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INTRODUCTION  

The Dungeons and Dragons Fifth 
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 
abilities of the character.  The 
ÃÈÁÒÁÃÔÅÒȭÓ ÁÂÉÌÉÔÉÅÓ ÄÅÔÅÒÍÉÎÅ ÈÉÓ 
character level.  This is a reversal 
from the normal rules where 
character level determines the 
ÍÁØÉÍÕÍ ÐÏÔÅÎÃÙ ÏÆ Á ÃÈÁÒÁÃÔÅÒȭÓ 
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 

magical items is included here.  A 
ÌÉÍÉÔÅÄ ȰÓÐÏÎÔÁÎÅÏÕÓ ÓÐÅÌÌÃÁÓÔÉÎÇȱ 
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 
ÅØÐÅÒÉÅÎÃÅ ÂÙ ÍÁËÉÎÇ Á ȰÌÅÖÅÌȭÓ 
×ÏÒÔÈȱ ÏÆ ÅØÐÅÒÉÅÎÃÅ ÐÏÉÎÔÓ ÅÑÕÁÌ ÔÏ 
1,000 XP regardless of the 
ÃÈÁÒÁÃÔÅÒȭÓ ÁÃÔÕÁÌ ÌÅÖÅÌȢ  )Î Îormal 
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.  
Thus, experience awards for 
encounters of the same difficulty 
remain the same throughout the 
ÃÈÁÒÁÃÔÅÒȭÓ ÃÁÒÅÅÒȢ  4ÈÅ ÓÅÃÏÎÄ ×ÁÙ 
of awarding experience is a ȰÂÌÕÅ-
ÂÏÏËÉÎÇȱ ÓÙÓÔÅÍ which allows the 
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 adventures.  The 
third system, an Ȱinstance-ÂÁÓÅÄȱ 
system, allows characters to 
advance only those abilities they 
actually use during adventures, with 
some allowances being made for the 
acquisition of entirely new abilities.  

It is my intention that this ruleset 
be different enough to constitute an 
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 variants 
adopted are those found in 
ÓÕÐÐÌÅÍÅÎÔÓ ÆÏÒ ÔÈÅ ȰÏÒÔÈÏÄÏØȱ 
version of the game.  All 
innovations that are new to this 
ruleset can be cheerfully used or 
disregarded by the DM who, as 
always, exercises total control over 
the campaign.  The system 
presented here can be used in its 
entirety as the default system for 
character generation and 
advancement.  I have taken great 
care to provide a balanced character 
advancement system which is 
firmly rooted in the game design 
principles evident in D&D 3.5E.  
Althou gh the math behind the 
purchase advancement system is 
not described in this document, rest 
assured that many hours were spent 
poring over numerous spreadsheets 
to prove that the numbers do 
indeed work out.  The single-page 
section in this document entitled  
Ȱ"ÁÓÉÃ #ÈÁÒÁÃÔÅÒ #ÌÁÓÓ "ÕÉÌÄÓȱ ÉÓ ÔÈÅ 
product of extensive research and 
calculations. 

)Æ ÙÏÕȭÖÅ ÂÅÅÎ ×ÁÎÔÉÎÇ ÔÏ ÅØÐÌÏÒÅ 
ÔÈÅ ÃÏÎÃÅÐÔ ÏÆ ÃÈÁÒÁÃÔÅÒÓ ×ÉÔÈ ȰÎÏ 
ÃÌÁÓÓȱ ÔÈÅÎ ÔÕÒÎ ÔÈÅ ÐÁÇÅ ÁÎÄ ÇÅÔ 
started on your first character.  Just 
about any kind of character can be 
created now, using familiar 
Dungeons and Dragons rules! 
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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 character, 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 
ÃÈÁÒÁÃÔÅÒȭÓ ÃÁÒÅÅÒȟ ÔÈÅÒÅ ÉÓ ÌÉÔÔÌÅ 
reason to worry about non-
exceptional ability scores at start.  
Any method chosen by the DM is 
suitable, but those using some sort 
ȰÐÏÉÎÔ-ÂÕÙȱ ÏÒ ȰÐÏÉÎÔ-ÁÌÌÏÃÁÔÉÏÎȱ 
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 

!ÌÌ ÏÆ Á ÃÈÁÒÁÃÔÅÒȭÓ ÖÉÔÁÌ ÓÔÁÔÉÓÔÉÃÓ 
are determined normally, as found 
in the System Reference Document. 

 

SELECTING TRAITS 

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 trait 
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 adventuring career.  
Consult Table 1: Starting 
Character Tra its  to find the  li st 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. 

BASE ATTACK BONUS 

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

base attack bonus at the cost of 300 
XP. 

BASE SAVE BONUSES 

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

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 ÔÈÅ ÃÈÁÒÁÃÔÅÒȭÓ 
Constitution modifier (if any).  Base 
hit points  cost 25 XP per hit point.  
4ÈÅ ÃÈÁÒÁÃÔÅÒȭÓ positive 
Constitution modifier  (if any) is 
applied after all base hit points are 
purchased.  Remember that all 
starting characters receive one hit 
point, without cost.  

SKILL RANKS 

Skill ranks are purchased at the cost 
of 25 XP per rank.  Each skill can 
have a maximum of 4 skill ranks.  
There are no class or cross-class 
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 

Any 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 purchased at 100 
XP.  Any other feats gained due to 
character race or special abilities do 




