
number of spell points bought at a
particular level. The separation of
spell points by character class is
eliminated; these spell points can
be used for any spells hat the

character can cast. Under this
system, the character builds his
IxT PAOOI T AI

purchasing access to spells. Spells
can be purchasedfor inclusion into
OEA AEAOAAAQ

five. If Component Spellcasting

THisA O GThads arg used.fall padicasters learn

spells in the manner of bards and

sorcerers. The cost to learn a spell
is found in the table below. Since
all spellcasters learn spells (and do
not prepare spells) it seems that
purchasing spell lists would be a
waste of experience  points.
BawavArOthisCslzsfem @ats iddsigriedd

th Ttake full advantage of the
concept of spontaneous
spellcasting. The theurgy spells

found at the end of this document
allow D&D spellcasters  to
spontaneously cast spells found on
their spell lists, even if they have
not learned them. In this way, each
""""" OPAITI
training  the

broad  magical

OA1 A GintacteO Bad Irdceivdd Evdi®@ hid U

known spells show what he is
capable of doing effectively and

AE A OA A Grilgtn&pd of O b ArkdictablyE O O Furthermore, a

character can only learn (i.e., gain
Spell Knowledge of) a spell that is
Al OTA 11 OEAO

EOCO



The costs to add spells to the
AEAOAAOAOBO OPAII

ARAT T x8 - AOAEBT T AAT

the spells found in a given school at
a given spelllevel (such as &' Level

Evocation Spells). This is regardless
of which class list these spells are
on. When a spell has different spell
levels depending on character class,
use the lowest spell level given for
either the cleric, druid, sorcerer, or

wizard classes. If the spell is not
available to either of these four

classes, then use the lowest level for
which it is available to any of the

classes listed. When the cost is
CEOAT
character adds all spells found at
that level for the given class (such

as 3" Level Wizard Spells). Spells
cah &90 Ge bolighthin bafrhek, Sfite
dPellsA latl a |tilge, mixing and
matching schools, classes, and
levels as the player sees fit.

As described above, all characters
learn their spells in the manner of
bards and sorcerers if these
component spellcasting traits are
used. Once learned, the character
need not pray for, prepare, or
memorize the spell in order to use
it. The character knows the spell
and never loses knowledge of it
(save through exception al

cast any of their known spells as
long as all conditions for

spellcasting are met. Note that
learning a spell and adding a spell
to your spell list are two different

things. Just because a spell is added

to your spell list does not mean that
you have learnedit.

Of these traits, spellcaster level and
spell points are level determining
traits. Use the last column in Table
2: Character Level Determination
when  determining level by
spellcaster level and spell points A
character can increase his spell list
and may learn any number of spells
as long as the experience point

DAO Oj #1 AOOircenstaricds). , @hdrActe® mM@E A costs have been paid.

TABLE 8: COMPONENT SPELLCASTING TRAITS

Trait XP Cost Per
Caster Level 100 Caster Level
Spell Points 100 Whole Level
Spell Points 50 Half-Level
Spell Points 25 Quarter-Level
Spell List 50 SchootLevel
Spell List 75 Bard Spell Level
Spell List 125 Cleric Spell Level
Spell List 100 Druid Spell Level
Power List 200 Psion Power Level
Spell List 200 Sorcerer Spell Level
Spell List 200 Wizard Spell Level
Spell List 25 Five Spells
Spell List 375 Every Spell for Level
Spell Knowledge 50 Spell

13
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OPTIONAL BONUS FEATS

Since the number of special abilities

a character possesses is not a level
determining trait, the DM may rule
that feats operate in this manner as
well. Using this option, a character
can purchase any number of feats
AT A OEA xEI 1 A Al
AFAAOOCSG EO OAIT OAA
Individual feats themselves may
require a certain  minimum
character level f a minimum level is
specified as a prerequisite, such as
OFECEOAO 1 AOGAI
3PAAEAT EUAOQEIT I
for Craft Staff.

To implement this option, simply
EClT i OA OBE A& AGGO 6

Table 2: Character  Level

Determination The number of
feats a character purchases isiot a
level-determining trait.

OPTIONAL WEAPON
SKILLS

Some DMs may prefer to use the
concept of weapon skils rather
than requiring the purchase of base
attack  bonus and  weapon
proficiency feats. In this case,
eliminate the base attack bonus and
all weapon proficiency feats from
the game. Characters completely
unskilled in the use of a weapon
(i.e., having no ranks in the skill
pertaining to that particular
weapon) have a-4 penalty on attack
rolls when using that weapon. Each
skill rank in a weapon gives the
character a +1 to his attack bonus
with that weapon. So, the first rank
in a weapon skill causes youo have
a -3 attack bonus with that weapon,
the second rank gives you a-2
attack bonus, the third a -1 attack
bonus, and upon purchasing the
fourth rank in that weapon skill, the
penalty is negated entirely. Fifth
and successive skill ranks give you a
bonus on attack rolls with that

weapon. Weapon skills cost the
same number of experience points
per rank as any other skill.

There are as many different types of
weapon skills as there are different
types of weapons. A weapon type is
defined as any weaponthat has its
own description on a weapon table.
Thus, longsword and greatsword
AOA Oxi1 OUBPAO T £
is not a type of weapon because
OEAOA EO 11

in skills. This corresponds to a
maximum of a +0 attack bonus with
weapons (4 penalty, plus four
ranks).  Since characters with a
martial focus should be able to start
with an attack bonus of +1, the
following feat should be added to
the game.

x A A ARTAL TRASNING ¢ 4 6

[GENERAL]

0 DA |1 AT OOU &I O OOxI OAo
@n At QnveapofE deSthAphon Aable.

Al Ol

Prerequisites:  Four ranks in each

GROIT A i AREAC AQOITAA QA @8R bf four idiffecet dveapoA skillsA A

two possible descriptions for a
greatsword, but both types could be
OO0AA xEOE OEA

i COAAOOxT OAQ8H

particular types of greatsword.
Weapon (unarmed) and Weapon

_ (grapple) should also be added to
A lthe §21 of weapdn skills.

The key ability for a weapon skill is
Strength for melee weapons and
Dexterity for ranged weapons. For
all instances in the game where a
OAAOA AOOAAE AI
the applicable attack bonus for the
weapon in question based on the
skill ranks plus the unskilled attack

penalty (normally -4).

Multiple  attacks are gained

normally if weapon skills are used.
When the number of skill ranks

plus the attack penalty reaches +6,
one additional attack at a-5 penalty

to the attack roll is gained. When

this total reaches +11, an additional
attack at a-10 penalty to the attack
roll is gained. At +16, another
attack at a-15 penalty on the attack
roll is gained for a total of four

attacks.

Starting (' level) characters are
limited to a maximum of four ranks

i &l @ EITRAADAOCAS
AT A refoA b OtheA &ppelardnCaA bf tio O B attack rolls for using a weapon

1 60

Benefit: You have a-3 penalty on

O EattaicK rolls wihgnfugirg fa iveapon in
) WhichGyog Bave Ana @ygaponCskilA

raaksA Thi®rigdlages thé-4oOpkedalty
unskilled.

Normal: All characters receive a-4
penalty on attack rolls when using
weaponsin which they have no skill
ranks. Skill ranks in Weapon (type)
are added to this penalty to

deOAOI ET A A

Under this system, the cost to

purchase one rank in twelve
weapon skills, thus increasing the
attack bonus by +1 for each weapon,
costs the same amount as
purchasing a +1 to the base attack
bonus under the old system.

The DM may also allow some ranks
for weapon skills to be applied to
other weapons, based on how
closely related the two weapons are.
Weapons are related based on how
similar they are in terms of the type
of damage they do (bludgeming,
piercing, and/or slashing), how they
are wielded (unarmed, light melee,
one-handed melee, two-handed
melee, thrown ranged, or projectile



ranged), and OE A
(simple, martial, or exotic). If a

character wishes to use ranks in one
weapon skil for another weapon in

which he has no skill, he may use
one-quarter of his weapon skill

ranks for every similar category (of
the three listed above). If no
categories are similar, no skill ranks
can be applied to the weapon. If
one category is similar one-quarter

of the ranks can be applied (round
down). If two categories apply,
one-half of the weapon skill ranks
can be applied (round down). If
three categories are similar, then
three-quarters of the weapon skill

ranks can be applied (once again,
round down). If a character has
weapon skill ranks in a weapon, he
may use those ranks, or ranks

applied due to similarity with
another weapon, whichever is
higher.

For example, a charactr has 12
ranks in  Weapon (longsword).
Assuming he has no ranks in ay
other weapon skills, he may apply
nine of these rankswhen wielding a
scimitar (because both longswords
and scimitars are martial, slashing,
one-handed melee weapons). He
may apply six ranks when using a

kukri (because longswords and
kukri are martial, slashing
weapons). He may apply three

ranks to a short sword (because
longswords and short swords are
martial weapons, but do not share
any other categories). He may
apply no ranks to a heavy crossbow,
since longswords and heavy
crossbows share no categges. |If
the character has ten ranks in the
skill Weapan (scimitar), then he
would apply ten ranks instead of
nine. If he had two ranks in
Weapon (short sword), he would
apply three ranks due to similarity
with the longsword. It is up to the
player to announce which ranks he
wishes to use to the DM. It is the

xAADPT 1

OPTIONAL LEVEL
DETERMINATION

The DM may not be comfortable
with the level-determination system
as written. If the DM wishes to use
experience points as the only level
determinant, then the following
rules should be employed. First,
character level is determined by the
number of experience points the
character has used to purchase
traits. Experience points spent on
magical item construction,
spellcasting, etc. do not count.
Once a character has spenf,, 000 XP
on traits, increase the character
level by one. It does not matter
how the XP were spent, only the
amount. Thus, after spending 1,000
XP, a I level character becomes a
2" level character. Traits may be
purchased up to a level shown on
Table 2 Character Level
Determination For example, as
long as a character is ¥ level, his
base attack bonus may not be
increased above +2, B may not
have a base save above +3, hit

$-560 OAODPI T OEAEI EORPINGRLOVR 24 @1® A TrdlE A

the ranks arecorrectly applied.

longer determine the character

level, the character level determines
the maximum value of the traits.

PRE-CHARACTERS

Some gaming groups may wish to
begin their characters as completdy
unskilled, normal members of their
race. In this case, the 2,000 XP
given to all starting characters is
not available. Characters start with
no experience. Ability scores are
determined and each character
receives one free hit point. Table 9:
Pre-Character Level
Determination shows the
maximum base attack bonus, base
save bonus, skill rank, base hit
points, ability  scores, and
spellcasting levels as they pertain to
OE A OA1 KO®XIBMEsHase feat
may be puchased, as long as it is a
feat that must be purchased at 1
level according to the rules (such as
Arcane Schooling and Snake Blood
found in the Forgotten Realms
Campaign Setting). Humans may
take their free feat at any point up
to and including 1™ character level.
Humans may take their free skill
points upon attaining 1% character
level. Weapon and armor
proficiency feats may be purchased
at any point. Only the " class level
in a single class may be purchased
at these levels. Only one class
spedal available to £ level
characters may be purchased and
only one level of spellcasting in one
class can be boughtduring these
pre-levels If half -and quarter-
levels are used for spellcasting
(using the Expanded Spellcaster
Level Charts), then only fractional
levels can be purchased. However,
if this system is wused, then
fractional spellcasting levels can be
purchased for multiple spellcasting
classes. For advancement, use the
appropriate trait cost tables found
in previous sections.

15
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HIGH -LEVEL
CHARACTERS

Other gaming groups may wish to
create high-level characters at start.
In this case, create %1 level
characters as normal. After that,
determine the highest level
character that will be allowed at
start. The DM can consult Table 2
to determine the maximum
character level, and thus maximum
traits, that will be allowed at the
start of the campaign.

Once the maximum character level
has been determined, allow each
player to spend 1,000 XP on his
character for each level above %
level. For example, if the DM
decides to limit the characters to
10" level, then each player will have
an additional 9,000 XP to spend.

The DM should also consult the
appropriate rulebooks to determine
how much equipment and money
to give to each character at start if
high-level characters are generated.

It is important to create 1% level
characters as the first step in the
process of creating highlevel
characters. The starting values of
ability scores must be determined
since there is a character level limit
to how high ability scores may be
raised with experience points.

If this option is used, characters
cannot exceed the maximum
character level determined by the
DM, but may be lower level than
the maximum.

TABLE 9: PRE-CHARACTER LEVEL DETERMINATION

Character BaseAttack Base Save Base Hit Base
Level Bonus Bonus Rank Points Ability Score s Feats Spellcasting
-2 +0 +0 3 Racial Max (1st) Level ¥4
-1 +0 +1 6 Racial Max Level %
0 +0 +2 9 Racial Max Level %




