 Klassenerschaffung
Attribute: Attribute werden entweder mit 4w6 (besten drei) und freies Verteilen der sechs Hauptattribute erschaffen, oder der Spieler verteilt 75 Punkte auf die sechs Attribute (Aussehen, Willensstärke und Wahrnehmung werden weiterhin gewürfelt). Die zweite Möglichkeit erlaubt es dem Spieler Charakter-Points aus den späteren Schritten im Verhältnis 3 CP bringen 1 Attributspunkt, einzutauschen.

Jeder Charakter erhält anschließend 160 CPs, die er durch Nachteile aufstocken kann.
Rassen:

Chour

· +2 Strength, +2 Dexterity, -2 Wisdom, -2 Charisma.
· Medium sized
· Speed: 40
· +4 racial bonus on Move Silently and Spot

· +2 racial bonus on fortitude saves

· Language: Chuor

· Favored Class: Fighter (but depends on pack)

Dwarves:

· +2 Strength, +2 Constitution, -4 Charisma

· Medium sized

· Speed: 20

· +2 racial bonus vs poison and fire

· able to carry as if they had a strength two points higher.

· Dark vision.

· +2 racial save-bonus vs. Spells and spell-like effects.

· +2 racial bonus on Appraise, Craft checks (as Dwarf).

· +4 dodge bonus vs. Giants.

· All Dwarves are proficient with hammer and axes of all types.

· Stonecunning as Dwarves.
· Favored class: Fighter
Gelfling

· +2 Dexterity, -2 Strength.
· Small sized
· Speed: 20
· Low light vision, twice as far as humans.
· +4 racial bonus on Move Silently, Spot and Hide as well as all Social Skills.

· +2 racial bonus on reflex saves

· Language: Gelfling

· Favored Class: Druid or Ranger or Bard

Gnomes

· +2 Constitution, -2 Strength.

· Small.

· Gnome base speed is 20 feet.

· Low-light Vision: Gnomes can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. They retain the ability to distinguish color and

· detail under these conditions. * +2 racial bonus on saving throws against illusions.

· +1 racial bonus to attack rolls against kobolds and goblinoids (goblins, hobgoblins, and bugbears): Gnomes battle these creatures frequently and practice special techniques for fighting

· them.

· +4 dodge bonus against giants.

· +2 racial bonus on Listen checks.

· +2 racial bonus on Alchemy checks.

· Automatic Languages: Common and Gnome.

· Bonus Languages: Draconic, Dwarven, Elven, Giant, Goblin, and Orc. 

· Once per day a gnome can use "Speak with Animals" [per the spell] as a spell-like ability to speak with a burrowing mammal (a badger, fox, rabbit, etc.). This ability is innate to gnomes. It has a duration of 1 minute (the gnome is considered a 1st-level caster when he uses this ability, regardless of his actual level). 

· Gnomes with Intelligence scores of 10 or higher may cast the 0-level spells (cantrips) dancing lights, ghost sound, and prestidigitation, each once per day. These are arcane spells. Treat

· the gnome as a 1st-level caster for all spell effects dependent on level (range for all three spells and duration for ghost sound). 

· Favored Class: Illusionist, which is a wizard who specializes in casting illusion spells.

Half-Oger

· +4 Strength, +4 Constitution, -4 Wisdom, -4 Charisma, -2 Intelligence.
· Large sized
· Speed: 40
· Low light vision, twice as far as humans.
· 1d6 Real damage with fists.

· Language: Common

· Favored Class: Barbarian

Island-Elves

· +2 Intelligence, +2 Dexterity, -2 Wisdom, -2 Constitution

· Medium sized

· Speed 30

· +2 racial bonus vs poison

· Low light vision, twice as far as humans.

· Immunity to magic sleep spells and efects and a +2 racial saving throw bonus against Enchantment spells and effects.

· +2 racial bonus on Listen, Search and Spot checks.

· +2 racial bonus on Move Silently.

· All Island-Elves are proficient with all short blades; as well as either light or hand-crossbow

· Favored class: Bard

Kobolds

· +2 Dexterity, -2 Strength, -2 Wisdom

· Small sized

· Speed: 20

· +2 racial bonus vs poison

· Dark vision as Dwarves.

· Iron Stomach

· +2 racial bonus on Listen, Appraise checks.

· +2 racial bonus on Move Silently and Hide.

· Stonecunning as Dwarves.

· Favored class: Rogue
Osispun
· +2 Wisdom, +2 Dexterity, +2 Intelligience, -2 Strength, -2 Charisma

· Small (see Halfling, with which they share the looks)

· Speed 20

· +2 racial bonus on Move Silently.

· +2 racial bonus on all Willpower and Reflex saves.

· +4 racial bonus on all knowledge skill.

· Favored Class: Cleric (Ispun).

Snow-Elves

· +2 Intelligence, +2 Dexterity, -2 Wisdom, -2 Constitution

· Medium sized

· Speed: 30

· +2 racial bonus vs cold-based attacks

· Low light vision, twice as far as humans.

· Immunity to magic sleep spells and efects and a +2 racial saving throw bonus against Enchantment spells and effects.

· +2 racial bonus on Listen, Search and Spot checks.

· All Snow-Elves are proficient with Shortspear

· Favored class: Barbarian

Uldra
· +1 Strength, +1 Constitution, -2 Charisma.

· Medium sized

· Speed 20

· +2 racial bonus vs cold-based attacks

· +4 dodge bonus vs. Giants

· +4 on all skill-checks in snow

· +1 racial attack bonus vs. Snow Elves

· intense hatred (vice versa) with Snow Elves

· +2 racial saving throw bonus vs. Poison as well as spells and spelllike effects

· Favored Class: Fighter

Wood Gnomes

· +2 Dexterity, +2 Constitution, -4 Strength.

· Tiny sized

· Low light vision, twice as far as humans.

· Speed 15

· +2 racial bonus on Fortitude Saves

· +4 dodge bonus vs. Giants

· +2 racial bonus on Move Silently, Hide, Listen.

· +4 dodge vs. giants

· +2 racial saving throw bonus vs. Poison as well as spells and spelllike effects

· Favored Class: Rogue

Wild Elves (Fastrini)

· +2 Dexterity, -2 Int

· small sized

· Speed 30

· Low light vision, twice as far as humans.

· Immunity to magic sleep spells and effects and a +2 racial saving throw bonus against Enchantment spells and effects.

· +2 racial bonus on Listen, Search and Spot checks.

· +2 racial bonus on Move Silently, Profession (Hunter), Set Snares.

· All Wild-Elves are proficient with either long- or lean- or shortsword; as well as either shortbow or composite-shortbow

· Favored class: Ranger
Yaragujin

· +2 Strength, +1 Constitution, -2 Charisma, -4 Comiliness.

· Medium sized

· Speed 35

· Darkvision

· Intense hatred vs. Naithar and hated back.

· Light Sensitivity (Ex): Yaragujin suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

· Unmagical: not able to cast arcane spells but receive +2 racial bonus vs. all magic.

· Favored Class: any of the following: Samurai, Bushi, Kensei, Yakuza, Monk, Shogenja, Sohei

Nachteile (Klassenbildende unterstrichen)







Mild
Moderate
Severe

Source


Abgaben: 
  10% aller Einkünfte: 5 
40%: 10
80% 15  


Ability subject to arcane spell failure (only once per ability and only if the ability could be used with an armor) 


1
-

-


Absent Minded


2
6

-

Vampires


Adiction



2
8

14

Gurps


Alcoholism



2
8

14

Gurps


Allergies



-
3

8

S+P


Alignment 
one Element not 3
one Element must 5  just one 10,,



Amnesia



2
4

-

Vampires


Bad Tempered


-
6

-

S+P


Blind/ Bad Sight


2
6

10(Blind)
Vampires


Blood Feud



2
-

-

Celts


Bloodlust



-
5

-

Gurps


Clumsy



-
4

8

S+P


Code of Honor

5(Thieves)
10 (Paladin)
15(Cavalier/Samurai)


Colorblind



-
3

-

S+P


Compulisve Honesty

-
8

-

S+P


Compulsive Lying


-
9

-

Gurps


Cowardice



-
7

15

S+P


Cursed



3
6

12

-


Deaf




3(bad Hearing) 8(deaf)
-
Vampires


Deep Sleeper


-
7

-

S+P


Duty




2(1*/Quartal) 5(1*/Woche)
12(ständig)
-


Dwarfism



-
8

-

-


Extravagnce



-
5(as Noble Kit)
-

-


Fanaticism



-
8

-

S+P


Fat




-
8

-

-


Geas




2
5

10(several)
Celts


Gigantism



-
4

-

-


Gluttony (Völlerei)


3
-

-

Gurps



God bound



-
5

-




Greed



-
7

-

S+P


Gullibility (Leichtgläubig)

-
5

-

Gurps


Insanity: Sadism


2
5

10

Gurps


Intolerance



3
6

-

Gurps


Irritating Personalty


-
6

-

S+P


Item Restriction

5 (only 10 MI) 10 (only what can be carried)


Jealousy



-
6

-

Gurps


Kleptomania



-
7

-

Gurps


Lame




-
6(speed 3/4)
9(spee 1/2)
Vampires


Lazy




-
7

-

S+P


Megalomania


-
5

-

Gurps


Mute




-
8

-

Vampires


Multiclassing (lessened)

25 (can’t reenter)


Old




4(mature)
10(old)

15(venerable)
-


One Eye



-
5

-

Vampires


One Arm



-
9

-

Vampires


Over Confident


2
-

-

Vampires


Outlawed



2(Shire)
4(Kingdom)
8
Vikings


Pacifism



-
15

-

Kit


Paranoia



-
6

-

Gurps


Powerfull Enemy


-
10

-

S+P


Phobia: Crowds


-
4

10

S+P


Phobia: Darkness, Enclosed Space
-
5

11

S+P


Phobia: Hights, Spider, Snakes
-
5

10

S+P


Phobia: Magic, Undead

-
8

14

S+P


Phobia: Water


-
6

12

S+P


Poor




3(1/4 Geld) 6(2SM)
-

-


Quirk




1
-

-

Gurps


Secret



3
7

13/20

Gurps



Sense of Duty


2
7

15

(Low) Status (Slave, Unfree)
-
8
-

-


Social Stigma


2
5

10

Gurps


Stubborness



3
-

-

Gurps


Terminally Ill


29(2Jahre)43(weniger 1 Jahr)61
Gurps


Tongue-tied



-
6

-

S+P


Ugly




2
-

-

Celts


Unlucky



2
8

-

Celts/S+P


Vow




2
5

9

Gurps


Ward




-
6

-

Vampires

Vorteile (kosten)
In brackets: the cost for the class it stems from when ever it differs from the original (e.g. because the ability is received on a different level or is bound to arcane spell failure (e.g. monk)

Abundant Step (Monk)


13 (4)

AC-Bonus through Wisdom (Monk)
7

AC-Increase through Level (Monk)
8 (5)

Acrobat




5

Allies




2 (siehe Vampires)

Allure




5

Animal Affinity (New Druid)

20

Animal Companion (Druid)

4

Arcane Talent

 

10

Armor, All Light



10

Armor, All Light and Medium

20

Armor All Light, Medium, Heavy

30

Armor, Druidic Light


8

Armor, Druid Medium


5

Aura of Courage (Paladin)

11 (10)

Bard Knowledge (Bard)


8

Bard Music (Bard)


12

Blandness



9

Borrowing (Shaman)


10

Cavaliers Hospitality


5

Clerical Rank



3 (Vampires)

Climate Sense



4 S+P

Courage




2 Celts

Damage Reduction (Barbarian)

17 (10)

Dark Vision



18 Gurps

Destiny



-8/-3/3/8/12 Gurps

Detect Evil/ will (Paladin)


9

Diamond  Body (Monk)


12 (4)

Diamond Soul (Monk)


12 (4)

Divine Grace
(Paladin)

11

Divine Health
(Paladin)

12

Dreamers Talent



6

Empty Body (Monk)


12 (4)

Equipment



3 (für 100 + 1 pro weiteren 100 sp)

Evasion (Rogue)



10 (9)

Familiar (Wizard/ Sorcerer)

15

Fast Healer



5

Fast Move (Barbarian)


5

Faster Move (Monk)


8 (5)

Flurry of Blows (Monk)


6 (4)

Favored Enemy (Ranger)


6

Find Traps (Rogue)


5

Ghost Available (Schamane)

5 (10-20 GP, pro 5 GP mehr 2 CP)

Glibness




4 S+P

Heroic Recovery



7

Improved Evasion (Monk)

10 (3)

Improved Unarmed to hit and dmg (Monk)
10

Inherent Immunity, Poison

6


„

Cold


4

„

Disease


5


„

Heat


5


„

Charms


7


„

Energy Drain

7


„

Lightning

6


„

Magic


7


„

Poison


7


„

Sound


5

Keen Sense



5

Ki-Strike (Monk)



12 (5)

Lay on Hands
(Paladin)

12

Leap of the Clouds (Monk)

7 (3)

Luck




3

Lucky




6

Light Sleeper



5

Magic Resistance


6 (für 5 Grundpunkte +1CP pro 3 weitere)


Matrix (blau, besitz, pro Stufe, nicht eingestimmt) 10

Matrix (grün, eingepflanzt, nicht gelernt) 8

Military Rank



2 (1 Stripe, 1 Star; +1 CP per 2 Star at one Stripe, 1 per at  2 Stripes, 2 per at 3 Streifen)

Nature Sense (Druid)


5

Nobility




5 pro Rang (European Titles/ General, beginning with Knight)

Perfect Self (Monk)


12 (4)

Purity of Body (Monk)


7 (3)

Psychic Advantages (official Psionics Handbook):


Use Psi-Crystal



18


Pychic Talents (Psion)


5


Pychic Talents (Warrior)

3


Combat Modes (Psion)


5


Combat Modes (Warrior)

4


Power Increase (Psion)


50


Power Increase (Warrior)

10


Speciality Powers


15

Quivering Palm (Monk)


16 (5)

Rage
(Barbarian) 


20

Reading (one Language)


1 (not automatic anymore).

Remove Disease (Paladin)


11 (9)

Resist Nature Charm (Druid)

7 (5)

Seer (Zukunft sehen)


5 (Celts)

Shield, All



10

Shield, Druidic



8

Slow Fall (Monk)


5 (8)

Smite Evil (Paladin)


11 (10)

Sneak Attack
(Rogue)


11

Sorcerous Casting 


13

Special Ability (Rogue)


16 (10)

Special Feat allowed


2

Special Mount
 (Paladin)

13 (10)

Spontanous Casting (clerik) 

10

Status




3 (siehe Vampire für Stufe)

Still Mind (Monk)


7 (4)

Stunning Attack (Monk)


5

Symbiont



10 (+5 pro weiterem)

Thousend Faces (Druid)


13 (5)

Timeless (Druid)



15 (5)

Trackless Step
 (Druid)


6 (4)

Tungue of Sun and Moon (Monk)

12 (3)

Turn Undead


(1st) 8  
(3rd) 6

Uncanny Dodge 

11((3rd) 9 (2nd) 10)

Unfazeable



12 (Gurps)

Venom resistance (Druid)


13 (5)

Weapon, All Simple


10

Weapon, All Simple and Martial

20

Weapon, Druid Selection


7

Weapon, Monk Selection


7

Weapon, Wizard Selection

4

Weapon, Rogue Selection


10

Weapon, One Aditional on first

2


Wholeness of Body (Monk)

8 (3)

Wild Shape (Druid)


18 (15)

Woodland Stride (Druid)


6 (5)

A Word about reduced Cost: Some Classes recieve abilities, that are feats with reduced flexibility or at a later time  (Ranger Ambidexterity-Feat and Two-Weapon-Fighting which can only be used in light armor and not with double weapons) or abilities at later levels. It would be quite unfair to calculate the same cost for these abilities as for the same abilities gained on first level or with full flexibility. For feats gained at a later time calculate the base cost  (10 CP see there)  and reduce the cost by the number listed below. No ability can be reduced by more than 2/3 of its original cost rounded up (for Feats: 4CP)

Lv. reduction
lowest possible original cost

1st 
none

1

2nd 
-1

2

3rd 
-2

3

4th 
-2

3

5th 
-3

5

6th 
-4

6

7th 
-4

6

8th 
-5

8

9th 
-6

9

10th 
-6

9

11th 
-7

11

12th 
-8

12

13th 
-8

12

14th 
-9

14

15th 
-10

15

16th 
-10

15

17th 
-11

17

18th 
-12

18

19th 
-12

18

20th 
-13

20
Acrobat [Trait - Aptitude] 

You are a natural gymnast. 

Benefit: You have a +2 bonus on your Jump and Tumbling skills. 

Allure [General]
The character is more attractive than normal


Benefit:  The character has a +3 to NPC reactions with interacting with members of the opposite sex who are at least young adult in age.  The character may also have a cohort of the opposite sex and at least young adult in age who tags along out of romantic interest (cf. Leadership feat).
Blandness [Trait - Social] 

You are completely forgettable. 

Benefit: Everyone ignores what you're doing and forgets you when you're gone.  Unless you are actively interacting with another person, they have a -5 penalty to notice what you're doing (Danger Sense, Listen, Scent, and Spot checks).  They have a -5 penalty to remember anything about you, even if they did directly interact with you.

Climate Sense [General] 

Benefits: This feat provides a character with an innate sense of impending (within one hour) changes in the weather.

Fast Healer [General]

The character heals faster than normal

Benefit:  Once the character is wounded he will heal back 1 hit point after one hour.  The character also adds +1 to his hit points healed per day.

Heroic Recovery [General]

The character with this feat makes miraculous, if slow, recoveries after being left for dead.

Prerequisites:  Con 13+

Benefits:  When the character falls below 0 hit points they do not bleed and will heal normally even without assistance.  In addition they heal normally even under adverse conditions such as poor weather or unsanitary conditions.  They cannot heal under violent or life threatening weather conditions.

Notes:  A neat ability, but not one that’s likely to be useful all that often except on solo adventures where no help is available.  I wanted to simulate the “We left him for dead, but he came back and kicked our buts.” shtick. 

Inherent Immunity [General]
The character is nearly immune to a hazard.


Benefit:  The character picks one item below, he gets +2 to his saves/checks against this hazard and also gets an additional benefit depending on the item.


Charms:  The character will also know that someone has attempted to use charm magic on him and is aware that he is charmed even if he fails his save.  This also applies to sleep magics.


Cold:  The character may dress less warmly than others, reducing his encumbrance class by one.


Disease:  The character is sick half the time and suffers half the normal effects.


Energy Drain:  The character only gets the save bonus against energy drain, he does not gain any other special effects.


Heat:  The character only has to make checks half as often as other characters and takes 5 less points of damage.


Lightning:  The character takes 5 less points of damage from lightning attacks.


Magic:  The character only gets the save bonus against magic, he does not gain any other special abilities.


Poison:  The character only takes 5 less points of normal or half ability damage and is affected for half the normal time.


Sound:  The character can recover from sound effects in half the normal time.

Light Sleeper [General]

The character awakes with the slightest stimulus.


Requirement:  Listen +2 or more ranks.


Benefit:  The character can make listen checks at anytime when he is asleep.  The character will awake instantly and will be ready for combat.

Keen Sense [General]
The character's senses are sharper than others of his race.


Benefit:  The character picks one sense, when using this sense he gets +2 to search, spot, or listen checks with this sense.  The character gains an additional benefit based on the sense:


Hearing:  The character is not affected by background noises when making listen checks.


Sight:  The character is +1 to hit with missile weapons at 2 or more range increments (this does not give a bonus, just eliminates penalties).  All sight ranges are improved by one.


Smell:  The character may automatically make a normal spot check to detect poison (as if he were actively searching for it) if it comes within a few feet of him, also the character gets +2 to wilderness lore when hunting or tracking.


Touch:  The character gets +2 to Open Locks and Pick Pockets checks, the character can ID items by feel (i.e. can tell the difference between a copper and gold piece by weight).

Lucky [General]

Good things happen to the character.


Benefit:  This does not have any real mechanics benefits.  Its just that once an adventure something good happens to the character.  For example:  If the character is about to swim across a river he finds a boat hidden in the reeds. 

Luck [General] 

Benefit: This character may re-roll any die roll once per day, taking the best of the results.  

Sorcerous Casting with Spellpoints: Sorceror lernen die Sprüche wie gehabt. Sie erhalten je eine Stufe früher den Devisor für die Spruchpunkt-reduktion (4., 8. ...) sowie die Spruchpunktberechnung nach Charisma (s.u.).

Attack

Primär (Fighter)


15

Sekundär (Clerik)


8

Tertiär (Wizard)


4

Hit Die

d12




20

d10




12

d8




8

d6




4

d4




0

Skill Points

8




47

6




28

4




15

2




5

Geld

6d4




10

5d4




8

4d4




5

3d4




3

2d4




1

1d4




0

Feats

Primär (Fighter)


47

Wizard



12

Normal



5

Spell Tables (not for Wizard or Sorcerer)

Clerik




31

Bard (1nd-6th)


16

Paladin/ Ranger (4th-4th)

8

Domain Spells


+16

School-dependent Casting (Wizard or Sorcerer only)

Universal



3

Divination or Necromancy

5

Abjuratoin, Enchantment, Illusion

8

Conjouration, Evocation; Transformation
16

(Specialisation: Take School twice )

Saves

Per Good Save


5

Single Feats

Per Feat



10

Skills

1 CP per Skill Point

Bonus Lannguages

1 Language



2

Class Skills

Per 2 Skills


1

Skill-Points: Die Anzahl der Skill-Points ist abhängig von den aufgewandten CP und von allen Attributen, nicht nur von Intelligenz. Ein drittel des Bonus, den es durch ein Attribut gibt (oder auch eines Malus) kann für Skills verwendet werden, deren Checks über dieses Attribut erfolgen. Brüche werden auf folgende Weise aufgelöst: 

· Hat der Charakter Brüche aus mehreren Attributen übrig, können diese zusammengefaßt werden bis sie einen ganzen Punkt ergeben und für einen Skill verwendet werden, dessen Check über eines dieser Attribute erfolgt.

· Brüche können so lange aufgehoben werden, bis sie einen ganzen Punkt ergeben.



















































































































