Barbarian

Hit Die: d12

Base Skill Points: +4

Saving Throws: 
Reflex (Poor)




Fortitude (Good)




Will (Poor)

Simple Weapons, Martial Weapons: All, Light Armor, Medium Armor, Shields

Class Skills: Climb, Craft, Handle Animal, Intimidate, Intuit Direction, Jump, Listen, Ride, Swim, Wilderness Lore, Literacy 

1st 
Rage (1/day every 4 Levels till 20th not winded)


Fast Movement (+10 Speed)

2nd 
Uncanny Dodge (Retain Dex Bonus)

5th 
Uncanny Dodge (Can’t be flanked)

10th
Uncanny Dodge (+1 vs. traps)

11th
Damage Reduction (1 hp)

13th 
Uncanny Dodge (+2 vs. traps)

14th 
Damage Reduction (2 hp)

15th 
Uncanny Dodge (+3 vs. traps)

16th
Damage Reduction (3 hp)

18th
Uncanny Dodge (+4 vs traps)

20th 
Damage Reduction (4 hp)

Fighter

Hit Die: d10

Base Skill Points: +2

Saving Throws: 
Reflex (Poor)




Fortitude (Good)




Will (Poor)

Simple Weapons, Martial Weapons: All, Light Armor, Medium Armor, Heavy Armor, Shield

Class Skills: Climb, Craft, Jump, Ride, Swim.

1st 
Bonus Feats (At 1st & 2nd and every 2 after that)

4th
Weapon Specialization Feat Access

Ranger

Hit Die: d10

Base Skill Points: +4

Saving Throws: 
Reflex (Poor)




Fortitude (Good)




Will (Poor)

Simple Weapons, Martial Weapons: All, Light Armor, Medium Armor, Shield

Class Skills: Animal Empathy, Climb, Concentration, Craft, Handle Animal, Heal, Hide, Intuit Direction, Jump, Knowledge: Nature, Listen, Move Silently, Profession, Ride, Search, Spot, Swim, Use Rope, Wilderness Lore.

1st 
Track

Favored Enemy (1 every 5 Levels)


Special Two Weapon Fighting (In light armor)

4th 
Spell Casting
Paladin
Hit Die: d10

Base Skill Points: +2

Saving Throws: 
Reflex (Poor)




Fortitude (Good)




Will (Poor)

Simple Weapons, Martial Weapons: All, Light Armor, Medium Armor, Heavy Armor, Shield

Class Skills: Concentration, Craft, Diplomacy, Handle Animal, Heal, Knowledge (Religion), Profession, Ride

1st 
Detect Aura of Evil

Divine Grace (Charisma bonus to Saving throws)


Lay on Hands (Heal Hp = char X your level)


Divine Health (Immune Disease)


Extra Turning (Bonus Turn 4/day)


Code of Conduct

Associates
2nd 
Aura of Courage

Smite Evil (1/day Cha + Level to damage)

3rd 
Remove Disease (1/week, 1 more every 3 Levels)


Turn Undead (as cleric 2 levels lower)

4th 
Spell Casting
5th 
Special Mount

 Cleric

Hit Die: d8

Base Skill Points: +2

Saving Throws: 
Reflex (Poor)




Fortitude (Good)




Will (Good)

Simple Weapons, Light Armor, Medium Armor, Heavy Armor, Shield

Class Skills: Concentration, Craft, Diplomacy, Heal, Knowledge (Arcana), Knowledge (Religion), Profession, Scry, Spellcraft. 

1st 
Turn & Rebuke Undead, Extra Turning

Spell Casting, Spontaneous Casting

Druid

Hit Die: d8

Base Skill Points: +2

Saving Throws: 
Reflex (Poor)




Fortitude (Good)




Will (Good)

Druidic Weapons (Club Dagger, Dart, Spear, Quarterstaff, Scimitar, Sickle, Sling) Druidic Armor (Padded, Leather Hide, Wooden Shields)

Class Skills: Animal Empathy, Concentration, Craft, Diplomacy, Handle Animal, Heal, Intuit Direction, Knowledge (Nature), Profession, Scry, Spellcraft, Swim, Wilderness Lore. 

1st 
Natural Sense

Animal Companion

Spell Casting
2nd 
Level Woodland Stride
3rd 
Trackless Step
4th 
Resist Natures Lure (+4 vs Nature Magic)

5th 
Wild Shape (Small or Medium 1/day)

6th 
Wild Shape (2/day)

7th 
Wild Shape (3/day)

8th 
Wild Shape (Large)

9th 
Venom Immunity
10th 
Wild Shape (4/day)

11th 
Wild Shape (Tiny)

12th 
Wild Shape (Huge)

13th 
A Thousand Faces (Alter appearance)

14th 
Wild Shape (5/day)

15th 
Timeless Body
16th 
Wild Shape (Elemental 1x)

17th 
Wild Shape (Elemental 3x)

18th 
Wild Shape (6/day)


Monk
Hit Die: d8

Base Skill Points: +4

Saving Throws: 
Reflex (Good)




Fortitude (Good)




Will (Good) 

Simple Weapons, Light Armor, Monk Weapons (Club, Crossbow, Dagger, Handaxe, Javelin, Kama, Nunchaku, Quarterstaff, Shuriken, Singham, etc…) 

Class Skills: Balance, Climb, Concentration, Craft, Diplomacy, Escape Artist, Hide, Jump, Knowledge (Arcana), Listen, Move Silently, Perform, Profession, Swim, Tumble.

1st 
AC Wisdom Bonus

Unarmed Strike (1d6, +1 die type / 4 levels)


Stunning Attack (1/rd Foe fail DC last 1 round)


Evasion (Reflex save for ½ damage)


Fast Movement +10 speed wearing Light armor


Increased Speed +10 Speed every 3 levels

2nd 
Deflect Arrows
3rd 
Still Mind (+2 Save Enchantments & Charms)

4th 
Slow Fall (20 ft)

5th
Purity of Body (Immune to all Disease)


AC Bonus (+1 and +1 every 5 Levels)

6th
Improved Trip (take the feat no Prerequisite)

7th 
Slow Fall (30 ft)


Wholeness of Body (Heal 2 x Level in Hp / day)

 
Leap of Clouds (Jump not  limited by Height)

8th 
Slow Fall (50 ft)

9th 
Improved Evasion
10th 
Ki Strike (Acts as +1 magic for damage reduction)

11th 
Diamond Body (Immune to all Poisons)

12th 
Abundant Step (1/day Dimension Door)

13th 
Diamond Soul (Spell Resistance = Level)


Ki Strike (+2)

15th
Quivering Palm (Will lower level person to die)

16th 
Ki Strike (+3)

17th 
Timeless Body (No penalties for aging, no haste)


Tongue of Sun and Moon (Speak w/any creature)

18th 
Empty Body (Ethereal 1/rd/level/day)


Slow Fall (any distance)

20th 
Perfect Self (Extra Planer, DR 20/+1)

Rogue

Hit Die: d6

Base Skill Points: +8

Saving Throws: 
Reflex (Good)




Fortitude (Poor)




Will (Poor)

Light Armor, Small Size Rogue Weapons (Light or Hand Crossbow, Dagger, Dart, Light Mace, Sap, Shortbow, Short Sword) Medium Size Rogue Weapons (Club, Heavy Crossbow, Heavy Mace, Morningstar, Quarterstaff, Rapier)

Class Skills: Appraise, Balance, Bluff, Climb, Craft, Decipher Script, Diplomacy, Disable Device, Disguise, Escape Artist, Forgery, Gather Information, Hide, Innuendo, Intimidate, Intuit Direction, Jump, Listen, Move Silently, Open Lock, Perform, Pick Pocket, Professoin, Read Lips, Search, Sense Motive, Spot, Swim, Tumble, Use Magical Device, Use Rope. 

1st 
Sneak Attack (every odd Level +1d6 in damage)


Traps
2nd 
Evasion
3rd
Uncanny Dodge (Retain Dex bonus)

6th
Uncanny Dodge (Can’t be Flanked)

10th
Gain Special Ability (1 every 3 Levels)

11th 
Uncanny Dodge (+1 vs Traps +1 every 3 levels)

Special Abilities
Crippling Strike  

When a victim is damaged in Sneak attack; the victim loses 1 point of Strength.

Defensive Roll
You may Reflex Save for ½ damage for a blow that would normally kill you.

Improved Evasion
½ damage on failed reflex save.

Skill Mastery
Choose skills equal to 3 +Int bonus with these skill you can take 10 during a check.

Slippery Mind
When you failed a save vs enchantment you can roll a save the next round.

Extra Feat
Opportunist
1/rd  you can make AoO on victim that has been struck in Melee comabat.


Bard

Hit Die: d6

Base Skill Points: +4

Saving Throws:
Reflex (Good)



Fortitude (Poor) 


Will (Good)

Simple Weapons, Light Armor, Medium Armor, Shield

Bardic Weapons (Longbow, Longsword, Rapier, Sap, Shortbow, Shortbow, Whip)

Class Skills: Alchemy, Appraise, Balance, Bluff, Climb, Concentration, Craft, Decipher Script, Diplomacy, Disguise, Escape Artist, Gather Information, Hide, Intuit Direction, Jump, Knowledge (any field), Listen, Move Silently, Perform, Pick Pocket, Profession, Scry, Sense Movtive, Speak Language, Spellcraft, Swim, Tumble, Use Magical Device.

1st 
Bardic Music


Bardic Knowledge


Spell Casting


Weapon Proficiency (Select one weapon)


Choices Long Bow, Long sword, Rapier,


 Sap, Short Bow, Short Sword, Whip


Sorcerer

Hit Die: d6

Base Skill Points: +2

Saving Throws: 
Reflex (Poor)




Fortitude (Poor)




Will (Good)

Simple Weapons

Class Skills: Alchemy, Concentration, Craft, Knowledge (Arcana), Profession, Scry, Spellcraft.

1st
Summon familiar

Spell Casting
Wizard

Hit Die: d4

Base Skill Points: +2

Saving Throws: 
Reflex (Poor)




Fortitude (Poor)




Will (Good)

Wizard Weapons (Club, Dagger, Crossbow Light or Heavy, Quarterstaff)

Class Skills: Alchemy, Concentration, Craft, Knowledge (all areas), Profession, Scry, Spellcraft.

1st 
Summon Familiar

Scribe Scroll Metamagic Feat

Spell Casting From Spell Book, Spell Mastery
5th
Bonus Feats (Every 5 Levels)

