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Diving into the world of character classes and archetypes isnt just about picking fantasy character roles; its about crafting the soul of your story.While many writers stick to traditional molds, understanding the depth and diversity of character archetypes can transform your narrative from predictable to profoundly engaging.This exploration isnt merely an academic exerciseits a creative journey towards building characters that resonate deeply with readers, making them laugh, cry, or even shout in frustration.By breaking down these concepts, well unlock the
secrets to creating memorable and compelling characters that stand out in a sea of clichs.Character classes in RPGs offer players a framework to build their unique playstyle, whether its through combat, magic, or support roles.Understanding archetypes is crucial for grasping the thematic and gameplay nuances of different classes, enhancing the role-playing experience.The impact of class roles extends beyond individual gameplay, influencing team dynamics and strategies in multiplayer settings.Specialization and skill selection allow for further
customization of characters, enabling players to tailor their abilities to fit personal or team needs.Choosing the right path for your character involves considering both the narrative implications of an archetype and the practical gameplay benefits of a class.Familiarizing yourself with the strengths and weaknesses of each class and archetype can significantly enhance your enjoyment and success in RPG games.Character classes define a players abilities, strengths, and weaknesses in games. They shape how players interact with the game world and other
characters. Each class offers a unique way to tackle challenges.Players choose classes based on their preferred playstyle. Some enjoy the direct combat of warriors, while others prefer the strategic depth of mages and magic (magick? majick? However your favorite game spells it). This choice heavily influences their gaming experience.DiversityFantasy RPGs boast a wide array of character classes. From stealthy rogues to powerful sorcerers, each class brings something special to the table. This diversity allows for rich team dynamics and varied gameplay. We
go more into different types of character archetypes in the section below.That said, games often combine traditional archetypes with innovative classes. This blend keeps the genre fresh and exciting for players. It encourages experimentation and strategy in team composition.Historical EvolutionThe concept of character classes has evolved significantly since early fantasy RPGs. Initially, options were limited, often sticking to basic archetypes like warrior, mage, and rogue. As games developed, so did the complexity and variety of classes.Modern video games
now feature an expansive range of character classes. These not only include classic fantasy character roles but also hybrid and unique classes tailored to specific game universes. This evolution reflects the growing creativity and ambition within game design.Warriors dominate the front line in fantasy RPGs. They excel in melee combat, using swords and shields to protect allies and defeat enemies. This archetypes resilience makes them indispensable in battles against formidable foes.Players choose warriors for their straightforward playstyle. They find
satisfaction in standing between danger and their team, acting as a sturdy shield.Mage ClassMages wield powerful magic, casting spells to attack from a distance. They often serve as the groups strong spellcaster, unleashing elemental fury on opponents or using enchantments to control the battlefield.The allure of mages lies in their ability to shape the course of battle with just a few words. Fans of strategy enjoy calculating the perfect moment to deploy their devastating spells.Rogue ClassRogues thrive in shadows, utilizing stealth and precision to
outmaneuver adversaries. Their toolkit includes traps, poisons, and sneak attacks, making them experts at dealing damage unnoticed.Gamers gravitate towards rogues for the thrill of outsmarting their enemies. The rogues playstyle offers a unique blend of cunning and agility that appeals to those who prefer subtlety over brute force.HealersHealers play a crucial role by keeping teammates alive with healing spells. Whether through restoring health points or curing ailments, their presence ensures the party can withstand prolonged encounters.Players drawn
to healers enjoy the responsibility of supporting others. They find fulfillment in enabling their teams success through careful management of resources and timely intervention.Some Other TypesThose above and below are not an extensive list, but it covers the majority of character classes:Rangers: Skilled in archery and survival, often with animal companions.Wizards: Arcane scholars wielding powerful spells, masters of magical knowledge and strategy.Paladins: Holy warriors with divine powers, blending combat with healing.Clerics: A divine spellcaster
specializing in healing and protection.Priests: Divine spellcasters focused on healing, support, and moral guidance.Necromancers: Masters of death magic, able to summon and control the undead.Knights: Heavily armored fighters dedicated to justice, loyalty, and valor.Bards: Musical spellcasters who use songs to inspire allies or demoralize foes.Druids: Shape-shifters with a deep connection to nature and elemental magic.Archers: Expert marksmen, skilled in precision and adaptability, hitting targets with deadly accuracy.Illusionist: Magic wielders who
create captivating illusions to deceive and outsmart their foes.Spellthief: Cunning rogues skilled in stealth and magic, adept at stealing spells.Assassins: Experts in stealth and precise, lethal strikes, often with a focus on poisons.Scouts: Stealthy explorers skilled in reconnaissance and survival tactics.Sorcerers: Innate spellcasters with a natural ability to harness magical energy.Berserker: Fierce warriors fueled by rage, excelling in brutal melee combat.Monks: Martial artists who channel mystical energy to enhance their physical abilities.Summoners: Magic
users who conjure powerful allies to aid in battle.Warlocks: Spellcasters who derive their powers from pacts with otherworldly beings.Barbarians: Fierce warriors known for their rage and unmatched physical prowess.Engineers: A problem-solving innovator who designs practical solutions.Alchemists: Chemist and magician known for transforming elements into potent elixirs.Beastmaster: Guardians of the wild, forming unbreakable bonds with powerful beasts.Witch Doctor: Spiritual spellcasters who summon spirits and wield powerful curses.Shadowdancers:
Agile masters of stealth, blending magic and shadow for ambushes.Thieves: Stealthy tricksters skilled in deception, lockpicking, and manipulation.Shaman: Mystical mediators who heal, summon spirits, and wield natures forces.Witch: Spellcasters with natures wisdom, wielding magic for healing or curses.Death Knights: Undead warriors wielding dark magic, blending combat with necromancy.Artificers: Inventive spellcasters crafting magical items and enhancing technology.Tricksters: Cunning manipulators skilled in stealth, deception, and surprise
tactics.Inquisitor: Relentless seekers of truth, wielding divine power against darkness.Dancers: Graceful combatants blending magic and movement to inspire and support.Gunslinger: Precision marksmen wielding firearms, excelling in tactical ranged combat.Saint: Holy champions who blend healing, guidance, and moral strength.Elementalist: Masters of elemental magic, wielding fire, ice, and storm powers.Arcane Archer: Masterful archers who blend magic with precision, striking from afar.Tactician: Strategic masterminds leading allies with careful
planning and foresight.Psion: Psychic manipulators using mental powers to control minds and environments.Class roles significantly influence team dynamics in multiplayer games. Players often select classes based on their preferred gameplay style, whether its engaging enemies head-on, supporting teammates from the background, or employing strategic maneuvers to outwit opponents. The balance between offensive, defensive, and support roles is crucial for a well-rounded team capable of facing any challenge.A balanced team can exploit enemies
weaknesses more effectively. For instance, while a tank class draws enemy fire, damage dealers can focus on eliminating threats, supported by healers who ensure everyone stays in the fight longer.Class SynergyThe importance of class synergy cannot be overstated in achieving victory. Games designed with diverse character classes encourage players to think critically about how their abilities complement those of their teammates. This strategic depth adds a layer of complexity and satisfaction to gameplay that goes beyond mere individual
performance.Successful teams coordinate their archetypes to create powerful combos against adversaries. This coordination often leads to memorable victories that highlight the strength of teamwork over solo efforts.Hybrid ClassesHybrid classes present unique challenges and rewards. They blend elements from traditional roles, offering versatility but requiring mastery over a broader set of skills. Players drawn to these classes enjoy the flexibility to adapt to various situations without being confined to a single fantasy character role.However, mastering a
hybrid class demands an understanding of multiple aspects of gameplay. It offers a rewarding experience for those willing to invest the time and effort into honing their skills across different domains.Skill trees offer a roadmap for character development. Players start with basic abilities. Over time, they unlock more complex skills. This process is crucial for tailoring characters to specific playstyles.Choosing the right path in a skill tree can lead to unique specializations. For instance, a character might focus on melee combat with enhanced strength and speed.
Another might prioritize spells for long-range attacks.Equipment ChoicesEquipment plays a vital role in specialization. Swords, rare items, and defensive gear allow players to fine-tune their characters strengths. Selecting the right equipment can exploit an enemys weakness or enhance a characters unique abilities.Players often seek items that complement their chosen skills. A sword that boosts melee damage or armor that increases defense makes a significant difference in combat effectiveness.Advanced AbilitiesAs characters progress, they unlock
advanced abilities. These skills often define a characters role within a group. Some may gain minimum healing abilities, while others achieve insane speed or powerful spells.The acquisition of these abilities requires strategic decisions over time. Players must consider their teams needs and the types of enemies they face. Advanced skills also introduce new gameplay dimensions, making each encounter more dynamic.Class SelectionSelecting the right character class and archetype is crucial for your journey in any RPG. It shapes how you interact with the
story, party, and the natural world around you.For those drawn to healing and support, classes like clerics or druids connect deeply with the fantasy of nurturing allies and harnessing the powers of the natural world. Their role is vital, keeping teammates alive through challenging encounters.Players fascinated by stealth and precision might find assassins or rogues compelling. These classes excel in unlocking old locks, navigating dark elements, and eliminating targets efficiently. They bring a thrilling edge to gameplay, often turning the tide of battle with a
well-placed strike.Experimentationlts essential to experiment with different types of archetypes. This exploration can reveal what truly hooks you into a games reality.Trying out various classes helps identify which playstyle feels most natural and enjoyable. Whether its wielding a mighty sword or mastering arcane arts, each class offers a unique way to experience the game world.Long-Term ImpactYour choice has long-term implications on enjoyment and satisfaction. It influences replayability and how you interact with the community.A well-chosen class
aligns with your preferred playstyle, ensuring every gaming session remains engaging. It also fosters connections within the gaming community, as players often seek out others who complement their abilities in party compositions.Diving into character classes and archetypes isnt just about picking a role; its about shaping your journey in RPGs.Youve seen how each class offers unique gameplay, from frontline bruisers to strategic support. Your choice influences not only your play style but also how you interact with the game world and fellow players.
Specialization and skills further tailor this experience, making your character truly yours.Choosing your path is more than a decisionits a statement of how you want to tackle challenges and adventures ahead.Now, take this knowledge, pick your class, and dive headfirst into your next RPG adventure. Remember, the right combination of class and archetype can turn an ordinary experience into an extraordinary one. Dont just play; immerse yourself in the role that calls to you.Ready for the challenge? Lets make your next game unforgettable.Character classes
in RPGs define the abilities, strengths, and roles a character can play within the game. They determine how a character interacts with the world and other players, guiding their gameplay style.How do archetypes influence RPG characters?Archetypes in RPGs serve as foundational templates for characters, influencing their motivations, behaviors, and roles within the story. They help players connect with their characters on a deeper level by providing familiar patterns of personality and action.Can you change your class or specialize further in RPGs?Yes, many
RPGs allow for class specialization or changing classes as you progress. This enables players to tailor their gameplay experience to their preferences, often unlocking unique skills and abilities.Why is choosing the right class important in RPGs?Choosing the right class affects your gameplay experience significantly. It determines your role in team dynamics, your effectiveness in combat, and how you interact with the game world. Matching your class with your preferred playstyle enhances enjoyment and success.How do class roles impact gameplay in
multiplayer RPGs?Class roles are crucial in multiplayer RPGs as they dictate team composition and strategy. Each class has unique contributions, such as tanking damage, healing allies, or dealing damage, which work together to overcome challenges efficiently. When choosing your path in an RPG, consider your preferred playstyle (e.g., melee vs. ranged), the role you enjoy playing in a team (e.g., leader vs. support), and what gameplay mechanics you find most fun (e.g., crafting vs. combat).How does specialization affect my characters development?
Specialization allows for deeper customization of your characters skills and abilities, focusing on a specific path that enhances certain aspects of gameplay like combat effectiveness or support capabilities. It can greatly impact your strategy and role within the game. Share copy and redistribute the material in any medium or format for any purpose, even commercially. Adapt remix, transform, and build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution You must
give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but not in any way that suggests the licensor endorses you or your use. ShareAlike If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions You may not apply legal terms or technological measures that legally restrict others from doing anything the license permits. You do not have to comply with the license for elements of the
material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you use the material. T.E. "RPGBOT" KamstraJune 26, 2025DnD Classes are the mechanical heart of characters in Dungeons and Dragons. While your race and background carry equal weight in who your character is, your class defines what your character does.
Understanding how to build and play a class effectively is the most important part of building an effective DnD character.Listed below are Handbooks on each of DnDs classes, exploring the nuances and tricks to get the most out of each. To that end we not only go over the features and options of each class, but put those ideas into practice with subclass handbooks and example builds.We try to keep multiclassing to a minimum in these basic examples, but if those advanced options interest you dont miss the Practical Guide to Multiclassing and our Build Guide
Showcase, both of which go into multiclassing.Choosing your characters class is arguably the most important decision when building a new character, as it determines their biggest capabilities and their role within the party.DnD 5e is resilient enough as a system that a party doesnt need to adhere to the classic Cleric/Fighter/Rogue/Wizard party makeup, though covering all of those core capabilities can make your party more successful. For a quick, capable party, ensure that someone in the party is filling each of those four roles.Cleric EquivalentFighter
EquivalentRogue EquivalentWizard EquivalentBardArtificerArtificerBardClericBarbarianBardSorcererDruidFighterMonkWarlockSorcerer (Divine Soul)PaladinRangerWizardWarlock (Celestial)Roguelf your characters build wont neatly fit into those boxes, it may be helpful to consider party roles in more depth. Specific roles can be split between the party, and so long as every role is represented, your party has everything that it needs to succeed regardless of specific classes.There are 13 official DnD classes including the Artificer, Barbarian, Bard, Cleric,
Druid, Fighter, Monk, Paladin, Ranger, Rogue, Warlock, and Wizard. There are also popular 3rd-party classes like the Bloodhunter and the Illrigger.Artificer: Built primarily around their ability to create temporary magic items, the Artificer is a fantastic option for players who enjoy deep customization and the ability to equip a huge number of magic items. In addition to crafting their own temporary items, artificers are half casters with access to most of the Wizards spell list with the addition of crucial healing options like Lesser Restoration and powerful
support options like Faerie Fire.Artificer Strengths:Excellent with toolsExtremely durableSupports multiple play stylesArtificer Weaknesses:Complex resource managementUnique Artificer Features:Create temporary magic itemsPartial spellcasting similar to the WizardBarbarian: With a huge pile of hit points, access to damage resistance to common damage types, and a general preference for large weapons, the Barbarian is a capable melee warrior who typically thrives using simple, repeatable tactics. Rage allows the Barbarian to be exceptionally durable
during a few fights per day, allowing you to act aggressively while shrugging off blows that would quickly drop other characters.Barbarian Strengths:Highly risk, high reward play styleExcellent melee combatBarbarian Weaknesses:Can struggle with ranged combatPoor skillsUnique Barbarian Features:Barbarian HandbookBarbarian Races BreakdownPath of the Ancestral Guardian Barbarian Handbook: Conjure up the spirits of your ancestors to defend yourself and your allies in battle.Path of the Battlerager: Spiked armor and an idea of how to make that
everyones problem.Path of the Beast Barbarian Handbook: Manifest teeth, claws, and other fantastic bodily features, and tear your enemies to shreds.Path of the Berserker Barbarian: A disappointing trap for new players.Path of the Giant Barbarian Handbook: Call on the power of the giants to grow in size, hurl items, and deal elemental damage.Path of the Storm Herald Barbarian: Channel the elemental power of storms to enhance your Rage.Path of the Totem Warrior Barbarian Handbook: Choose from Animal-themed benefits at several points, allowing you
to customize your barbarian to fill several roles in combat.Path of the Zealot Barbarian Handbook: A great option for reckless players, or for players who tend to die frequently, the Zealot is exceptionally difficult to kill and can be raised from the dead without the expensive material components usually required to do so.Path of Wild Magic Barbarian Handbook: Throw unpredictable magic into the mix, gaining a randomly-selected buff every time you rage, allowing you to do fantastic things like teleporting in combat.Super Mario Jump Attack Build
GuideTotembreaker: Scourge of NatureBard: A jack of all trades, the bard falls somewhere between the rogues capability with skills and the sorcerers capabilities with magic. If you want to do a little bit of everything, the Bard is a great choice. With more skills than most characters, Expertise, and full spellcasting, you can build a bard to fill nearly any roll in your party.Bard Strengths:Excellent skills, especially in social situationsGreat support capabilitiesSpellcasting focuses on enchantment and illusionBard Weaknesses:Poor durabilityPoor weapon use
(varies by subclass)Unique Bard Features:Bardic Inspiration to buff your allies skills and savesCollege of Creation Bard Handbook: Use the song of creation to sing objects to life or create them out of thing air, and add powerful additional benefits to Bardic Inspiration.College of Eloquence Bard Handbook: The best bard that ever did bard, College of Eloquence reinforces and expands upon the Bards core class features. While it doesnt add anything truly new to the class, it does make the Bards core features considerably better.College of Glamour Bard
Handbook: A combination of support and Charm effects, College of Glamour makes a great support caster but doesnt add any directly offensive capabilities.College of Lore Bard Handbook: Double down on the Bards core features, adding more Expertise, more Magical Secrets, and new support options.College of Spirits Bard Handbook: Commune with the spirits of the dead to empower yourself and your allies and to defeat your enemies.College of Swords Bard Handbook: Not just a martial bard, but a flashy martial bard.College of Valor Bard Handbook: Add
some martial capabilities to the Bard, including medium armor, shields, martial weapons, and Extra Attack.College of Whispers Bard: Masters of deceit, infiltration, subterfuge, and psychological warfare.Bardadin: The Portable Punching BagBardadin: The Whispering VengeanceCleric: While novice players overlook the Cleric for fear of becoming a healbot, the Cleric is a much more interesting class than that. Diverse, powerful, and backed up by an amazing spell list, clerics can fill a variety of roles in the party and support many play styles. They do still have
the best healing options in the game, but most clerics spend more time smashing through fights with Spirit Guardians than they do spamming Cure Wounds.Cleric Strengths:Powerful spellcasting both defensively and offensivelyPowerful healing spellsCleric Weaknesses:Unique Cleric Features:Use Channel Divinity to turn undead and activate other powerful effects2024 Cleric Class Guide2024 Cleric Subclasses GuideCleric HandbookCleric Races BreakdownCleric Spell List BreakdownArcana Domain Cleric: A casting-focused cleric that borrows a few options
from the Wizard.Death Domain Cleric: An offense-focused necrotic damage enthusiast.Forge Domain Cleric Handbook: A front-line, heavily armored cleric with a good mix of offensive fire options and utility spells.Grave Domain Cleric Handbook: Straddling the line between life and death, the Grave domain adds a mix of offensive, defensive, and healing options.Knowledge Domain Cleric Handbook: Blessed with both magical and mundane knowledge, the Knowledge Domain grants Expertise in two knowledge skills, a number of excellent divination options, and
the ability to temporarily gain proficiency in a set of tools.Life Domain Cleric Handbook: The iconic healer, but also a strong heavily-armored Defender.Light Domain Cleric Handbook: Praise the sun, then blast your foes with fire and radiant damage.Nature Domain Cleric Handbook: The closest you can get to a Druid while still wearing metal.Order Domain Cleric Handbook: A heavily-armored commander, the Order Domain adds great options to lead their allies and enchant their foes in battle.Peace Domain Cleric Handbook: Nominally themed around a
peaceful approach to problems, the Peace Domain offers powerful options to heal and defend your allies, turning them into efficient, resilient, nearly-unstoppable combat monsters.Tempest Domain Cleric Handbook: Heavily armored and ready to command thunder and lightning to destroy your foes.Trickery Domain Cleric Handbook: Skilled in stealth and illusion, the Trickery Domain is welcome among a party or rogues, sneaks, and neer-do-wells.Twilight Domain Cleric Handbook: Use the mystical power of twilight to empower and defend both yourself and
your allies to overcome any challenge.War Domain Cleric Handbook: Direct and simple, the War Domain brings heavy armor, martial weapons, and spells and abilities which allow you to thrive on the front lines of combat.Druid: Divine spellcasters with a close bond to nature, druids are primarily spellcasters and thrive when controlling their environment with area control spells. They match the Clerics healing capabilities, but present a very different playstyle otherwise. Among their most iconic options is Wild Shape, allowing you temporarily adopt the form of
an animal.Druid Strengths:Excellent spellcasting for area control and supportHealing magic comparable to the CLericDruid Weaknesses:Limited direct offensive optionsPoor durabilityDruid Unique Features:Use Wild Shape to turn into animalsFighter: Diverse, capable, and effective, the Fighter is an iconic warrior. Fighters have many excellent options, and get more Ability Score Increases than any other class, allowing them to further customize by collecting feats. Because their complexity grows slowly as you level and you can add complexity as desired by
adding feats, the Fighter is both an easy class to play and an exciting class to optimize.Fighter Strengths:Supports a wide variety of play stylesFighter Weaknesses:Often struggles to handle large groups of enemiesUnique Fighter Features:More ability scores increases and feats than any other classFighter HandbookFighter Races BreakdownFighter Spell List BreakdownArcane Archer Fighter: Imbue arrows with magical effects.Battle Master Fighter Handbook: Master of combat maneuvers, the Battle Master uses a unique Maneuvers mechanic which allows
you add additional effects to your attacks to harm and hinder your foes.Cavalier Fighter Handbook: Known for their exceptional abilities to fight while mounted, but the Cavalier is also a capable bodyguard and Defender.Champion Fighter Handbook: Simple and straightforward, but unquestionably effective, the Champion thrives on the Fighters central features.Echo Knight Fighter Handbook: Summon an echo of yourself from alternate time streams to fight alongside you in combat.Eldritch Knight Fighter Handbook: Complement your phenomenal martial
prowess with magic to defend yourself and to strike at your foes.Psi Warrior Fighter Handbook: Use the power of psionics to boost your attacks, defend yourself and your allies, and mess with your enemies.Purple Dragon Knight Fighter Handbook: An inspirational leader and diplomat, the Purple Dragon Knight is a capable leader and good Face despite the stereotypically non-charismatic nature of fighters.Rune Knight Fighter Handbook: Empower yourself with the magic power of giants, using runes to create fantastic magical effects and enlarging yourself in
combat.Samurai Fighter Handbook: Capable and resilient, the Samurai is capable of sudden bursts of incredible prowess and adds some proficiencies to aid them in social situations.Monk: The iconic unarmed combatant, monks are capable of many superheroic physical feats without the use of spells. Theyre a comlex class to build and play successfully, but their niche between the fighter and the rogue can make them a lot of fun. Unfortunately, the mechanical requirements of the class mean that monk builds are extremely homogenous and there is very little
room to deviate without feeling like your character is underperforming the rest of your party.Monk Strengths:High damage outputHigh mobilityMonk Weaknesses:Low durabilityDifficult resource managementUnique Monk Features:Exceptionally fastFunctions well with no weapons or armorMonk HandbookMonk Races HandbookSuper Mario Jump Attack Build GuidePaladin: Warriors powered by their commitent to a cause, the Paladin is nearly always a heavily-armored melee character, equally capable of smiting their enemies and healing their allies. Their
dependence on Charisma also makes them capable in social situations where similar classes like the barbarian and the Fighter often struggle. Because the Paladins capabilities touch on so many mechanics, paladins are very mechanically satisfying to play and can be a great way to quickly master 5es mechanics.Paladin Strengths:Extremely durableBursts of high damage output with Divine SmitePaladin Weaknesses:Struggles to fight at rangeVery limited spellcastingUnique Features:Aura of Protection provides powerful buffs for yourself and your allies2024
Paladin Class Guide2024 Paladin Subclasses GuidePaladin HandbookPaladin Races BreakdownPaladin Spell List BreakdownRanger: Capable explorers and warriors, the Ranger falls somewhere between the Fighters martial capabilities, the Rogues skills, and the Druids spellcasting. While early versions of the Ranger struggled somewhat due to highly situational class features, Optional Class Features and exciting new subclass options have made the ranger both effective and exciting to play.Ranger Strengths:Good mix of martial, skills, and spellcastingGood
damage output in combatRanger Weaknesses:Limited spell selectionSeveralRanger Unique Features:Features to thrive in any environmentRanger HandbookRanger Races BreakdownRanger Spell List BreakdownBeast Master Ranger Handbook: Fight alongside a powerful beast companion, training them as a living weapon to aid you in battle..Drakewarden Ranger Handbook: Command a powerful drake companion that you can ride into battle!Fey Wanderer Ranger Handbook: Gain fey power and use it to beguile, charm, and outwit other creatures.Gloom
Stalker Ranger Handbook: Hunt your foes in the dark, gaining the ability to see and fight in the dark, and to ambush your foes.Horizon Walker Ranger Handbook: Walk the planes, gaining the ability to teleport in battle and to travel between planes without relying on spells like Plane Shift.Hunter Ranger Handbook: A capable warrior, the Hunter is the most customizable ranger subclass, capable of succeeding in a variety of fighting styles.Monster Slayer Ranger Handbook: Simple and reliable; ideal for new players.Swarmkeeper Ranger Handbook: Use a
swarm of fey spirits to empower your attacks, to defend you in combat, and even to carry you through the air.Rogue: More than just the orphaned thief stereotype, rogues are cunning, highly-skilled characters capable of solving many problems and filling many roles within a party. The Rogues signature combat ability is Sneak Attack, which encourages you to use positioning, stealth, and clever tactics to deliver powerful single hits.Rogue Strengths:Expertise in several skillsCan fill a variety of skill-based roles in the partySimple, reliable combat tacticsRogue
Weaknesses:Almost entirely dependent on Sneak Attack to be effective in combatUnique Rogue Features:Cunning Action to make you mobile and sneaky in combatSneak Attack for big damage on a single attack2024 Rogue Class Guide2024 Rogue Subclasses GuideHexbuckler of the Astral SeasSorcerer: Spellcasters that draw their power from something innate about themselves, such as draconic ancestry. Sorcerers rely on a small number of spells known compared to other spellcasters, but their Metamagic feature allows them to customize those spells to suit
the needs of their situation. Players who enjoy the power of the Wizard but dont want the complexity of managing a spellbook will find the Sorcerer very satisfying.Sorcerer Strengths:Great spell listCan be simpler to play than the Wizard with much of the same feelSorcerer Weaknesses:Limited number of spells known/preparedSorcerer Unique Features:Metamagic can modify spells on the flyUse Font of Magic to regain spell slots or fuel MetamagicAberrant Mind Sorcerer Handbook: Combine the power of psionics with the power of arcane magic to create a
spellcaster with the sorcerers deep well of spellcasting and some of the warlocks spooky, occult magic.Clockwork Soul Sorcerer Handbook: An avatar of order, the Clockwork Soul rounds the edges off of probability and wards their allies against harm and entropy.Divine Soul Sorcerer Handbook: Descended from a divine bloodline, add the ability to learn and cast cleric spells in addition to sorcerer spells.Draconic Bloodline Sorcerer: Extra durable and extra excited about dragons and elemental damage.Lunar Sorcery Sorcerer: Change your subclass spells by
changing phases of the moon, and also get discounts on Sorcery Points.Shadow Magic Sorcerer Handbook: Masters of magical darkness, gain the ability to see in darkness and summon a powerful shadow hound to weaken and attack your foes.Storm Sorcery Sorcerer Handbook: Adept at flight and casting spells in close quarters, storm sorcerers dart in and out of close range to deal bursts of sonic and lightning damage before flying back out of reach and retreating.Wild Magic Sorcerer: Wacky chaos monsters but also powerful rerolls and the ability to mess
with dice math.Sorcadin: Smite Like ClockworkWarlock: Warlocks draw their power from a pact made with a powerful entity of some kind. Mechanically, the Warlock is delightfully weird compared to other options, offering a huge number of customization points and entirely unique spellcasting resource that makes them feel and play very differently from other spellcasters. Building around Eldritch Blast has been simple and effective since the Players Handbook released in 2014, but that is certainly not the only way to build an effective warlock.Warlock
Strengths:Exclusive access to Eldritch Blast, the best offensive cantrip in the gameSimpler spellcasting than other spellcastersDiverse play stylesWarlock Weaknesses:Warlock Unique Features:Unique pact magic spellcasting featureHeavily customizable with Eldritch InvocationsArchfey Warlock Handbook: Fey are tricky, unpredictable creatures, and warlocks who swear pacts to The Archfey gain spells and abilities to confuse, surprise, and charm other creatures.Celestial Warlock: Make a pact with a powerful creature from the upper plains and some healing
and radiant damage to your capabilities.Fathomless Warlock Handbook: A powerful threat in and around water, the Fathomless gives you new spells related to storms and water, and you gain the ability to conjure spectral tentacles to attack your foes and to defend you from harm.Fiend Warlock Handbook: Make a pact with a powerful fiend and get all of the fire damage you could even possibly want. Other stuff, too, but Fireball is pretty great.Genie Warlock Handbook: Make a pact with a genie of one of the four major elements, and gain benefits like
empowered spellcasting and a magic vessel which you can use both as a spellcasting focus and as a resting place.Great Old One Warlock Handbook: Spooky spells, telepathy, and tentacles.Hexblade Warlock Handbook: Forge a pact with a mystical force known only as The Hexblade, gaining the ability to use Charisma for weapon attacks and other fantastic combat abilities.Undead Warlock Handbook: Gain the ability to adopt a terrifying undead visage to buff yourself in combat.Undying Warlock Handbook: Make a pact with an immortal (or at least very long-
lived) creature and become very slightly less likely to die.Wizard: Among the most iconic spellcasters in DnD, the Wizard is your iconic book-bearing magical scholar. Their spell list is the largest in the game and includes many of the best spells in the game, plus their ability to collect spells and cast any ritual that they know makes the Wizard an excellent utility caster on top of their ability to hurl fireballs.Wizard Strengths:Expansive spell listPowerful ritual castingWizard Weaknesses:Unique Wizard Features:Can cast rituals from their spellbook without
preparing themBiggest spell list in the gameWizard HandbookWizard Races HandbookWizard Spell List BreakdownBladesinging Wizard Handbook: Masters of fighting with both weapons and with spells, bladesingers can perform a secret song and dance which makes them deadly in combat. Among the most caster-focused gish options.Chronurgy Magic Wizard Handbook: Manipulate the flow of time, allowing you to force rerolls, to stop creatures, and even to temporarily suspend spells in a tiny bead and share it with your allies. Chronurgists also gain access
to the Dunamancy spell list.Graviturgy Magic Wizard Handbook: Manipulate space and gravity to move your foes about on the battlefield and crush them with powerful gravitational effects. Graviturgists also gain access to the Dunamancy spell list.Order of Scribes Wizard Handbook: Awaken your spellbook, and master the central concepts of wizardly magic, allowing you to learn spells faster than other wizards and employ them in new and unusual ways.School of Abjuration Wizard Handbook: Masters of protective magic, Abjurers gain a powerful magical
ward which can absorb damage dealt to you or your allies and recharges when you cast abjuration spells.School of Divination Wizard Handbook: Diviners gain the powerful Portent feature, allowing them to roll two to three d20s at the beginning of the day and use them to replace rolls, as well as the ability to cast divination spells and incredible little cost.School of Enchantment Wizard Handbook: Powerful and versatile spellcasters, enchanters gain abilities to charm and hypnotize foes, and to affect additional targets with single-target enchantment
spells.School of Evocation Wizard Handbook: Exceptional at dealing damage with spells, evokers deal more damage with cantrips than other spellcaster, and can make safe spaces in their area damage spells to avoid harming allies.School of Illusion Wizard Handbook: Masters of illusion spells, illusionists gain abilities to manipulate illusion spells beyond their normal limits, including the ability to make them partially real.School of Necromancy Wizard Handbook: Gain the ability to heal yourself when you kill other creatures, and to more easily create and
control undead, including powerful ones far more powerful than spells alone would allow.School of Transmutation Wizard Handbook: Gain abilities to turn things into other things, like wood into metal, yourself into an animal, dead things into live things, and injured or sick things into happy and healthy things.War Magic Wizard Handbook: Powerful combatants, war wizards gain abilities to defend themselves against attacks and to boost their spell damage by countering or dispelling other spells.Bugbear-y Me in DamageSuper Mario Jump Attack Build
GuideRPGBOT has covered some 3rd-party content from our favorite creators. This content is published under the Open Gaming License, under Creative Commons, or through DMsGuild, and is not considered official content. As such, it is not available in Adventurers League organized play, and your group may not allow it in your game. If your group wants to explore 3rd-party content, we hope that these articles will help you make them work for you.Kobold Presss Black Powder Sorcery HandbookSchool of Gastronomy WizardMCDMs Beastheart
HandbookMCDMs Illrigger Class GuideBilgewater Subclass BreakdownTyler "RPGBOT" Kamstra has been the author of RPGBOT.net since 2013. Tyler began playing tabletop RPGs with 3rd edition Dungeons and Dragons over 20 years ago. Tyler has a long-standing love for building characters and for game mechanics, and brings that enthusiasm to everything he creates. Although I've dabbled in the past, it looks like I'm about to get into Pathfinder a lot. I will be selecting a character to play every other week, for probably the next 4 years, and I'll probably
only be level 13 or 14 when it ends. I need to pick a class that will remain interesting throughout. In the game that just ended for me, I played a cleric, D&D 3.5, and he made it to level 11. It took 5 years of real-world time. Until the last few months, playing the cleric was pretty fun. There were lots of spells and feats and alternative class features to enjoy. So, I am hoping those who have played Pathfinder could give me something like a power gamer's guide to the classes. I can use any class from a Paizo Pathfinder product, so things like the APG are fair game.
I'd love to see just a few sentences about why particular classes are fun to play and capable. If you can write out something for each class, great, I'll read it. If you are only motivated to write about your few favorites (or loathed) then that's great too.Basically, help. I need to decide now about what will be fun/useful to still be playing 2 or 3 years from now. log in or register to remove this ad Frankly, I think pretty much every PF class is interesting for the full 20 levels now. Classes like Fighter, Bard, etc. got some nice upgrades and just about every class gets
something neat every single level up. I like the way Fighters have changed, personally. They get weapon training every few levels, which gets them bonuses to hit and damage with certain weapon types, and armor training to reduce Armor Check penalties and movement restrictions. Get a hold of the Core book and just peruse the classes. Well, I have very little experience with a lot of the new classes, but some I've either seen in play for a while or thoroughly examined myself, just due to my own interest in them. So, here is my incomplete list. There's gonna
be a lot of tiers, I don't like the idea of vast groupings, the difference between adjacent tiers may be small. Tier: 1WizardCleric 2SorcererDruidSummoner 30racleMagus 4AlchemistBard 5InquisitorPaladinRanger 6FighterBarbarian 7NinjaRogueMonk I don't know much about Cavalier/Samurai other than they seem really boring (IMO), I'd guess they're slightly below Fighter in the same "tier." My only experience seeing a witch in play, the character was utterly pathetic and worthless, though that player, upon making 2 new characters later, proved to simply be
atrocious at optimization and battlefield tactics (I don't mean like a newbie picking weak options, I mean a guy who was multiclassing like mad and digging into 3rd party stuff and STILL somehow failing badly). So to be fair to the Witch class, it was likely just him. Still leaves me without a clear picture of what it can do. Gunslinger I don't want to touch with a 10 ft pole, I hate the class and the UC gun rules more than I even hate 4E, and that's saying a lot. I was actually willing to try 4E, I would outright leave a game if someone tried to bring that garbage in.
So, I can't rate it terribly acccurately. Magus I've seen in a gestalt game and its spell combat seems to dish out a lot of pain, and the spell pool thing is obviously very awesome. My view still might be skewed due to it being gestalt, maybe it should be dropped a tier. But seems pretty amazing to me.Summoner I've seen lots of, and I'm positive it belongs where I put it. Damn class gets 1, 2, even 3 (!!!!) levels reduced on like 80% of its spell list at level 3 and up, that's nuts! The lots of summoning per day and the eidolon that can out strength and outdamage the
Fighter by a wide margin, and the action economy advantage such things provide are icing. In my experience it breaks down like this, granted I have not played all of them so some of them may be better than I thought after watching other people play them.(power rating + to +++++)Tier 1 [does everything well] - Cleric(++++), Druid(+++++), Wizard(++++), Tier 2 [does multiple things well] - Bard(+++), Inquisitor(+++), Magus (+++), Oracle(++++), Sorcerer(++++), Witch(+++), Tier 3 [does one thing well] - Cavalier(+++), Fighter(+++), Gunslinger
(++), Ninja(++++), Paladin(++++), Samurai (++++), Summoner (+++++) Tier 4 [someone does your job better than you] Alchemist(+++), Barbarian(++), Ranger(++), Monk(+), Rogue(+++)The best way to look at the above is look at how much you want to do, then pick how good you want to do it. A Wizard, Oracle, and Paladin all work great in the same party but the Paladin needs to stick to fightin and the Oracle needs to pick only one or two things and let the Wizard handle the rest. You also don't all have to be at the same power level if your ok with
not doing everything and sticking to your thing. Try to keep it within 2 so you get to contribute in a meaningful way. Fighter & Wizard = ok, Barbarian & Wizard = not so great but still passable. Id also like to point out the Gunslinger is really hard to judge on power rating, they are great against mook/minons as they regain their grit points quickly against those foes but against the BBEG you may find you are not contributing in a meaningful way. If you want to play something that encourages you to spend your "spells" (grit points) as quickly as possible hoping
you roll well enough to get them back, you have the chance to be +++ or even ++++ but because its all on your die roles you could end up with only + as well. You do get to refill them daily but your pts don't go up as you level, you simply gain better stuff to spend it on. Last edited: Sep 19, 2011 re Well... every class in PF can be fun and powerful. Generally martial/fullBAB classes are really boosted-up so unless you are rly focused on such a build you will rarely be reaching their capability (such as with CoDzilla). Druid is the only class clearly NERFED in PF,
if you seek optimazation only and you could care less about flavor dont play one. Spontaneous casters (mainly the Sorcerer and the Oracle[Spontaneous Cleric]) got a HUGE buff with the APG, allowing you to pick an !extra spell known! of the second highest level you can cast instead your favored class bonus HP/skill rank. That said, they tend to be specialized though. Humans and half-elves only pull this trick though. I've only played Alchemists and Oracles in PF so I can only advice you on these:If you play an alchemist dip into bombs, at vl 6 you can make a
full-attack with bombs dishing out lotsa damage, plus you hit touch AC. At 10th you get force bombs (BB elemental resistances ). Also take the preservionist archetype from UM, allowing you to effectively cast Summon Nature's Ally IX as 6th level spell and as standrard action (1d4+1 Tyrannos or Rocs can never be bad ) After Ivl 6 you take all the extra atk feats (Rapid Shot, TWF etc) but you will probably run out if you NOVA-Bomb every fight. Bombers get a nice boost at 16 with Transformation (you can still make the summons if needed in trans )Oracles can
be very diverse on the other hand. Each oracle gets a curse (on the long run the best one is Haunted [more extra spells ]) which has some negative effect but provides bonuses as you level up. If you dont care much about high level power pick either Tongues (might hurt you later when you get Greater Command) or Wasting.Oracles also select a mystery, sort of like a domain. A mystery gives you extra spells and a list of class features to pick as you level up. Mysteries kinda specialize you so I'll tell you about those I've played.Life --> Best healer in game
(ridiculously powerful, get Mass Heal as 8th)Heavens --> Perhaps best mystery for offensive caster builds. Plays with Illusions early levels and switchs to Evocation at higher.Metal --> Very good if you want to play with a bow. Not great otherwise.Fire --> Nice BAM-BOOM early levels. Of course, you suck vs immune fire.Time --> Good at 18th+. Moderate up to that level. Winds --> Not great spell BUT! you can actually do SOMETHING in an antimagic-field (my DM loved that one ), look the thunderstorm revelationCombat --> Probably the best for Melee-based
combat. However, Divine Power has been nerfed (A LOT).Paladin is ridiculously OPed in PF. Gunslinger also becomes ridiculously OPed at 6th. Last edited: Sep 19, 2011 The tiers are pretty much the same as they've always been in the core, except everything is significantly better, playable 1-20 and can contribute in a party so you have less to worry about with tiers. I'd say of all the core classes that got taken into Pathfinder, Paladin got lovvvvvvvvvved up. They are so, so, so much better than they used to be. Everything got lots of tweaking and more power
except Druids I would say. These went from markedly weaker than most all core classes to real assets. By tenth level you can have a 16 or 18 Charisma and have jacked saves and also be healing something like 30d6+ on a daily basis. Not only does Lay On Hands heal, it also fixes things like Disease, Blindness/Deafness and all other sorts of status effects. It is so nice. You bond with a weapon which gives you modifiers above pure plusses to weapons way above market value and you can change the abilties. This is phenomenal for a Paladin who doesn't want a
mount. You cast at a higher caster level, sooner, get more spells and they are keyed off Charisma instead of Wisdom which is great for MAD issues and will give you so many more bonus spells. Smite lasts for an entire encounter, not one hit. Its basically like giving the Paladin another 10 smites a day or better. AND IT WORKS AT RANGE. Everybody got something from Pathfinder but Paladins got the works. Edit: Response to AboydMy general rule of thumb, if you want straight power you go for something with full casting, then there is debate between d8 6th
level casters and the full BAB Martials fighting with one another, with everybody contributing (all equal, some more equal than others). The d8 3/4 attackers who don't have spells are probably the weakest. D8, no spells, and 3/4 seems to be a rough spot to be in Pathfinder nowadays. P.P.S. on the Paladin, Lay on Hands is a swift action. Yep. 30d6 healing a day by level 10 assuming 16 charisma, as a swift action and it can resolve status effects. In other words, totally effing bonkers. Last edited: Sep 26, 2011 Not having played a lot of pathfinder yet this is a bit
of theorycraft but I think it's pretty reasonable, although some classes require more optimisation than others and they can all be wrecked by bad builds... (not in order in tiers) 1st tierWizard, Cleric 2nd tier Sorceror, Druid, Oracle 3rd Bard,Inquisitor 4th tier Ranger, Barbarian, Fighter, Alchemist, Paladin 4th tier Monk, Rogue (not rated Summoner, Magus, Gunslinger, Ninja, witch, cavalier, samurai, anti-paladin) Wizards and clerics are the flexible, full casting classes and clerics still have a fair amount of hth and self buffing potential. The range of spells they
have and options they have to change them daily makes them unmatched IMO Druids I don't think have quite the same flexibility in their spell lists so I see them as a bit behind but I could well be wrong as I haven't seen one in play.Sorcerors & Oracles have the restricted list of known spells but have more spells per day, not as flexible but commonly still up there. Bard and Inquisitor have a balance of spells, buff and self buff abilities that make them flexible, typically they're both pretty useful in social and skill situations as well. Ranger, Barbarian, Fighter,
Alchemist, Paladin all have strengths and weaknesses (and the alchemist could go up or down a tier pretty easily not having seen one in play)The rest of the ones in the tier are combat based and all do that well, the fighter has a large range of tricks they can add with their feats, the paladin has a lot of defensive ability and some large offensive boosts (smite evil, bond to weapon), the ranger has a fair amount of skill support and favoured enemies can be huge. The barbarian's rage and rage powers give them a fair bit. The monk and rogue are worse in combat
than the previous tiers and the skills of a rogue don't really make up for it, nor do the monk abilities & defences make up for the lack of offence or flexibility with power. (Ninja is probably around here, might move up to the previous tier)(Magus is probably low 2 or 3)Summoner and Gunslinger I'm not sure about. I've seen a level 13 character who was largely a gunslinger in action for a session and it was powerful but it had a few levels of rogue a revolver and I don't think it would have stayed as effective given a bit of time for the GM to figure it out.Summoner
I haven't figured out yet. It's probably 2nd, maybe 3rd. The other classes cavalier, witch, samurai & anti-paladin I haven't looked at I will say that I think any class is playable and capable of having fun with and how well a party works together and how much other characters are willing to do to help out can make a huge impact on effectiveness (a buffing wizard can make a rogue very powerful once he has greater invisibility for instance) but I'd expect that getting a straight rogue or monk to be effective requires a lot more work than other characters. I think
the traditional power breakdown of full casters, partial casters, non-casters is still pretty close.Of course that's dependent on a 'standard' campaign. In a low combat espionage based campaign then the fighter would be less useful (as would the paladin & barbarian) and the rogue and ninja would probably go up and a sorceror who focused on blast spells wouldn't be that much use... Last edited: Sep 27, 2011 I will say Stream is pretty much right overall, however number crunchers have chrunched and wizard normally kills cleric (its like a 52/48 thing) and the
only class that can consistantly kill one of those is the Barbarian, if you use the exact build... which makes u all but useless at killing non-spellcasters The good thing is though, even though there are tiers, it still isn't this GIANT EFFING GAP where a full spellcaster is just so much markedly better than a less frequently played 3.0/3.5 class that as a Full BAB class you'd have to be really digging for feats and equipment to be within a million miles of them by the time they get 4th and 5th level spells. It is totally, totally valid to go Fighter 10. Not Fighter 2/Crazy
Crap 3/2/XY 2 with a Level Adjustment buyoff and crap from 3.0 and Dragon Magazine.Fighter 10 works. Also, the tier thing isn't in a vacuum. It depends on party composition. There are lots of parties with D6/d8 guys, no full attacking, and they'd probably be thrilled to have a Fighter or a Paladin or a Ranger with a bad ass companion. Last edited: Sep 27, 2011 When I see those lists, I have to think of the archetypes that really start to mix some of this stuff up. The Arcane Duelist is arguably as-good-or-better than the Magus at the same job (and then the Bard
has 40-odd spells that are gained early while the Magus gets one). There's some Ranger archetypes that throw his tier for a loop (you can open up some versatility, or hamper yourself even further). Also, there's the "treat anyone like a favored enemy" spell.The summoner is being listed low on some peoples tiers, however seeing one in play, the combination of minutes long, level appropriate summons + standard action to cast can really scare up some versatility on the spot. Having 4 mephits toss out their cones of fire, then unsummoning them and
immediately bringing in a bralani to blast a lightning bolt is a terrifying round of actions true story!. At least a tier 2 character.The Zen Archer monk is a scary character to behold, and a completely viable option for a ranged fighter, despite using Monk as a base. I wonder what style feats does to that kind of build... Page 2 Here is how I have seen them played and gone through in theory Tier 1DruidWizard Tier 2SorcererSummonerClericOracle Tier 3InquisitorMagusWitchAlchemistBard Tier 4FighterBarbarianPaladinRangerRouge Tier
5CavalierGunslingerMonk The cleric and orcle are in tier 2 because, to me, a character who only buffs/heals is not all that interesting. They are still strong characters but the focus of their abilities detracts from their overall fun. Tier 3 is full of guys who are mild to medium combat with spells to enhance and make up for the medium BAB. Witch is the exception as they are a full caster, they are a powerful option but not my bag in their style. Tier 4 is still good, they are the tanks. There are fun ideas to be had with them all, but the averageness of their abilities
knocks them down from Tier 4.Consider how different a fighter with a 2 handed weapon is from another fighter with a 2 handed weapon Tier 5 is the bad ones, cavalier is someone who has a strict code to follow and does not get much for following it. Gunslinger imo is just bad. It is slightly op, but the concept is terrible. The monk (with exception to the drunken master and zen archer archtypes) is another bad option, the 2 archtypes help but the overall class is still down hereThere are archtypes that will move a class up or down, these are simply just the
average considering all archtypes available. Race also has an effect on the over all power of a class, for example, a Zen archer Dwarf gets into tier 3 while a zen archer elf finds itself in tier 4 log in or register to remove this ad The cleric and orcle are in tier 2 because, to me, a character who only buffs/heals is not all that interesting. I guess if that's all they did, this would be true. Tier 4 is still good, they are the tanks. There are fun ideas to be had with them all, but the averageness of their abilities knocks them down from Tier 4.Consider how different a
fighter with a 2 handed weapon is from another fighter with a 2 handed weapon Rogue is a tank?! Tier 5 is the bad ones, cavalier is someone who has a strict code to follow and does not get much for following it. Gunslinger imo is just bad. It is slightly op, but the concept is terrible. The monk (with exception to the drunken master and zen archer archtypes) is another bad option, the 2 archtypes help but the overall class is still down here I agree Gunslinger is overpowered and a stupid concept. Tier lists rank power, not how much you like the class, though.
Drunken Master isn't enough to move monk a tier. Zen Archer might be, but just barely. There are archtypes that will move a class up or down, these are simply just the average considering all archtypes available. Race also has an effect on the over all power of a class, for example, a Zen archer Dwarf gets into tier 3 while a zen archer elf finds itself in tier 4 Elf is a terrible, horrible choice for Zen Archer. The proficiencies are wasted, the con hurts, the int and dex do very little to help, the elven magic does squat... Dwarf is the optimal core choice (Oread is
probably the best non-core and Human is decent as always). Even so, Dwarf Zen Archer is not much better than core monk, maybe a tier higher. It's still inferior to Ranger and a hell of a lot more boring. Rangers have spells, and a pet, and are skill monkeys. Zen Archers...do respectable barrages of damage round after round, and can sneak alright. I played one, it was playable and could do its job, but was boring as hell and still clearly inferior to most other classes/archetypes that weren't monks. As Fishbone said, anyone putting Paladin at a low rank has
never seen one in PF... they are absolute monsters. And Fishbone didn't even mention one of their most powerful new abilities: Aura of Justice (gained at 11th level) = Group Smite. Yes, by spending 2 Smite uses as a free action, all nearby allies gain the Paladin's Smite bonuses for 1 minute... So, +5 or 6 to attack rolls, + Paladin's level on all damage rolls (doubled to 2x 1vl vs evil dragons, outsiders, or undead) and +5 or 6 to AC against target. For the whole party!Also, the most powerful character in our game is by far the Barbarian/Fighter. He does massive
damage on every hit, and has done 600 points of damage in a single round at 11th level. Regular hits do 50-60 damage, and when he criticals, he typically does 150 points of damage. And while spellcasters can be stopped with high saves, SR, energy resistance, etc, almost nothing can stop sword damage in the amounts he does. He laughs at DR 10/-, as 40-50 damage per hit still gets through (and he gets 4 attacks per round while hasted).The sorcerer wishes she could do damage like the Barb/Ftr... I do have to say though that you are better off playing what
you like - my top three are Wizard, Paladin, and Rogue, more because of the way they feel than because of power. Rogue is a utility class - if all you look at is combat effectiveness then he make a poor showing, if you have things to do other than stick pointy things into soft things that scream and bleed then the rogue does a lot better. Magus and Bard are the next on my list, magic using classes that support another role as well. So, look at past experiences with the DM, but mostly, play what will be fun.The Auld Grump Last edited: Sep 29, 2011 As Fishbone
said, anyone putting Paladin at a low rank has never seen one in PF... they are absolute monsters. And Fishbone didn't even mention one of their most powerful new abilities: Aura of Justice (gained at 11th level) = Group Smite. Yes, by spending 2 Smite uses as a free action, all nearby allies gain the Paladin's Smite bonuses for 1 minute... So, +5 or 6 to attack rolls, + Paladin's level on all damage rolls (doubled to 2x vl vs evil dragons, outsiders, or undead) and +5 or 6 to AC against target. For the whole party! It's partly a matter of flexibility, the Paladin,
Fighter, Ranger... can hit things and do damage well (in different ways) but they can't do as much as a full progression spellcaster in other ways. A Paladin gets good defences and can hit things hard. There's also the point that smite is vs 1 target so good versus a big bad, not so good versus a lot of similar targets - and no use at all against anything neutral or good...If you use Aura of Justice at 11th level that's half of your smite uses for the day. As a comparison a fighter gets Weapon Training which gives a bonus on all hit and damage against any foes.
Nowhere near as big a damage bonus as the Paladin but the fighter also doesn't need to boost charisma for the hit bonus which means he can focus more on str and has about twice the feats of a Paladin including some nice fighter only options for combat.(It also makes power attack more effective than a non-smiting Paladin) Also, the most powerful character in our game is by far the Barbarian/Fighter. He does massive damage on every hit, and has done 600 points of damage in a single round at 11th level. Regular hits do 50-60 damage, and when he criticals,
he typically does 150 points of damage. And while spellcasters can be stopped with high saves, SR, energy resistance, etc, almost nothing can stop sword damage in the amounts he does. He laughs at DR 10/-, as 40-50 damage per hit still gets through (and he gets 4 attacks per round while hasted).The sorcerer wishes she could do damage like the Barb/Ftr... I'd be interested to see the Barbarian/Fighter build. The real utility classes from level 6+ are the spellcasters, not the rogues.And doing much damage in combat is very nice. How does the sample
barbarian/fighter handles flying or incorporeal opponents? And there are still the save or suck spells. The real utility classes from level 6+ are the spellcasters, not the rogues. Not in my experience.Wizards can do all sorts of wonderful things if those spells are prepared - if they have infinite time to do things then a wizard can disarm traps, open doors, etc.. But if there is a time crunch, and there should often be a time crunch, then the rogue opens the door, disarms the trap, and fakes being a cleric so he can use the wand of cure light wounds on the cleric who
is now in negative hit points.... I run a lot of urban adventures, and rogues end up being some of the busiest characters around.The Auld Grump You can keep slots open. And there is an arcane discovery that let you fill the slots even faster.And use magic device is more the domain of the bard and the sorcerer, who have usually a higher charisma and the skill as class skill, too. You can keep slots open. And there is an arcane discovery that let you fill the slots even faster.And use magic device is more the domain of the bard and the sorcerer, who have usually a
higher charisma and the skill as class skill, too. As I said - not in my experience. Your experience obviously differs, but it is by no means universal.More often I have seen a wizard that has knock etc. wait until after the rogue makes his attempts. For that matter, I have seen the wizard buff the rogue more often than cast knock and open the door himself. Rogues differ, some are charismatic con men, others daring sneak thieves, and still others that are simple thugs. Most often, some mix of the options. But rogues in my game are often built with an urban setting
in mind, so, again, experiences can differ. Personally, I like playing a charismatic con man, I like banter and bluff.The Auld Grump reSome people are giving you perceived power levels rather than actual opinions based on experience involving each class. Pathfinder is dramatically different from 3E and class power is relative and based on what paths you choose. 1. Wizard: Still the most versatile and powerful class in the game at high level. It's impossible to match spell versatility. But still very boring at low levels and stands out as such when other classes are
getting very cool abilities as they level up. No longer can do everything equally well to other classes. Like you can't make a wizard that does melee as well as a fighter or barbarian. You attempt this and you will get torn apart. But you still have incredible versatility with your spells at high level. 2. Cleric: Highly versatile. The most powerful healing caster in the game still. Powerful summoner. More general survivability than the wizard. Not far behind the wizard, but still can't match the wizard on sheer versatility and spell power. 3. Barbarian: You can build an
absolutely sick beast barbarian now. A barbarian that can take most encounters and stomp them into garbage. A barbarian that casters hate because he only misses saves on a 1. A barbarian that eats magic, sunders spells, and can rip summoned creatures apart like cotton candy. That has insane hit points and can also dish insane damage. Probably the best melee class in the game right now. 4. Sorcerer: Because of a sorcerer's more limited spell selection, I place them on tier 2. They're still very powerful. What they lose in spell versatility, they make up for
with bloodline arcana and bloodline powers. You can get all sorts of nifty abilities and make insane mind controllers with DCs that can allow you to dominate dragons. You can make blasters that wizard's can't touch. You can make shapechangers that can go toe to toe in melee. You can be immune to crits, stun, and combine powers to make for a beastly character that is very hard to deal with. 5. Druid: Druid is a druid. You get a lot of different abilities, but don't really stand out at anything in particular. You're a jack of all trades divine caster. You can gain
access to some spells to make the druid a little more interesting, but it's still basically a druid. 6. Oracle: This class is pretty fun. Basically the divine version of the sorcerer. Oracle of Life is the best healer in the game and can be made really hard to bring down. Some of the other oracle paths are interesting, but not as interesting as the sorcerer. Some of the interesting oracle paths: Time, Metal, Dark Tapestry, Ancestor, Wind. 7. Fighter: Two-hander fighter is the sickest damage dealer in the game. Archer fighter is most dangerous damage dealer in the game.
They beat you on initiative, chances are you won't live long enough to get a spell off. Archery does insane damage now. You can do a lot of things with fighters now. Even the two-weapon fighter is pretty nasty. I'm playing one right now and if you can feed on AoOs and get a good crit range, you crit a lot and do a lot of damage.8. Monk: This class just got a huge boost with the release of the Ultimte Combat. Martial arts styles are fun and effective. Some of the new archetypes are cool and effective. You can make a sick Tertori Grappler or a non-lawful physically
tough Martial Artists or a vampiric Hungry Ghost Monk or a Master of Many Styles using three or four martial arts styles together. Monk was already a pretty fun class, but they are more fun now. Probably still not as enjoyable if playing in a 15 point campaign, but if you get to roll or play in a 20 point campaign or above, you can have some fun. 9. Bard: The best physical damage dealer support class in the game. If you have a party with a few physical damage dealers, they will love you as a bard. Fairly good spell selection. They have one melee option bard
now called the Dervish Dancer that looks pretty effective. 10. Magus: They did a real nice job on this class. Finally a fighter/mage hybrid that is appealing. They have some very intersting archetypes like Bladebound Magus and Kensai. 11. Rogue: Rogue is still the red-headed step child of the classes. If you like playing rogues, they can be effective. But are probably the least interesting of the classes. Bad archetypes and overall uninteresting abilities unless you play in a skill heavy campaign. 12. Ninja: This class seems very interesting. So far watching my
friend play one shows they are more powerful than the rogue. Easier to set up sneak attack and far more interesting rogue powers. He's setting up this cheesy Sap Master build that any sneak attack class can do, but your DM will hate. 13. Ranger: This class is surprisingly powerful now. A ranger archer is vicious. Rangers have an effective spell list now. They are definitely a physical damage dealing class to be reckoned with. Really fun to play too. 14. Paladin: Paladin is a truly powerful destroyer of evil now and a near invincible holy warrior that is as hard to
kill as any class in the game. Can have the best saves of any class in the game and gets more immunities now. Spell list is more effective. Smite Evil is a truly frightening ability now. When you smite an evil creature, they will feel it. Not once, but until they are dead or flee. 15. Inquisitor: This class offers a level of versatility that is hard to match. I can't really list everything they can do at an effective level. But so far I've been able to heal, fight in melee, and use a bow very effectively. I do so much damage with every hit I'm called the clean up man because
once I bring the hammer, not much can withstand me. The amount of attack and damage bonus stacking you can do is insane. I'm averaging 60 plus points a hit at level 12 and I haven't even bought him optimal gear or had a chance to fully buff. Judgments are versatile and this class is very powerful and fun to play. I recommend melee over ranged if you play one, but I think a ranged guy could be real tough too. 16. Samurai: Ran one was an enemy. Does great damage to his target. Not a lot of versatility. I have to see more. 17. Cavalier: No experience with
this class. No one has played one yet. 18. Witch: Can be nasty. Has some nasty hexes and a versatile spell list. Had one witch mess up the fighter badly with a hex. Not a great deal of experience with them. No one wants to play one as a PC because of the familiar. Somone kills your familiar, you lose all your spells. Very few people want to risk this. 19. Alchemist: No real experience. Friend says Ragechemist is a nasty archetype if you want to build a melee alchemist. 20. Summoner: Looks fun. No real experience with it. We fought a summoner. Eidolon was
weak against optimized characters. AoE damage messed them up pretty good as the eidolon and summoner both took heavy damage. 21. Gunslinger: Too new. No real experience. Looks like it could be fun in a campaign with a DM that enjoyed running a campaign with an Old West feel. Page 3 I do have to say though that you are better off playing what you like Thanks! What I like playing is whatever classes are at the top of the tier list. So this really is what I need to be investigating. I don't need to play a powerful character, but I do need to play a successful
one, and I need to play one that won't bore me. Since the tier list not only is about power but also versatility and range of options, those at the top should generally do well for me. Their presence at the top of the tier suggests that if I get bored doing 1 or 2 things with the class, it should be capable of going in a different direction. As a general comment for everyone, here is more info. We played our first game last night, and I played a rogue. I understand that rogues are near the bottom of the tier list, and so that flies in the face of my own needs. However,
rogue is the only class I've previously played in Pathfinder, and I wanted to start with something I knew I could build well. And in fact, I did build it well, and in fact, it sucked. I couldn't get enough sneak attack opportunities. Sneak attack relies far too much on the generosity of a DM who will say, "Yeah, that provides cover." In the game I'm in, the DM actually ruled that his bad guys could get cover bonuses from some logs in the forest, but that I could not use those same logs to get cover and attempt a hide check. While there may be good reasons for that
which are beyond my understanding, the reasons would also be beyond my interest -- by which I mean, I'm not interested in having to negotiate for class features. This DM also runs a very poor game -- not in the sense that it is "poorly run," as he is a master of running games -- but in the sense that our characters are typically poor and never able to get desired or even necessary items. In a previous campaign which started under a different DM, I received the ghost touch +1 shortspear featured in the Freeport module, probably at level 2. It was an amazing,
powerful weapon at that level. However, our current DM then took over, ruled that any item with a + bonus would cost double, and I never saw another item better. We ended the game at level 11, and I was still using that same +1 shortspear I had received at level 2. I'm not really grousing about that as he is a very good DM, but I am noting it as important to my decision making moving forward. So I'm looking for classes which will maintain my interest, but also serve two new purposes: class features which do not require adjudication from the DM; and a
class which can sidestep a poor economy. Oh, also, it needs to work with a 15 point buy, as that's what the DM has set our game to. I've been thinking about these classes, long term:Wizard - can craft scrolls, so I am less beholden to the DM for resources. I can eventually fill my backpack with a few dozen utility spells and become a bit of a batman to overcome challenges. However, and this is big, I will never gain any spells other than the 2 per level that come with the class. Why? As hinted, spell acquisition is a class feature that the DM can adjudicate, so it
will be gone. I may find a few scrolls during the course of the campaign, so that provides some hope, maybe. But never will I find a full spellbook to complement my own. In any case, the wizard can do so many things that it will maintain my interest.Druid - I'm sad that it's the one class that was neglected in Pathfinder, and has apparently dropped a tier. However, doesn't the druid's spell casting work like a cleric? That is, no spellbook, so I can just select from the entire range of spells every day? If so, getting a druid with scribe scroll would enable me to have a
massive range of spells. The druid's summons would also be interesting....Summoner - this class isn't really as useful as the others, and getting scribe scroll would be stupid, as a summoner's small spell selection means there really wouldn't be much for me to scribe. However, the very large range of summoned critters would be something that would capture my interest for quite some time. I played a 3.5 edition summoner-like class in a previous game, and with augment summoning I really enjoyed printing out modified stat blocks and managing my "builds."
Some of you may have seen those on EnWorld -- I really worked up detailed Word documents of augmented monsters. Very fun. Might try the master summoner archetype.I've also considered an alchemist for the various bombs, but that seems like a one-hit wonder too. Not sure, haven't tried it. Also, inquisitor sounds beefy but I don't know enough yet.Ideas? Feedback? Page 4 A full spellcaster with access to things as powerful as Hexes at 18 out of 21? Absolutely, positively not. I also disagree vehemently with Summoner at 20.But just the fact that this
conversation even exists in Pathfinder shows how much of a step up it is from 3.0, and even 3.5 in my opinion. log in or register to remove this ad A full spellcaster with access to things as powerful as Hexes at 18 out of 21? Absolutely, positively not. I also disagree vehemently with Summoner at 20.But just the fact that this conversation even exists in Pathfinder shows how much of a step up it is from 3.0, and even 3.5 in my opinion. ...Aaaaaaaaaaaaaaaand that's about my limit for posts I can read extolling Pathfinder's superior balance and design qualities.
Pathfinder has neither going for it, and is horribly unbalanced. Yeah, you got some new faces at the top like the summoner, but in the end, it's still the full spellcasters at the top. In 3E, it took a lot of obscure splat books to find a race that raised a mental stat without costing LA or racial HD. Grey Elf and Fire EIf for Int were the easiest to find, but at least were balanced with a painful con loss and the general suckiness that is the elven racial features. Charisma you had like...Spellscales? Some things out there, but not common. Wisdom? I think you actually had
to go back to 3.0 and the horrifically unbalanced Savage Species to find something for that, the anthro animals. I don't know Tortles and Buomann I think had wisdom bonus... In Pathfinder, ANY caster can have a 20 in their casting stat, very easily! Pathfinder also nerfed the combat maneuver feats by breaking them up into 2. You need THREE freaking feats just to push someone so your allies can AoO him now, something you could do with NO feats in 3E! The CMB system itself is borked, so many things add to CMD that in my experience, actually succeeding
at combat maneuvers requires extremely high specialization just to get like a 60% success rate. Grapple was horrifically nerfed, it's a standard now, not an attack replacement, you need to waste an action and risk a failed roll each round to "maintain," and being grappled isn't nearly as much of a hindrance as it used to be. These are all very major areas of martial combat that PF outright nerfed the hell out of, to the detriment of noncasters. Caster feats weren't really hurt at all. Heck, they added some sweet new ones. Like that one I mentioned to speak in
wildshape. Or a +1 level metamagic to bounce a failed targeted spell to a new target. Or the +2 level metamagic to just plain require 2 successful rolls instead of one. PF did give more stuff to pad out the mid and higher levels for martial classes, yes. But they also completely demolished most of the benefit of multiclassing, and made prestige classes pretty clearly inferior to just sticking in the same class instead. Maybe those are good things, but my point is... noncasters were the ones who multiclassed like crazy in 3E, they were the ones who could afford to
do so and got great benefits from doing so. Any gains the martial classes got in PF came at the expense of multiclassing be much less viable, so in the end, the power level hasn't really changed. It's just more newbie friendly and easy to obtain. Again, that's fine and all, but stop saying melee got buffed in PF. It did not. Finally, everyone always complains about the system mastery and "trap" options of 3E. Would you believe that PF is actually worse in this regard? Because it is. 3E at least tried to make options that were balanced (but turned out to not be
because the designer just wasn't very good at measuring balance) or at least useful to someone, somewhere. The much maligned Toughness feat was great for wizards in 1st level one shot games, which IME are not THAT uncommon. Pathfinder is not like that, though. They care more about "flavor" and "roleplaying" than how powerful or worthless some mechanic is. Let's start with the worst example in possibly all of tabletop gaming history -- the monk Vow of Poverty. The designers explicitly knew the rule they were writing sucked and that it was a ridiculous
power down for anyone that took it. But wrote it the way they did anyway, because they were balancing it on "roleplaying" terms -- if you want to RP someone that gives up most material possessions, you SHOULD suffer...just close your eyes and ignore the cleric, druid, paladin, and other myriad examples we printed that make seemingly arbitrary self-restrictions and are repaid handsomely for them -- rather than being mechanically balanced. At least the 3E designers of VoP TRIED to make its benefits commensurate with what you were losing and simply
failed to understand how great a loss magic items were. PF just didn't even care about thinking about that.Look at all the archetypes that are just pathetic. The archetypes that make you give something up at one level, but not get the replacement benefit until several later -- or in some cases, vice versa. Look at the embarassing number of corrections they need to make with each released book, despite pending more time on development of said books than WotC and putting out much fewer of them. How can you honestly say PF is a better designed game?
...Aaaaaaaaaaaaaaaand that's about my limit for posts I can read extolling Pathfinder's superior balance and design qualities. While I generally agree with you, on this we have to part ways. Yes, the classes are not balanced. Monks and rogues kinda suck; gunslingers are broken; Vow of Poverty is idiotic.With that said, 3.x was bloated and unwieldy. And it had dozens of inferior publishers churning out hundreds of inferior (and wildly unbalanced) products. Pathfinder is superior, in a purely comparative sense. You may be disappointed that it's a &@*#ing far cry
from perfect, but it's the best thing out there at the moment.I speak from experience here. I've been playing D&D in since le, and I'm currently in a PF campaign with a 7th level rogue that I brought up from 1st. She's awful. Just ... bloody awful. But I'd still rather play her than anything from 3.5 or before. It's just better. I'm glad to see someone else who shares my opinions on the "overpoweredness of wizards/clerics/druids". Sure, if the DM gives you enough hints as to what you're facing and you have time to prep, the wizard is unstoppable. No DM should
ever do that, however. A side effect of the '15 minute adventuring day' - if the GM curbs that behavior then the wizard is a lot more balanced. I only experienced the 15 MAD once, and I let the bad guys win - if the PCs are busy napping then the villains can (and did) steal a march on them. The players were surprised that the bad guys didn't sit arond waiting for them, and that they were willing to attack the PCs while they were camped with their spells down.The Auld Grump No, he's good. He can do things as a DM that I cannot, and I admire him for being
more capable. But he also has a play style that rewards certain types of classes -- those that are more self-sufficient and self-contained. So I'm here to see if anyone can collaborate with me on what those classes might be in a Pathfinder game. I feel as though I'm settling on the druid. He can have many critters which I will enjoy statting out over the course of months. He gets access to all his spells, without needing the DM to drop scrolls or spell books. He isn't as diverse as a wizard or cleric, but there are a lot of various things he can do. He will complement
the party paladin, so that between us we probably won't need a cleric for healing. My issue right now is that I don't know how to get the 3 feats I need at 1st level. I need scribe scroll, spell focus (conjuration), and augment summoning. Are there ways in Pathfinder to get more than 2 feats at 1st level? I guess if I had to settle on only 2, I'd hold augment summoning for later. At low levels, there is a paucity of spells, so being able to scribe many backup scrolls would be paramount. (Summoners & Sorcerers -- they cannot scribe just "any" scroll available to the
class, right? They can only scribe scrolls of spells that they've learned. Yeah? Somewhat similarly, though not as limited, a wizard can only scribe scrolls of spells that are in his spell book. If he never added Knock to his spell book, then he can't scribe a scroll of it. Correct?) If I choose a druid, what are some excellent choices for a deity? In particular, a deity that doesn't provide a prohibitive alignment restriction that would wall off a bunch of spells. Not interested in losing spells, if possible.Also, I'm still open to hearing what other classes are self-contained &
interesting long term. Is there a reason why not to choose the druid long term? (Exception: I already know that the cleric fits all my criteria and is even better than the druid, and thus should be what I select; however, I just played a cleric for 5 years, so I've lost interest and need to look at other classes).Thanks everyone. I'll try to give some more XP now. Much appreciated. I don't really care for druids much. They don't do anything particularly well: damage dealing, heaing, casting versatility. I like the ranger for versatility. You have a lot of skills. You get
some nifty spells to make you a very good damage dealer. You're great with stealth. Good hit points. Good saves. Evastion. Hide in Plain Sight. Fairly decent spell list. Remember Rangers caster level is 3 levels less now, not half. And you can get an animal companion or Hunter's Bond for your group. Which can be pretty nice. When our ranger uses Hunter's Bond to give us an untyped bonus on to hit and damage, it helps a lot.The reason I can't give you much more information on particulars is because there is too much diversity in Pathfinder. In 3.x I could tell
you such and such class sucks or is boring. Can't do that any longer. Each class has some really fun combinations that are a blast to play. No matter what class you take, you'll have some versatility. You'll have some power. There is no real class that has to stand there doing nothing save for perhaps the rogue. The rogue class is weak and has problems given how much other classes can do. Go to the Pathfinder PRD and read over some of the crazy stuff each class can do. Play with feat combinations. Think about what you want to do. If you try to focus too much
on versatility thinking it's like 3.x and you'll be able to do a little bit of everything well, you're going to be sorely disappointed. Physical damage dealers are untouchable by other classes, including the druid, for what they do. You can't summon a creature or transform into one that can touch their damage unless you're playing with people that cannot build an even halfway decent character. If you don't mind sitting there wondering why you're doing 1d6+7 damage in bear form while Mr. Barbarian just made a full move followed by a full attack for 2d6+25+ per
hit and is attacking back each time the creature attacks him for more damage, then enjoy the druid. If you mind sitting there wondering why everyone around you is becoming a sickening freak of a character, while your stagnate then choose something else.I don't know how much I can emphasize to you how different Pathfinder is. I have run multiple campaigns. One up to lvl 20, one to lvl 14, one to lvl 5, one to lvl 10 with many, many different characters. It's a very different game with so many options that listing them as tiers in one thread is impossible.You
need to put in your due diligence checking spell lists, character abilities, and the like to find out what would be fun and interesting. ...Aaaaaaaaaaaaaaaand that's about my limit for posts I can read extolling Pathfinder's superior balance and design qualities. Pathfinder has neither going for it, and is horribly unbalanced. Yeah, you got some new faces at the top like the summoner, but in the end, it's still the full spellcasters at the top. In 3E, it took a lot of obscure splat books to find a race that raised a mental stat without costing LA or racial HD. Grey EIf and
Fire EIf for Int were the easiest to find, but at least were balanced with a painful con loss and the general suckiness that is the elven racial features. Charisma you had like...Spellscales? Some things out there, but not common. Wisdom? I think you actually had to go back to 3.0 and the horrifically unbalanced Savage Species to find something for that, the anthro animals. I don't know Tortles and Buomann I think had wisdom bonus... In Pathfinder, ANY caster can have a 20 in their casting stat, very easily! Pathfinder also nerfed the combat maneuver feats by
breaking them up into 2. You need THREE freaking feats just to push someone so your allies can AoO him now, something you could do with NO feats in 3E! The CMB system itself is borked, so many things add to CMD that in my experience, actually succeeding at combat maneuvers requires extremely high specialization just to get like a 60% success rate. Grapple was horrifically nerfed, it's a standard now, not an attack replacement, you need to waste an action and risk a failed roll each round to "maintain," and being grappled isn't nearly as much of a
hindrance as it used to be. These are all very major areas of martial combat that PF outright nerfed the hell out of, to the detriment of noncasters. Caster feats weren't really hurt at all. Heck, they added some sweet new ones. Like that one I mentioned to speak in wildshape. Or a +1 level metamagic to bounce a failed targeted spell to a new target. Or the +2 level metamagic to just plain require 2 successful rolls instead of one. PF did give more stuff to pad out the mid and higher levels for martial classes, yes. But they also completely demolished most of the
benefit of multiclassing, and made prestige classes pretty clearly inferior to just sticking in the same class instead. Maybe those are good things, but my point is... noncasters were the ones who multiclassed like crazy in 3E, they were the ones who could afford to do so and got great benefits from doing so. Any gains the martial classes got in PF came at the expense of multiclassing be much less viable, so in the end, the power level hasn't really changed. It's just more newbie friendly and easy to obtain. Again, that's fine and all, but stop saying melee got buffed
in PF. It did not. Finally, everyone always complains about the system mastery and "trap" options of 3E. Would you believe that PF is actually worse in this regard? Because it is. 3E at least tried to make options that were balanced (but turned out to not be because the designer just wasn't very good at measuring balance) or at least useful to someone, somewhere. The much maligned Toughness feat was great for wizards in 1st level one shot games, which IME are not THAT uncommon. Pathfinder is not like that, though. They care more about "flavor" and
"roleplaying" than how powerful or worthless some mechanic is. Let's start with the worst example in possibly all of tabletop gaming history -- the monk Vow of Poverty. The designers explicitly knew the rule they were writing sucked and that it was a ridiculous power down for anyone that took it. But wrote it the way they did anyway, because they were balancing it on "roleplaying" terms -- if you want to RP someone that gives up most material possessions, you SHOULD suffer...just close your eyes and ignore the cleric, druid, paladin, and other myriad
examples we printed that make seemingly arbitrary self-restrictions and are repaid handsomely for them -- rather than being mechanically balanced. At least the 3E designers of VoP TRIED to make its benefits commensurate with what you were losing and simply failed to understand how great a loss magic items were. PF just didn't even care about thinking about that.Look at all the archetypes that are just pathetic. The archetypes that make you give something up at one level, but not get the replacement benefit until several later -- or in some cases, vice
versa. Look at the embarassing number of corrections they need to make with each released book, despite pending more time on development of said books than WotC and putting out much fewer of them. How can you honestly say PF is a better designed game? Pathfinder is much better designed. I like DMing it and playing it better than I liked 3.x. I can't even take you seriously. You don't sound like you know what you're talking about at all. What you sound like reading through your post is a power gamer that had some of his options and toys taken away, so
he's railing against the replacement game that took them away. Yet there are still plenty of cheesy combos you power gamer types are coming up with. I guess you must have missed those on the Pathfinder boards.Whining about Vow of Poverty when there are so many other options forthe monk now that make it better makes you sound ridiculous. I hated the design of the old Vow of Poverty. It was a Vow with no real drawbacks in a party environment. It was basically a "Here you go. Here's something much better for a monk than he will most likely ever get
with magic items." Grapple is still extremely dangerous, especially to spell casters. Adding an extra feat for Combat Maneuvers isn't a big deal when they give you three more feats isn't a huge cost. It takes generally two feats and possibly a pre-req to get combat maneuver feats. A lot of classes get more bonus feats anyhow, which you seem to be discouting and a ton more abilities. The lack of Prcs isn't significant when playing a base class is worthwhile. Prcs were never meant to replace base classes. Yet that is all they did in 3.x. No one played a straight class
all the way up when PrCs were available. Now they are an alternative like they always should have been. And once again the idea that a party is a battle royale rather than a team game. The cry of spell casters are at the top. They don't fight. Physical damage dealers crush face and have more options. So what if a prepared high level caster can kill a fighter. The fighter is still a highly effective class that is fun to play that can do way more than they used to be able to do.Totally different game. Sounds to me like you haven't built many effective characters and
are still in the 3.x mindset. Glad I'm not. I and my players are doing all kinds of fun things with the Pathfinder system and enjoy it a great deal more than the 3.x system. I hated the design of the old Vow of Poverty. It was a Vow with no real drawbacks in a party environment. It was basically a "Here you go. Here's something much better for a monk than he will most likely ever get with magic items." Monks are one of the most item dependent classes in the game and VoP was a horrific trap option for them, more so than almost any other class. And you're
thinking of PF VoP for the no real drawbacks in a party environment. Because in 3E, you had your share donated to charity. In PF, you just don't get your share, which means more loot for everyone else. THAT is the scenario PF VoP was "balanced" around. Being the party gimp. Grapple is still extremely dangerous, especially to spell casters. Adding an extra feat for Combat Maneuvers isn't a big deal when they give you three more feats isn't a huge cost. It takes generally two feats and possibly a pre-req to get combat maneuver feats. A lot of classes get more
bonus feats anyhow, which you seem to be discouting and a ton more abilities. Grapple is no more dangerous to casters than 3E, the only exception is the ludicrously high concentration check DC you have for being grappled, which is poorly balanced in the exact opposite direction... You can still freedom of movement your way to immunity. On the other hand, grapple is a lot less dangerous for actually killing people, you can only make one grapple check per round now. Heck, in 3E you could easily get someone pinned in the same round you initiated the
grapple.Yes, everyone does get more feats in PF. Keyword everyone. But it takes more feats to do the same things you could do in 3E for melee classes. Caster feats weren't divvied up like that. Ergo, casters effectively netted more feats than melee classes, who sort of ending up tredding water. Do you understand? The lack of Prcs isn't significant when playing a base class is worthwhile. Prcs were never meant to replace base classes. Yet that is all they did in 3.x. No one played a straight class all the way up when PrCs were available. Now they are an
alternative like they always should have been. And what I said in my post wasn't that this change was a bad thing (I actually went out of my way to state that wasn't what I was saying...). My point was that taking away cherry picking, dipping, and prestige classing in return for better base classes is the same end result, power-wise. In sum total, it was not a power boost for martial classes compared to 3E, you just don't have to jump through hoops anymore. Which is awesome. But it didn't actually strengthen martial characters much, which is what everyone
claims. And once again the idea that a party is a battle royale rather than a team game. The cry of spell casters are at the top. They don't fight. Physical damage dealers crush face and have more options. So what if a prepared high level caster can kill a fighter. The fighter is still a highly effective class that is fun to play that can do way more than they used to be able to do. Like what? They got a few new skills like dungeoneering and survival... Still only 2 + int points and a dearth of social skills. All the Fighter's changes in PF just gave him bigger numbers in
combat, which as I said long ago in my Fighter houserules thread (link in sig) is the one thing fighters did NOT need. Yeah, you can roleplay things without skill checks. You can do that in 3E as well.[sblock] Pathfinder is much better designed. I like DMing it and playing it better than I liked 3.x. I can't even take you seriously. You don't sound like you know what you're talking about at all. What you sound like reading through your post is a power gamer that had some of his options and toys taken away, so he's railing against the replacement game that took
them away. Yet there are still plenty of cheesy combos you power gamer types are coming up with. I guess you must have missed those on the Pathfinder boards. Whining about Vow of Poverty when there are so many other options forthe monk now that make it better makes you sound ridiculous.Totally different game. Sounds to me like you haven't built many effective characters and are still in the 3.x mindset. Glad I'm not. I and my players are doing all kinds of fun things with the Pathfinder system and enjoy it a great deal more than the 3.x system.
[/sblock]Of course, with all those personal attacks, you do a far better job of discrediting your arguments than my responses ever could. You don't sound like you know what you're talking about at all. In this, you are badly mistaken. SotS may be highly opinionated, and he may be ranting a bit here, and I might even disagree with him completely on this ... but he knows PF backwards and forwards. For confirmation, you might want to check out pretty much any of the threads he started. Page 5 I don't need to play a powerful character, but I do need to play a
successful one, and I need to play one that won't bore me. Since the tier list not only is about power but also versatility and range of options, those at the top should generally do well for me. Their presence at the top of the tier suggests that if I get bored doing 1 or 2 things with the class, it should be capable of going in a different direction. You've got a bit of versatile in design or versatile in play.as an example a fighter can be designed to do different things but once you've picked ability scores & feats it can be tough to change options. A cleric can pick a new
set of spells overnight but no class can change their skills and if you've specialized as a wizard you've restricted your options for large changes (if you picked summoning as your main school with enchantment and divination as the opposition schools then you aren't going to do great reworking to use a lot of mind affecting spells and divination) As a general comment for everyone, here is more info. We played our first game last night, and I played a rogue. I understand that rogues are near the bottom of the tier list, and so that flies in the face of my own needs.
However, rogue is the only class I've previously played in Pathfinder, and I wanted to start with something I knew I could build well.And in fact, I did build it well, and in fact, it sucked. I couldn't get enough sneak attack opportunities. Sneak attack relies far too much on the generosity of a DM who will say, "Yeah, that provides cover." In the game I'm in, the DM actually ruled that his bad guys could get cover bonuses from some logs in the forest, but that I could not use those same logs to get cover and attempt a hide check. While there may be good reasons
for that which are beyond my understanding, the reasons would also be beyond my interest -- by which I mean, I'm not interested in having to negotiate for class features. There's rules for low obstacles and cover and how it applies.If the logs are big enough they could provide cover as low cover to enemies but if you're larger than them they might not be big enough to give you cover or if you're ranged you could be far enough back that they won't give you cover or concealment. This DM also runs a very poor game -- not in the sense that it is "poorly run," as he
is a master of running games -- but in the sense that our characters are typically poor and never able to get desired or even necessary items. In a previous campaign which started under a different DM, I received the ghost touch +1 shortspear featured in the Freeport module, probably at level 2. It was an amazing, powerful weapon at that level. However, our current DM then took over, ruled that any item with a + bonus would cost double, and I never saw another item better. We ended the game at level 11, and I was still using that same +1 shortspear I had
received at level 2. I'm not really grousing about that as he is a very good DM, but I am noting it as important to my decision making moving forward. So I'm looking for classes which will maintain my interest, but also serve two new purposes: class features which do not require adjudication from the DM; and a class which can sidestep a poor economy. Oh, also, it needs to work with a 15 point buy, as that's what the DM has set our game to. I've been thinking about these classes, long term:Wizard - can craft scrolls, so I am less beholden to the DM for
resources. I can eventually fill my backpack with a few dozen utility spells and become a bit of a batman to overcome challenges. However, and this is big, I will never gain any spells other than the 2 per level that come with the class. Why? As hinted, spell acquisition is a class feature that the DM can adjudicate, so it will be gone. I may find a few scrolls during the course of the campaign, so that provides some hope, maybe. But never will I find a full spellbook to complement my own. In any case, the wizard can do so many things that it will maintain my
interest.Druid - I'm sad that it's the one class that was neglected in Pathfinder, and has apparently dropped a tier. However, doesn't the druid's spell casting work like a cleric? That is, no spellbook, so I can just select from the entire range of spells every day? If so, getting a druid with scribe scroll would enable me to have a massive range of spells. The druid's summons would also be interesting....Summoner - this class isn't really as useful as the others, and getting scribe scroll would be stupid, as a summoner's small spell selection means there really wouldn't
be much for me to scribe. However, the very large range of summoned critters would be something that would capture my interest for quite some time. I played a 3.5 edition summoner-like class in a previous game, and with augment summoning I really enjoyed printing out modified stat blocks and managing my "builds." Some of you may have seen those on EnWorld -- I really worked up detailed Word documents of augmented monsters. Very fun. Might try the master summoner archetype.I've also considered an alchemist for the various bombs, but that
seems like a one-hit wonder too. Not sure, haven't tried it. Also, inquisitor sounds beefy but I don't know enough yet.Ideas? Feedback? I'd see your best options as a spellcasting class because they have more chance to cover a lack of items.For a full caster either Cleric or druid (praying for spells so can change them every day exactly as required) or sorceror or oracle (known spells always learnt)Summoner is probably also an option if you're looking at a weapon using combat character you probably need to look at getting spells or other abilities to compensate
inquisator, magus give you a fair amount of options with spells paladin lets you choose to bind to your weapon so you can give it magic abilities and you also have spells that can partially compensate for lack of equipmentand a bard can be very useful for the party providing buffs which again helps to compensate lack of items. Page 6 log in or register to remove this ad Ohhhhh, now I get it. Everything Celtavian says is a fact, while everything Stream of the Sky -- excuse me -- Stream of the Sky says is an opinion, because Stream of the Sky has never played
Pathfinder before. Clearly. The Stream of the Sky approves of this thread.[sblock]Since The Stream of the Sky is already being bolded, separated into individual words, and referred to in the third person, The Stream of the Sky thinks adding "The" to his formal name is appropriate.[/sblock] Look, some of you may not like Celtavian getting a bit angry, but as far as the facts he is stating, I can 100% confirm it. His game sounds almost exactly like my game. Casters are simple to counter, but the massive physical damage dealers make mincemeat of every enemy I
throw at them. A 2-headed, 600 hp dragon vs a party of 11th level characters... the dragon is dead in 1 round thanks to the melee characters. The Sorcerer doesn't even bother casting fireballs and such most of the time, he uses his wand of Enlarge to make the Barbarian/Fighter size Large, increasing his damage even further. How long would it take a Sorcerer to get through the SR and very high saves of a dragon? A long time. But when a martial character like Celtavian described or like the one in my game can chew through such a foe in a round or 2 (and
now the monk in our group is getting up there too, especially against lower AC enemies... his attack bonuses are nowhere near as high, but to compensate his defenses are the best in the party with evasion, massive AC, high saves, dodge/mobility chain, and Ki point in defense, he's almost impossible to hit) Look, some of you may not like The Stream of the Sky not getting even a little bit angry, but as far as the facts he is stating, I can 100% confirm it. His game sounds exactly like my game. And so on. And so forth.Blah blah blah lolmelee. Lolrogue. Lolmonk.
Loldexbasedmelee. Lolnon-caster. LolCMD. Loltumble. Lolranger. Lolmonk. (It bears saying twice.) My issue right now is that I don't know how to get the 3 feats I need at 1st level. I need scribe scroll, spell focus (conjuration), and augment summoning. Are there ways in Pathfinder to get more than 2 feats at 1st level?I guess if I had to settle on only 2, I'd hold augment summoning for later. At low levels, there is a paucity of spells, so being able to scribe many backup scrolls would be paramount. You shouldn't be summoning at level 1 since you'll only have it
for one round, so Augment Summoning can wait. You shouldn't be summoning at level 1 since you'll only have it for one round, so Augment Summoning can wait. But, going by personal internet experience, Argument Summoning can be used by anyone, of any class, at any level, and lasts for an indefinite amount of time....The Auld Grump Yes, unless it's a summoner (who can summon for 1 min / CL), summoning at CL 1 is pretty pointless. That said, to answer the question on getting more feats at level 1 in a PF-only game... The only option The Stream of the
Sky is aware of is in APG, where option hero point type rules were introduced. IF your DM uses them, there is an optional to not receive any and never be able to benefit from them, even via spells that give temporary points. In return, you get a bonus feat. Last edited: Oct 12, 2011 ... And if Wizards produce a balance-at-the-cost-of-anything-like-enjoyment D&D again then I will pass on the thing. Sorry, as I have said before, I have literally enjoyed watching paint dry more than playing 4e. ... Tastes vary. I personally enjoy 4e gaming much more than 3.5 or
Pathfinder. And character creation is much less work (epically equipment).(But I prefer Mutants & Masterminds as a system even more.) Just re-reading 'Come and Get me'. How can it be used against flying enemies with reach? Or massive breath weapons? And why I not often play high level Pathfinder games, I did so in 3.5. My druid and shadowcaster gnome kept usually in the back, purposefully not using many spells or abilities to avoid overshadowing the other characters. The spellcasters in other games I DMed also dominated the game.So that it was no
big issue is simply false from my experience.BTW, dealing massive amounts of damage was never what made D&D or any other RPG fun to me. Having many options to reach the goal was more like it. Last edited: Oct 12, 2011 Page 7 Tastes vary. I personally enjoy 4e gaming much more than 3.5 or Pathfinder. And character creation is much less work (epically equipment).(But I prefer Mutants & Masterminds as a system even more.) I prefer Pathfinder to M&M, but I like Spycraft just as much as Pathfinder. (More of a genre thing in the case of M&M - I think
that the system is very elegant, but I don't play Supers much.)In honesty though - if 4e floats your boat, why try to inflict an arguable tier system on Pathfinder? Those who disagree will never agree with you, and the ones who do will argue about which class goes where. (Unless the argument is the point - in which case you can enjoy the bustle. ) When I read someone's post that talks about the lack of balance, or looking to create a more powerful character, I'm afraid my thoughts run along the lines of 'He/She is/has a lousy GM.' I certainly would not want to
play in their game.The Auld Grump log in or register to remove this ad Perhaps the OP should play a fighter. Not much in there to nerf. I would add this warning though. You will get tired of saving the spellcasters. They talk a big game...but Rarely have the right spell ready. Sleep when they should be keeping watch. Rub it in when you get charmed. Are thankless when you are taking hits for them. Are the first to whine when the party gets AoE'd And are least likely to be targeted with an offensive spell. Most likeley to target themselves with defensive spells.
They are most capable of all classes at fleeing the scene. Will want to take a break after casting the one spell that might actually be useful again today. Lets face it.. if they were half as bad as they think they are, SoD and AoE would be all anyone would ever memorize. ...In honesty though - if 4e floats your boat, why try to inflict an arguable tier system on Pathfinder? Those who disagree will never agree with you, and the ones who do will argue about which class goes where. (Unless the argument is the point - in which case you can enjoy the bustle. )... Some of
my friends enjoy Pathfinder more than me and I enjoy playing with them.I don't enjoy the bashing of other games and the undue over much praise for Pathfinder's game balance.And the OP asked for a Tier list or summary. why try to inflict an arguable tier system on Pathfinder? I think the tier system can be a useful tool for players and GMs to know what to expect from classes and be prepared to say give the monk and extra feat if it feels like that player isnt contributing much. I think its mostly used for powergaming and assuming a GM will allow some
shinanigans (part of the new say yes philosophy rather than the Gygax AD&D 1le, beat them down mentality) but it can be a useful tool. I also feel alot of players misunderstand that the tier system. It is less about damage and more about ability to take on multiple rolls with a particular class. I think the tier system can be a useful tool for players and GMs to know what to expect from classes and be prepared to say give the monk and extra feat if it feels like that player isnt contributing much. I think its mostly used for powergaming and assuming a GM will allow
some shinanigans (part of the new say yes philosophy rather than the Gygax AD&D 1le, beat them down mentality) but it can be a useful tool. I also feel alot of players misunderstand that the tier system. It is less about damage and more about ability to take on multiple rolls with a particular class. I think that it is the powergaming aspect that sticks in my craw. Personally, I sure as heck would not want to run a wizard solo through most adventures, but would have less difficulty as a bard or a rogue - so the tier system seems off when it comes to the ability to
'take on multiple roles'.No sir, don't like it. (And I am of the OD&D generation - but have always allowed shenanigans... players trying stupid silly crazy innovative and creative things is part of what makes GMing worthwhile. The Auld Grump The wizard starts out weaker sure, and less versatile than a rogue, but when you start casting 3rd level spells you start catching up and eventually when 3rd level spells are weak you pull ahead, not in terms of raw damage but in terms of "Today I will memorize spells to be a rogue, tomorrow I will memorize spells to be a
fighter" But I will agree most people get stuck in "how powerful am I in combat" and incorrectly look to the 3.X tier system. Wizards are powerful but that Paladin hits like a Mac truck... and keeps going, don't even get me started on the Summoner...I think a lot of the power gaming tier stuff comes from people who never played AD&D where your 1 HP fighter caught diptheria and died for crawling through a sewer. I think categorizing people who look at the numbers as being unfamiliar with gaming history to be dangerously short-sighted. Sure, there are
likely to be some who have only started playing with 3.x. But I would caution ascribing the majority of such players to that category. It's as dangerous a position as saying that the people who think that looking at the numbers are johnny-come-lately people who got their start larping in the park and scaring all the neighbors with bad hair and the smell of cloves. Both are equally inane. Also, I hasten to add, are arguments that say that powergamers are the minority of the gaming populace or that larping interferes with math skills. Empirical data showing your
gaming statistics argument or it didn't happen. In any event, there's a reason why tier discussions have combat as a major (if not *the*) component. A large part of D&D is about combat. And the combat discussions tend to revolve around the numbers, because the numbers are empirical. Let me give you a demonstration. Everyone, please rank the classes by tier, in terms of role-playing potential. I rest my case. Hey, let's face it - D&D has always had combat as a major (if not *the*) component to the game - one could argue that as time progressed role-playing
become more prominent than in the beginning (which I think is a good thing). You can define the tier system to be utility over combat capability - hey, that's your right and if you make it clear at the outset that it's your expectation, then I'm all for it. I think part of the problem is someone says "tier" and a lot of people think "combat tier" while others think "utility tier" and then they start arguing definitions instead of realizing they have two different arguments. Heck, throw in some more "x tier" discussions too (such as "self-sufficient tier") and IMO, you make
for a more productive discussion. Y'know, any class can thrive in any campaign. The factors that go into it are the same - rules, GM, player, luck. The question is to what degree much one of those factors compensate for another. I started out a long time ago and I rarely let the rules get in the way of the story (note: I didn't say *my* story) - but I'd be lying if I told you the rules never got in the way of that story and often an area of rules-weakness are the classes. I noticed this the most with a recent Kingmaker campaign - the encounters are built according to the
RAW and they expect characters to have certain combat requisites. That's not a subjective opinion, that's part of the core of the rules set, and yes, combat numbers are something that are very important. (I again suggest people who are so bad at math that they have to role-play* drop $5 on a copy of the Trailblazer PDF to understand the fundamentals of the mechanics - and why it's important to know them.) *It should also be noted that people who are good at math are out role-played by a pet rock, which is why they do the math.** **Qbviously failed attempts
to insert levity. Look, the main thing is that, IMO, you shouldn't ignore the basic math issues any more than you should ignore the role-playing - they are part and parcel for the game. At the end of the day, the most important thing is that you spend some time with people you enjoy spending time with, while doing something you enjoy. And the same for the other people.tl;dr - The more tiers, the fewer tears. Last edited: Oct 14, 2011 I think categorizing people who look at the numbers as being unfamiliar with gaming history to be dangerously short-sighted.
Thats not what I was saying at all. I was saying "those who give a bad name to the tier system" are usually people who started with 3e. That would be those who look at T1 as being the most powerful in combat, they aren't really groking the numbers at all because T1 is not about combat power. Even the wizard "god" builds are focus on summoning and controlling the battlefield not blasting with the most damage. [edit] Its also not their fault, because 3.0 introduced choice into character creation more than where to put that attribute you just rolled. 2e had this
as well but it wasnt built into the core it was in skills & power and other optional books. 3.0 also included many options that were not equal (toughness, dodge, etc) so picking them was bad/wrong depending on your build. In 1e all we had to worry about was 6 attributes and placing them in the best place for the class and sometimes some spells or skills). 3e added feats and more granularity to the bonus structure as a whole. All these options make someone who knows the rules and someone who doesn't on polar opposite ends of the combat power scale, thus
making someone who played a "useless" character see his/her friend slay everything think about how to gain more combat power. Everyone, please rank the classes by tier, in terms of role-playing potential. Fine T1 - Rogue, Fighter T2 - Cleric, Wizard, SorcererT3 - Paladin, Monk, Ranger, Barbarian, Druid Last edited: Oct 14, 2011 T1 - Rogue, Fighter T2 - Cleric, Wizard, Sorcerer T3 - Paladin, Monk, Ranger, Barbarian, Druid Barbarians are T3? Come on! All you gotta do is give 'em a BFAxe and a dirty loincloth, and you've got the life of the party! In terms of
role-playing potential: T1: Bard, barbarian, rogue, sorcerer, oracle, inquisitor T2: Fighter, rogue, alchemist, ranger, summoner, cavalier T3: Cleric, wizard, witch, paladin, monk, druid What classes will work and won't work will depend greatly on your group. Do people coordinate? Can they perform tactics? Are they willing to support each other? If the answers to those are yes, then you can pretty much do anything and be fine. A lot of classes don't function well in a vacuum (rogue is a good example of this) but can be staggeringly effective if they're supported,
or are doing the supporting (a rogue who actually gets buff spells is a good example of this).If the answers to those are no, then (a) I'm glad I don't have your group and (b) you should probably be a caster that has a little bit of durability, because self-sufficiency will be everything. A sorcerer, witch, or wizard will eventually be strong, but you'll be leaning on the rest of the not-helpful party before that happens. Cleric, magus, druid, summoner, oracle, or one of the "selfish" bard archetypes, like arcane duelist or the dancing dervish, may be your best bets. I
haven't seen alchemist or inquisitor in action, so I have nothing to say about those. ....an' we all love pots. So there you go. log in or register to remove this ad I'm glad we're in agreement. ...about pot, at any rate. Mmmm, cherries. This is by far not the only house rule I use (or consider using). For one Rogues already get 10 + Int. skill points. (Bards get 6 plus 2 bonus to use for Perform only). Could someone please explain how a Fighter with Tumble and UMD is broken?And if there are other threads about this subject, can you provide a link? It seems my
Google skills must be lacking. Tumble allows you to avoid AoOs. Simple enough. UMD allows use of any magic item. Again, the abuses are simple. There are other skills that would create problems, I'm sure.All of these will be issues starting at mid-level, and highly dependent on your players ability to see where the DM has created loop-holes. Eh. The dwarf barbarian (in mithral full plate!) in my current game has Tumble, and he still gets whacked 50% of the time. Besides, all it means is he doesn't get a full attack, and doesn't expose himself to a full attack. As
for UMD, if it means people no longer treat Cha as a dump stat, that's great.Everything can be broken with readily available, cheap skill boost items, but that's a problem with the items. I've played in a lot of games that used it, and I think it was a great rule. Most people I have gamed with never see the point in arbitrarily limiting skills based on some archetype; it prevents the mechanics from meshing with roleplaying. Example: Take the Fighter (lets assume a Core only game for discussion). If my character is a nobleman from the Free City, I would logically
have diplomacy skills to represent my affluent upbringing. Maybe Knowledge (Nobility and Royalty) or Heraldry or something like that. But under the current ruleset I cannot do that because someone arbitrarily decided that all Fighters learn the same skills in "Fighter 101" with no room for deviation based on background. So if I spend the extra points on cross-class skills, it severely limits how well I can do it in-game, even though realistically my character would be good at it. The background is trumped by the game rules for no good reason at all. Maybe it's
just my experience, but saying my character is a nobleman but having a pathetic Diplomacy skill is going to get me laughed at the second I try (and fail miserably) to use Diplomacy on someone. What I would prefer to see is the option for all classes to have a couple of set class skills representing what the vast majority of those classes know, and then an extra "choose an additional three skills, based on your character concept and background, to become permanent class skills" that would allow custom-tailoring of skills based on the character. With a rule like
that in effect I could have my noble fighter who actually has some courtly skills. Before anyone brings up multiclassing into Bard or Rogue for my previous example, that just serves to prove my point. A Fighter type should not have to multiclass into a non-Fighter type (or hell, this applies for ANYTHING) just to realize a basic character concept. That's my issue with the way classes work in 3.5 as it is; the class system shoehorns you into someone else's vision of what a class should be and gives you absolutely no room to modify that concept without judicious
multi-classing into other archetypes, the end result of which means that you need to wait several levels in order to effectively do something that you should have been able to do from the start of the campaign. The Iron Heroes rules for skill groups are a nice compromise between "only class skills" and "every skill". As for UMD, if it means people no longer treat Cha as a dump stat, that's great. I think that allowing UMD as a class skill for all classes actually encourages using Cha as a dump stat.With UMD as cross class, your max ranks is lower, and you spend
more to get it, which makes your Cha modifier a more significant part of the roll. When UMD is a class skill, you can have more ranks and spend less to get them, so a low Cha modifier wont make as much of a difference. From what I've seen, people generally don't bother to get UMD unless it's a class skill. It's not really worth it unless your total bonus is fairly high, and sinking lots of points into it cross-class gets expensive. Page 2 Example: Take the Fighter (lets assume a Core only game for discussion). If my character is a nobleman from the Free City, I
would logically have diplomacy skills to represent my affluent upbringing. Maybe Knowledge (Nobility and Royalty) or Heraldry or something like that. But under the current ruleset I cannot do that because someone arbitrarily decided that all Fighters learn the same skills in "Fighter 101" with no room for deviation based on background. Seems to me, however, that if you were a nobelman from the Free City, you probably wouldn't be a fighter .. maybe an Aristocrat, Expert, or maybe some other class (I'm not *that* familiar with the various classes in all the
splat books lately ... but I'm sure there is a fighter-type (or maybe rogue-type) with those skills ... Marshall comes to mind ...) With a rule like that in effect I could have my noble fighter who actually has some courtly skills. Maybe, won't argue it ... Just adding my view - I would see a "noble fighter" as more of a multi-class ... maybe 1 level of Aristocrat or Expert to setup the background, then start the fighter training. Or as I said .. maybe Marshall all the way, or even Marshall / Fighter mix ... there's alot of options ... Personally I think you should start with the
background, and then find the most appropriate class .. not pick a class and try shoe-horn it into a particular background ... Before anyone brings up multiclassing into Bard or Rogue for my previous example, that just serves to prove my point. I disagree, it doesn't prove your point .. as I said - it's just a matter of which way you're building the character: background -> class orclass -> background ...*shrug* To each his own, I suppose .. A Fighter type should not have to multiclass into a non-Fighter type (or hell, this applies for ANYTHING) just to realize a basic
character concept. Sure, but are you a Fighter or a nobleman? If you're both .. than yes, multi-class does sound right .. a bit of each to represent the aspects you're after. Take a look at a more extreme example. I create a fighter .. for his background, I claim he's got some latent magical talent.But the fighter can't cast spells! This means my background doesn't work!! The Fighter should have access to spells so my background is viable!(this is a similar argument as the skills ...) Rather than that, He should probably be a multi-class Fighter/Wizard and maybe hit
a PrC like Eldritch Knight or something .... there ... that's the background first, and then we found the class(es)/Prc(s) to fit the background .... just my thoughts ... log in or register to remove this ad I wouldn't remove the distinction completely. A particular professional focus should limit your access to non-related topics. However, I can think of 2 tweaks I would make to the current system: Get rid of cross class costs. Just make it a cap at 1/2 the number of ranks for class skills. It's a pain to have to figure out which ranks were bought at cross class cost and
which were class cost for multi-class characters. Better to just make the cost of a rank the same.Allow all PCs to select one additional skill that is always considered a class skill to reflect personal interests and background. I think it's a terrible rule. It's not going to make fighters more diplomatic, it's going to give them tumble and use magic device. What's a far far better solution is to give everyone a couple points a level (x4 at first of course) for background-y skills. A very limited list, like swim, ride, knowledge: local, profession, craft, perform, etc - stuff that's
almost universally not usable in combat (or very restricted to its use). Whether or not a skill is cross class stays the same, but you don't have to sacrifice skills that keep you alive for skills that make you interesting.-Nate How would the cap on cross-classed skills work? So first level, a fighter can spend up to 2 skill points on open lock. What if he then multiclasses into a rogue? Can he then put 3 ranks (total 5) into open lock, or would he be limited to one rank? (by the proposed system)I like the idea behind "pick X number of skills" as your class skills, but what's
the point really? A lot of classes only get 2 skill points per level. What the difference between having to select (for arguments sake) Tumble and UMD, vs just being able to freely choose them? The only difference I see is the the former pushing characters toward maxing those two skills out, while the latter lets them spread out all 2 of those skill points. For myself I would rather see the class skills open than an endless creation of classes to make up for it. A good example is the Swashbuckler class. Essentially a Fghter but with full access to certain Rogue skills
like jump and tumble that a normal Ffighter would only have half access to. If I wanted to make a Fighter the equal to a Sqashbuckler I'd have to cross class with Rogue to do it, gaining access to class skills I want as well as many I probably don't. Another problem is one of the European human-centricness of D&D. Let us take a look at Elves. They are usually said to be magical by nature, and certainly they take nature more seriously than most humans yet they are confined to the same classes as a human is. While a Ranger or a Druid may fit, how does the
western version of a wizard mesh with what the ELVES might have as a wizard? At the very least Elven Wizards should be duskblades if for no other reason than their society does not seem to seperate the physical from the mental and spiritual. They ALL have access to long swords and bows regardless of class, which to me points to distinct cultural differences.I guess my question is one of importance. Is it more important to be an Elf or a Fighter? Does the background you make even matter when it comes to the class you choose? The sterotypes associated
with each race do not always mesh well, in my opinion, with the sterotypes of each class. How can you carefully construct a character, yet be constantly barred or limited in the choices you'd like to make when chosing skills? How would the cap on cross-classed skills work? So first level, a fighter can spend up to 2 skill points on open lock. What if he then multiclasses into a rogue? Can he then put 3 ranks (total 5) into open lock, or would he be limited to one rank? (by the proposed system) The way I would envision it, the cap would be lifted as soon as the skill
becomes a class skill for one of your classes. You just no longer have to ever spend 2 skill points to get 1 rank in it from that point onward regardless of whether or not the class you're currently advancing in has that skill as a class skill. That's another point.. IMO when a class skill becomes a class skill via multi-classing, it should PERMANENTLY become a class skill. It's so very annoying to have to create a higher level character and basically work out skill progression level by level because x skills are class skills for this class and Y skills are class skills for this
class.. its ridiculously complicated. A Fighter type should not have to multiclass into a non-Fighter type (or hell, this applies for ANYTHING) just to realize a basic character concept. Time and again I've found that the phrase "basic character concept" actually means "best character possible".YMMV We opened up all skills as class skills, and everybody gets +2 skill points per HD. Nothing's been broken. It actually makes creating PCs & NPCs a heck of a lot simpler, which is nice. Before anyone brings up multiclassing into Bard or Rogue for my previous
example, that just serves to prove my point. A Fighter type should not have to multiclass into a non-Fighter type (or hell, this applies for ANYTHING) just to realize a basic character concept. Dodge, Mobility, Spring Attack? Page 3 Has anyone ever house ruled all skills as being "class" skills (i.e. no cross-class skills)? What are the long term ramifications of such a house rule? The biggest "abuse" I can see is that fighters and the like will have easy access to UMD. Is this such a problem, given the weakness of fighters at high levels? Beyond that, it means that
it'll be easier to get into some PrCs, and maybe create a slightly stronger combination of base class / PrC.What I'm hoping to do is open it up for my players to further customize their character. If they want to play a diplomatic fighter, so be it. (role-playing vs. rolling diplomacy debate aside) If they want to play a Monk who studies the planes or history, so what? I've done it in my Wildwood PBP game here. Ramifications are that players can be skilled at things different from the default archetypes set up by the class skill lists. If you are a fighter trained to fight
wizards you can have spellcraft and knowledge arcana at max ranks. This can be good if you want skilled characters different than the archetypes, or bad if you don't. I find it good.The players in my game have been good at taking things they think are appropriate to their characters and I'm happy leaving that type of judgment call to the players rather than the class archetypes. log in or register to remove this ad I find it quite useful. In my game all classes have access to all skills, but I also use the Iron Heroes skill groups. That way your points are spent more
efficently in archtypal skills but you still have some points left over for the fighter in my game to have Intimidate, Spot and Knowledge: Engineering. The players in my game have been good at taking things they think are appropriate to their characters This is the basic point for both sides of the argument. It is great if your players want to use it to create more flavorful characters. It is bad if your players want it so that your wizard can take Search and Disable Device and your fighter can take Open Lock so that you don't need a rogue and can instead bring
along a second CoDzilla. Of course, rogues are fun so someone will always want to play the rogue.As a DM, I would compromise. If your fighter wants to be a refined, diplomatic nobleman, then add Diplomacy, Sense Motive, and Knowledge (nobility) to the class list. Remove Jump, Climb, and Swim. My group currently uses something similiar, skills are limited to max ranks for in class and half ranks for cross class, but all skills are bought at 1:1 (no x2 for CC). I haven't noticed any game breaking going on. Even if we weren't limited to half ranks, I don't know
that it would really break anything; I'd have a slightly higher Sense Motive but thats the only change it'd make to my Fighter/Barbarian. A friend of mine tried out an optional rule where characters could take a number of skills in-class equal to their Int Bonus, and that was a little broken. The fighter had nothing extra, whereas my mage was running around with Hide, Move Silent, Spot so on. At low to mid levels (which that game was), it made a Huge difference. I house-rule for the sake of simplicity. The extra book-keeping involved in recognizing class vs.
cross-class and the possible complications added by multiclassing add zero enjoyment to the game for anyone(including me, and I enjoy that type of thing usually). So it's gone. Due to most classes getting a rediculously low amount of skill points, I've no problem with letting them spend their pittance how they wish. Has anyone ever house ruled all skills as being "class" skills (i.e. no cross-class skills)? Yes. What are the long term ramifications of such a house rule? Long term, your players are less magic-dependent; not magic independent but less magic
dependent. All those spells that exist because some people can't have meaningful ranks in appropriate skills (I'm looking at you, Glibness) can be better used on flight or fireballs or curing. Some players will want to use them to guarantee success on certain actions (I know of a 15th level Bard with a +150 Bluff check); deal with them as you deem appropriate. Use Magic Device actually has very few ways to increase it beyond skill ranks, and requires many of those to be reliable at it. How useful the skill is depends upon a combination of the individual
character (how likely to succeed) and the DM (how many devices can be found).And Tumble. You'll see a lot of characters with a few ranks in Tumble due to that skill's powerful movement options and low DCs. If you end up adding an increased number of skills to the game, I would recommend making Tumble and opposed skill (either by tumble or by a BAB check). This would be to keep it from being a guaranteed success. I think it's a terrible rule. It's not going to make fighters more diplomatic, it's going to give them tumble and use magic device. And...?
Hong! Welcome back from the dead. Yes. Long term, your players are less magic-dependent; not magic independent but less magic dependent. All those spells that exist because some people can't have meaningful ranks in appropriate skills (I'm looking at you, Glibness) can be better used on flight or fireballs or curing. Some players will want to use them to guarantee success on certain actions (I know of a 15th level Bard with a +150 Bluff check); deal with them as you deem appropriate. Use Magic Device actually has very few ways to increase it beyond skill
ranks, and requires many of those to be reliable at it. How useful the skill is depends upon a combination of the individual character (how likely to succeed) and the DM (how many devices can be found).And Tumble. You'll see a lot of characters with a few ranks in Tumble due to that skill's powerful movement options and low DCs. If you end up adding an increased number of skills to the game, I would recommend making Tumble and opposed skill (either by tumble or by a BAB check). This would be to keep it from being a guaranteed success. Thanks for the
insight! I already have Tumble house ruled to include BAB (10+BAB). Makes it easy if you max Tumble, but can get scary at higher levels if you don't. Makes you think twice about tumbling between two enemies. This is the basic point for both sides of the argument. It is great if your players want to use it to create more flavorful characters. It is bad if your players want it so that your wizard can take Search and Disable Device and your fighter can take Open Lock so that you don't need a rogue and can instead bring along a second CoDzilla. Of course, rogues
are fun so someone will always want to play the rogue.As a DM, I would compromise. If your fighter wants to be a refined, diplomatic nobleman, then add Diplomacy, Sense Motive, and Knowledge (nobility) to the class list. Remove Jump, Climb, and Swim. Sure would suck to depend on that wizard to find all your traps, without trapfinding and all... Is there any ACF of a class or PrC that includes a size increase as an ability? I'm toying with a build that uses the War Hulk (Miniatures Handbook p.22) and can meet the size requirement of Large. The base race is
Shifter. I'm not looking for a spell, power or temporary size increase, I'm looking for an actual size increase.A feat that accomplishes this would work just as well. Last edited: Dec 25, 2012 log in or register to remove this ad 3.0 Dragon Disciple did. Alternately; go with a Goliath or Half-Giant and argue powerful build qualifies. Permanency plus Enlarge Person might work. Otherwise you'll need to consult third party products and hope your DM lets you use those. As far as I know there are no class abilities (alternate or otherwise) besides the Goliath barbarian
substitution that would change your size. Like Psi said your best bet with 1st party stuff is Permanent Enlarge Person, and pray that no Greater Dispels come your way to muck it up. As far as I know there are no class abilities (alternate or otherwise) besides the Goliath barbarian substitution that would change your size. Like Psi said your best bet with 1st party stuff is Permanent Enlarge Person, and pray that no Greater Dispels come your way to muck it up. Hm... would a non-Goliath race, taking the Stoneblessed (Goliath) PrC then qualify a non-Goliath
character to meet the Goliath barbarian ACF? It could be useful to have the War Hulk's class abilities have an on/off switch Due to No Time To Think, which kills off all the mental based skills. Large Size and super STR boost while Raging, medium sized and skillful while not. Hm... would a non-Goliath race, taking the Stoneblessed (Goliath) PrC then qualify a non-Goliath character to meet the Goliath barbarian ACF? Yes, that's the point of Stoneblessed.There's a PrC in one of the Dragon Mags which is called Waker of the Beast. Wakers are people who are
obsessed with waking up the Tarrasque and making him destroy everything. Mechanically they're becoming more and more like T, that includes becoming bigger. There's a PrC in one of the Dragon Mags which is called Waker of the Beast. Wakers are people who are obsessed with waking up the Tarrasque and making him destroy everything. Mechanically they're becoming more and more like T, that includes becoming bigger. There... there is?? I had a similar prestige class for my 3.x game, the Amok One. Yes, that's the point of Stoneblessed.There's a PrC in
one of the Dragon Mags which is called Waker of the Beast. Wakers are people who are obsessed with waking up the Tarrasque and making him destroy everything. Mechanically they're becoming more and more like T, that includes becoming bigger. Yeah, I tracked down a write up of that PrC, incredibly cool except....... you become an ex-Waker of the Beast if you spend your time doing anything except going to the location of where the Terrasque is sleeping and wake it up. That seriously restricts one's roleplay ability and storyline cooperation, even as an
NPC. Yeah, I tracked down a write up of that PrC, incredibly cool except....... you become an ex-Waker of the Beast if you spend your time doing anything except going to the location of where the Terrasque is sleeping and wake it up. That seriously restricts one's roleplay ability and storyline cooperation, even as an NPC. Use the mechanics, ignore change the fluff? (and houserule the ex-Waker stuff) Page 2 Would a Template work? Lycanthropy, specifically Werebear, includes a change to Large. log in or register to remove this ad Ohhh... Lycanthropy template
upon a Shifter character? I think that could be fit in thru Roleplay and character creation. Makes more sense than Stoneblessed. Werebear, Yeah, that looks like it'd do it!Weretiger is useful as well.I may use the Savage Progressions tables for Werebear or Weretiger located off the website.Yes, I do think this is the solution to my dilemma. Thanks @Greenfield ! Last edited: Dec 27, 2012 Create a feat, that allows you to pick a 1st level spell that you can cast at will.Pick Enlarge. Create a feat, that allows you to pick a 1st level spell that you can cast at will.Pick
Enlarge. Such a feat sounds pretty powerful, is there an existing feat that sets a precedent for doing so? I'm often hesitant to homebrew anything because me and my buddies tend to accept only what's RAW or discussed for balance, but that idea sounds appealing. I know Complete Arcane has a few feats such as Necropolis Born, Night Haunt, Soul of the North, etc, that grant a few first level spells as spell-like abilities that can each be used once per day. The only other feat I know that does similar is Complete Arcane's Innate Spell, which requires 3 other
feats and assumes you cast 9th level spells in order to cast a 1st level spell at-will. With those other feat examples, I don't think your suggestion would be considered balanced, but I appreciate the creative thinking! Such a feat sounds pretty powerful, is there an existing feat that sets a precedent for doing so? I'm often hesitant to homebrew anything because me and my buddies tend to accept only what's RAW or discussed for balance, but that idea sounds appealing. I know Complete Arcane has a few feats such as Necropolis Born, Night Haunt, Soul of the
North, etc, that grant a few first level spells as spell-like abilities that can each be used once per day. The only other feat I know that does similar is Complete Arcane's Innate Spell, which requires 3 other feats and assumes you cast 9th level spells in order to cast a 1st level spell at-will. With those other feat examples, I don't think your suggestion would be considered balanced, but I appreciate the creative thinking! Yes precedence is there...you just quoted some stuff. And in PF there is rogue talent you can cast a 1st level spell twice a day as a spell like
ability.That being said, you can't stipulate RAW in the responses from your non RAW questions Go To Main Analysis Laconic PlayingWith Create Subpage - Create New - Archive Awesome Characters DerivativeWork FanWorks FanficRecs Fridge Funny Haiku Headscratchers Heartwarming ImageLinks ImageSource MediaNotes Newsletter NightmareFuel QuoteSource Quotes Recap ReferencedBy Shocking TearJerker Timeline Trivia WMG YMMYV Ryuji: Hey, wait! This place is treatin' us like a party of RPG heroes, right? How 'bout we decide each other's job
classes? Y'know, like Warrior and Priest and stuff!Futaba: Well, Joker's definitely the Hero. Queen's the Martial Artist. I guess Mona would be the Mage.Ryuji: What about me?Futaba: You're the Jester, Skull. Done deal.Ryuji: The Jest- Wait, why!?Haru: Does that mean my job would be the Company Manager?Ann: ...I don't think that's what they're talking about.A type of Game System where a character's abilities are determined by the class that they choose. Most common in Role-Playing Games, but recently it has begun appearing in other genres, particularly
First Person Shooters and it's one of the main features of the subgenre Hero Shooter. A character class is defined by the abilities that it lends to a character as such, two different characters of the same class are theoretically interchangeable, in that they can play the same role in the game because of their similar abilities. However, character class systems have varying levels of Character Customization ranging from characters of a given class being literally identical to having so much variety that character class is no longer even a good indicator of that
character's abilities. Character class systems frequently include one or more Point Build Systems as part of their rules to increase customizability.One of the major differences between these systems (besides the classes that they offer) is how they handle "multiclassing". Because classes determine a character's abilities, giving a character multiple classes is a good way to expand their abilities, but the extent to which this is possible differs greatly. Sometimes classes are completely mutually exclusive, and a character is stuck with whatever class they have until
they die. Sometimes they can "upgrade" their class at a certain point, either plot-based or level-based this upgrade may be linear (eg, a Squire becomes a Knight) or may allow for a branching path to different Prestige Classes (eg, a Knight can upgrade to The Paladin or a Black Knight, but not both). Some systems are more lenient about multiclassing, allowing characters to change classes whenever they want; however, these systems build in drawbacks as well. Usually, either you can only be one class at a time (eg, if you change classes from Knight to Mage,
you lose all Knight abilities and gain all Mage abilities), or you can only advance one class at a time (eg, if you're a Knight/Mage, you have to choose whether to increase your combat skills as a Knight or your casting skills as a Mage; you can't do both at once). Both approaches have the advantage of increased versatility (a larger number of abilities) at the price of decreased potency (each individual ability is less powerful).For convenience, classes are usually presented in a Three Approach System, and all the classes or subclasses can be grouped under each
Approach, or sometimes as hybrids between the Approaches. Two very familiar Three Approach Systems in games are Strength, Sorcery, Finesse and Damager, Healer, Tank.Character classes in games can trace their origins back to Dungeons & Dragons. The original edition offered players three main character classes: Fighter (called the Fighting Man at first), Magic User, and Cleric, with the Thief being added soon after in the Greyhawk supplement. A standard D&D adventure is constructed for a 4-man party consisting of fighter, cleric, wizard, and rogue
or their functional equivalents. A lot of RPGs in both the tabletop and video game medium have followed in their footsteps, with character classes even sneaking into non-interactive works thanks to stories taking place in a RPG Mechanics 'Verse.In RPGs, the most common type is the Class and Level System. However, many FPSes that feature classes don't have levels, relying instead on player skill. See Common Character Classes for a list of classes that frequently turn up in games with character class systems. See Point Build System for the main alternative
to this (although, as mentioned, the two can be combined).If a character can switch between a large number of classes instead of being limited to just one or several, then you most likely have a Job System on your hands.Note: Please only list examples that don't fit in any of the aforementioned sub-tropes or that combine two or more of them. Gaming Examples Dark Souls games have five to ten character classes that determine your starting character stats and equipment. From there, you're free to enhance and equip your character however you want. Dragon
Quest: Dragon Quest III has 9 Hero vocations: Sage, Priest, Warrior, Mage, Thief, Gadabout, Martial Artist, Merchant, and Monster Wrangler. Not all of them are combat-oriented, but compensate for it by being high in other stats such as luck or getting better rewards after defeating Mooks. Dragon Quest VI split the vocations into nine Basic ones and seven Hybrid ones. The Basic Vocations comprise Warrior, Martial Artist, Priest, Mage, Dancer, Gadabout, Merchant, Monster Master, and Thief. While the Hybrid Vocations include Gladiator (Warrior + Martial
Artist), Paladin (Martial Artist + Priest), Sage (Priest + Mage), Luminary (Gadabout + Dancer), Ranger (Merchant + Monster Master + Thief), Armamentalist (Warrior + Mage), Hero (gained after mastering either Gladiator, Sage, or Luminary). The Secret Vocations (Dragon and Liquid Metal Slime) are unlocked by books. Dragon Quest VII further complicates the system by throwing monsters into the mix (the previous vocations apply only for humans). Players have access to race-exclusive sets of Basic Vocations which unlock the Intermediate Vocations after
being mastered and, in turn, the Intermediate Vocations give place to the Advanced Vocations after being leveled up to their maximum. The total number of classes can be read here. Dragon Quest IX simplifies things and leaves the player with six classes available from the start (Warrior, Priest, Mage, Martial Artist, Thief, and Minstrel) plus six more obtainable after completing certain quests (Gladiator, Paladin, Sage, Ranger, Armamentalist, and Luminary). Elden Ring has ten starting classes that determine your starting level, initial stats, and equipment. The
way leveling works in the game, however, gives players broad latitude to create their own idealized build. The starting classes are as follows: Vagabond: Starts at level 9 with a longsword, halberd, and shield. Favors melee combat, and has hearty defenses backed by a large HP pool that lets them fight well in close quarters thanks to a high Strength stat. Warrior: Starts at level 5 with two scimitars and a shield. As opposed to the more tanky Vagabond, Warriors favor Dexterity, fighting more swiftly at the expense of raw defense and thus relying more on
parries and dodges. Hero: Starts at level 7 with an axe and a shield. Their high Strength stat gives them overwhelming damage output, but their lack of Endurance makes them glass cannons; players will either need to be handy with dodges or think about investing in their defenses to improve survivability. Bandit: Starts at level 5 with a knife, shortbow, and buckler. A swift and nimble rogue, the Bandit is more suited to dodging attacks than trying to block them, but they thrive on ambush tactics, dealing the most damage from stealth. A high Arcane stat also
makes it easy to find items. Astrologer: Starts at level 6 with a staff, short sword, and shield. They are the archetypal Squishy Wizard, using their command over magic to assail enemies at range before they can get in close enough to exploit their weak defenses. They have decent Dexterity, though, making them skilled with swords if they should need to engage enemies in close quarters. Prophet: Starts at level 7 with a short spear, shield, and finger seal. Prophets fit the Magic Knight mold: while they are squishy in terms of defense, they are skilled at using
magic and melee weapons in conjunction, weaving magical attacks inbetween strikes, while supplementing their defenses with supportive spells. Samurai: Starts at level 9 with an uchigatana, long bow, and both normal and fire arrows. Samurai forego magic completely for a mixture of strong armor and Dexterity that lets them wield their katanas with deadly effectiveness, hitting enemies with long combos that inflict bleeding damage, as well as attacking at range with bows. Prisoner: Starts at level 9 with an estoc, shield, and staff. A dab hand at both swords
and sorcery like the Prophet, the Prisoner has leeway to wield heavier armor to improve their survivability, and can use unique weapons like spears and whips in conjunction with their spells. Confessor: Starts at level 10 with a broadsword, shield, and finger seal. The Confessor is a versatily melee/magic hybrid class that can lean towards either a spell-slinging rogue style of fighting like a magical Bandit, or a holy knight that uses supportive magic to bolster their swordplay. Wretch: Starts at level 1 with only a club. A Master of None with an even spread of
stats, the Wretch is essentially a blank slate character: initially weak and squishy, their low starting level means they can grow fast, and they afford the player the most flexibility in how they build their character. Final Fantasy has used classes, usually called Jobs, from the very beginning. They run the gamut of "no class changes whatsoever" to "can change classes at will" to "can have all classes' abilities at once" to "doesn't actually use classes". The Final Fantasy Legend and Final Fantasy Legend II deviate from the Class Systems of other installments.
Instead of choosing vocations for their party, players choose from different races (and genders, where applicable), each having their own strengths and weaknesses: Humans have eight equipment slots available to them, allowing them to equip a wide range of weapons and armor. They do not level up like in other RPGs and must use special items to increase their stats. Espers ("Mutants" in English releases) only have four equipment slots, so they are more limited in how many weapons and armors they can use. On the other hand, they have four slots set aside
for magical spells and special attributes. They get stronger as they battle, but the abilities they learn are randomized. Monsters cannot use any equipment or items, but naturally have access to special skills and spells depending on their species. They can change their species by devouring meat dropped from defeated enemy monsters, with the species they change into depending on the combination of their current species and that of the defeated monster's meat. Robots, introduced in SaGa 2, are completely reliant on equipment for their stat growth: without
any weapons or armor, they have no stats at all and are completely helpless. While the benefits of armor are not as high as with humans and espers, they can equip multiple pieces of the same armor to stack benefits. In addition, any weapons they equip will have their maximum number of uses reduced by half, but their durability will be restored when resting in inns. Finally, robots have a natural immunity to poison and paralysis, but they are also more susceptible to magic attacks. Game Master Plus: At the start of the game, the player can select Elsa's class.
This affects both her combat abilities and non-combat events. Elsa's Fighter class allows her to equip swords, pikes, shields, and corslets. She learns offensive skills and self-buffs, but otherwise has no support skills. Elsa's Tinker class allows her to equip hammers and waistcoats. She can read books to increase her MP, use her hammer to lower enemy defenses, use items to permanently increase her robots' stats, and learn support skills that specifically target her robot allies. Elsa's Joker class allows her to equip staves, chakrams, scythes, mojos, and robes.
She can learn enemy skills, but her early game equipment options are limited. Golden Sun: Classes are determined by the type of Djinn attached to a character. However, as using Djinn in battle also reverts those class changes (and stat boosts), many players simply give each character his own type of Djinn and bring down summon after summon on their hapless enemies' heads. Trials of Mana has each character locked into a starting class that defines their basic skills and playstyle, but are able to upgrade to different Prestige Classes at certain points of the
game. They can choose between aligning with Light, which improves on their teammate-helping abilities, or Dark, which improves on their opponent-damaging abilities: Duran starts off as a Warrior, specializing in fighting on the frontlines and applying buffs. His Light-aligned class upgrades focus on granting greater supportive and defensive abilities, while his Dark-aligned class upgrades make him a more purely-offensive character. Angela starts off as a Magician, assailing enemies from range with magic spells. Her Light-aligned class upgrades grant her
stronger elemental spells, while her Dark-aligned class upgrades focus on dark magic. Charlotte starts off as a Cleric, being a Jack of All Stats with a focus on healing and support. Her Light-aligned class upgrades make her a better healer, while her Dark-aligned class upgrades make her a better damage-dealer. Kevin starts off as a Grappler, blitzing enemies with blindingly-fast martial arts. His Light-aligned class upgrades grant him healing abilities, while his Dark-aligned class upgrades focus more on enhancing his attack power. Hawkeye starts off as a
Thief, a nimble rogue that can debilitate enemies with status effects. His Light-aligned class upgrades give him more status effects to inflict, while his Dark-aligned classes improve his ability to debuff enemies. Riesz starts off as an Amazon, who focuses on melee attacks and debuffing enemies. Her Light-aligned class upgrades give her more supportive abilities, while her Dark-aligned spells improve her debuffing capabilities. Completely inverted in The Last Remnant the main character can use every ability in the game, so a character's class is based off on
the abilities they use rather than the other way around. Using only item arts, for example, will change Rush to a class that does extra damage with items. Different character classes have different bonuses, so it can be worth only using certain skills in order to obtain a desired class. The MMORPG Tree of Savior features a class system that combines elements of a Prestige Class system with a Job System. There are four starting classesSwordsman, Wizard, Archer, and Clericwhich each have their own families of classes. After a certain amount of job levels, a
character reaches a new Rank, from which they'll have to make a decisioneither stay as the class they are now (which can only be done three times in a row for a given class), or change to a different class (depending on what's available). IMC Games has said there will be 80 or so classes overall, meaning 20 possible classes for each basic classas well as some hidden classes which will be available only after meeting certain requirements (and with a population cap to boot). As a side note, this system is an evolution of what had originally been planned for
Ragnarok Online, when IMC Games' developers were still part of the original development team at Gravity Corporation. Dragon's Dogma uses a class system which allows players to take on one of nine vocations: The basic vocations: Fighters, Mages, and Striders The advanced vocations: Warriors (fighters who trade shields for a BFS, sacrificing defense for damage), Sorcerers (mages who sacrifice supportive abilities for pure offensive magicks), and Rangers (striders who sacrifice melee combat abilities for better long-range abilities with longbows) The
hybrid vocations: Mystic Knights (melee + magic, uses enchanted wall shields to stave off damage), Magick Archers (range + magic, uses enchanted bows to assail enemies with magic bolts), and Assassins (melee + range, can use any combination of short swords, short bows, daggers, and shields). Unlike basic and advanced vocations, the player's pawn cannot use hybrid vocations. Phantasy Star Online gives players a choice of nine character types (twelve from Episode II onwards) which run the gamot across three axes: Miitopia features a wide range of
classes, from traditional RPG staples to off-beat selections, including: Warrior: A standard sword-wielding knight with an emphasis on defense and single-target damage. Thief: A nimble rogue who can perform multi-target attacks and impede enemies. Mage: A spell-slinging sorcerer who commands a wide array of offensive magic. Cleric: A support-oriented magician who keeps allies alive and strong. Pop Star: An analogue for The Bard who uses the power of song and dance to support allies and debilitate enemies. Chef: A combination damager and healer who
can batter enemies while healing allies. Cat: A fleet-footed damage-oriented class with strong multi-target attacks and some supportive skills. Imp: A mischievous trickster whose magic abilities specialize in wreaking havoc on enemies. Scientist: A chaotic chemist whose chemical concoctions cure companions and cripple enemy combatants. Tank: A literal tank. Slow, but sturdy and possessed of overwhelming firepower. Flower: A blooming blossom on the battlefield who supports allies while possessing some damaging spells. Princess: Royalty who can keep
allies fueled with MP while hitting enemies with status ailments. Compatible with any gender! Vampire: A bloodsucker who can sap HP from enemies while unleashing elemental attacks. Unlockable in the endgame. Elf: A Forest Ranger that operates as a Jack of All Trades, but is a Master of None. Unlockable in the endgame. In Monark, the generic "Fiend" party members all belong to a specific "Authority" based on the Seven Deadly Sins and have a corresponding playstyle and weapon of choice. To list some examples: Pride: Tanks with polearms, poison and
sleep debuffs, along with healing abilities. Primarily useful as frontline fighters or supporting the team, gradually wicking away at multiple enemy's health before a stronger ally finishes them off. Lust: Glass Cannons with crossbows, primarily relying on their high-damage, wide-reaching Herd Hitting Attacks that bypass normal Defense and scale off of the "Psy" attribute instead. They can also Charm enemies to turn them against their allies or make them sitting, hypnotized ducks to your attacks. Greed: Highly mobile assassins and utility party members,
capable of getting around the map better than any other character, reviving party members, and speeding up their movement, among other benefits, using their Space Master and Time Master abilites. The Battlefield series has had a class system since the beginning, though how many classes there are (from seven in Battlefield 2, to four from Battlefield: Bad Company 2 onwards) and how customizable they are varies by game. The Call of Duty series, starting from Modern Warfare, uses classes for its multiplayer, though unlike the above, each class's weapons,
equipment, and whatnot are entirely decided by the player. Call of Duty: Black Ops II notably also includes customizable classes for the singleplayer campaign mode. Destiny has three character classes: Hunters, Titans and Warlocks. Each of these has three subclasses that correspond to one of the game's elemental damage types. The sequel expanded the subclass count up to four for each main class in the Beyond Light expansion. Hunters generally have the highest mobility of the three classes and abilities that focus on movement, marksmanship and
deception to get the best of enemies. The second game grants them the ability to dodge enemy fire, which can be used to either recharge one's melee ability or reload their equipped weapon. Titans are typically the most resilient of the three classes, with a general focus on powerful melee combat and protecting oneself and allies in their abilities. In Destiny 2, they can spawn barricades to act as cover against enemy fire. Warlocks have the highest base Regenerating Health of the three classes, and have a mix of offensive and support-based powers. In D2, they
can drop Rifts, energy fields that boost health recovery or weapon damage to any allies that stand inside. Hell Let Loose divides classes into 4 categories: Commander, Infantry, Armor, and Recon. The Commander, as the name suggests, is responsible for leading the entire unit, providing air and artillery support as well as supply drops and Airhead redeployments. Infantry classes are the backbone of the squad and platoon, and do most of the frontline fighting. Armor classes are tasked with crewing tanks and armored cars, and Recon units are tasked with



spotting targets and killing important enemy units. Overwatch has a cast of heroes that behaves much like classes the player can switch between them in spawn rooms, and they each fill different roles on the battlefield. Primal Carnage: Both humans and dinosaur characters are based around this style of gameplay, although it differs slightly. There are only five human characters, but all of them have weapons and items that are interchangeable before spawning. There are twelve different selectable dinosaur classes, but their abilities cannot be changed;
however, there are five "subclasses" which the twelve species are separated into. Humans: The Commando specializes in high-damage weaponry, with all three of his gun choices being automatic rifles or machine guns with lots of ammo per clip and moderate damage output per bullet, at the cost of poor accuracy. This makes him a better choice against larger dinosaurs with huge health pools, where aiming is less important. The Pathfinder is armed with a shotgun, of which he has three choices. There are minor differences between the shotguns, but they have
the same basic pros and cons: tremendous short-range damage, but terrible long-range damage and fire-rate. Combined with his flares (which blind any nearby dinosaurs) and machete, this makes him extremely good at protecting the human team from charging dinosaurs, especially small ones, as a single well-aimed blast of the shotgun can obliterate them. The Trapper is armed with dual pistols which have medium damage output and fire-rate, but his main gimmick is being a Trap Master, with utilities like a Net Gun and Bear Traps that can instantly
incapacitate small dinosaurs for several seconds, allowing for a One-Hit Kill with his knife. He also has secondary disposable items, such as land mines and electrical pylons, which can weaken larger dinosaurs or kill smaller ones. As can be expected, his forte is dealing with smaller dinosaurs, but he is much less effective against big ones. The Scientist is the sniper class, with three different sniper rifles to pick from (the standard, an armour-piercing, a poison dart one), as well as a compound bow. They differ in minor details, but in general they have great aim,
do a large amount of damage, but terrible firing rate and clip size. Along with her tranquilizer pistols, which weakens and slows dinosaurs, and her sensor mines (which mark dinosaurs that walk over them), this makes her good for picking dinosaurs off from a distance, but bad at close up combat. The Pyromaniac, as his name implies, deals primarily with incendiary weapons, which have a large amount of spread damage. His primary weapons are a "flamesaw" (a flamethrower with a chainsaw attached) and the "flame lobber" (an incendiary grenade launcher
and rapid-fire shotgun combo). The first weapon is better against small dinosaurs close up (since the fire damage is only a nuisance to larger dinosaurs and it's a really bad idea to be close enough to use the chainsaw on them too), while the latter is more of an all-round weapon. Both, along with his single-use items, grenades, molotov cocktails, and dynamite, illustrate his purpose of hitting into groups of dinosaurs. Dinosaurs: "Tyrant" class dinosaurs are Mighty Glaciers with massive health pools, the ability to One-Hit Kill humans by stomping on them or
eating them, and a roar that is able to empower their fellow dinosaurs for short periods. There can only be one or two of them at once. "Bruiser" class dinosaurs are moderately durable, have armoured regions of their bodies, and share the ability to passively bulldoze humans by running into them at high speeds, at the cost of limited agility. "Predator" class dinosaurs are fast, agile, and vicious, with snapping and biting attacks that can be performed while running. They have to ability to perform a "pounce" attack that pins a human to the ground while they're
mauled to death, an attack which is a One-Hit Kill if performed to completion. "Spitter" class dinosaurs are fast, agile, and physically weak, but have the ability to lob toxic projectiles from great distances, which is a highly effective Herd-Hitting Attack, and can quickly replenish their stamina bar with their roar. "Flyer" class dinosaurs (or technically, pterosaurs) have moderate health and the ability to fly unlimitedly, giving them unmatched speed, possess a peck attack that can be performed in midair, and can mark humans on the map (making them visible to
all other dinosaurs for several seconds). However, they are slow and cumbersome on the ground. Team Fortress 2, and its predecessor Team Fortress Classic, (and its predecessor Team Fortress) are based entirely around classes. There are nine total, each balanced for different playstyles, situations, and enemies. Transformers: War for Cybertron has Soldiers, Scouts, Scientists, and Leaders. Vermintide II: A Hero Shooter set in the Warhammer universe, the Ubersreik Five can each take one of five careers, each with their own strengths and weaknesses,
unique passive and active abilities, and weapon specialties. From a story perspective, each class represents a path in their Character Development: their default path is a direct improvement on their career from the first Vermintide but largely leaves them as they were before, one class represents positive development as the character finds new purpose in a higher calling, and one class represents their Sanity Slippage and the character taking a darker pathnoteKruber seems to be the exception to this, as all his careers are positive developments, but taking
different approaches to fighting the Skaven; that said, some elements of the Huntsman career imply Kruber has fallen in with bandits. Saltzpyre: Witch Hunter Captain - As a Witch Hunter Captain, old Salty is everything he was at the Battle for Ubersreik, but the zeal to punish and destroy any enemies of Sigmar's empire that lies within him has not diminished one bit. His default career, a hybrid Critical Hit Class that boasts a good mixture of versatile melee and ranged weapons and can kill any non-boss enemy with a single skilled headshot. He can also tag
enemies to let others deal bonus damage. Bounty Hunter - Cutting his ties with the Witch Hunter order, Saltzpyre adopts the life of a bounty hunter to take the fight to the Skaven independently, tempering his zeal and fighting them in a more methodical and practical manner. Donning heavier armour and preferring to kill his enemies at range, he gains extra ammo and bonus ammo from every headshot. Zealot - Driven to madness by his hatred of the Skaven and falling into fanatical Sigmar worship, Saltzpyre has set out to cleanse the Skaven by himself,
measuring his success in blood. The Zealot eschews ranged combat to thrash heretics and monsters, harnessing the pain of his injuries to destroy his enemies. Warrior Priest (DLC) - Warrior Priests of Sigmar travel the Empire, fighting evil in all their forms. As a Warrior Priest, Saltzpyre draws upon his faith constructively to empower his blows and shield his comrades from harm. Though restricted in what weapons they can use - no ranged weapons or blades of any kind, only hammers or flails - his divine magics more than make up for it. Kruber: Mercenary -
When Saltzpyre recruited Kruber into his retinue, it represented the former State Trooper's first foray into mercenary work. As a Mercenary, Kruber is a versatile fighter who balances offensive and defensive power; his armour provides decent protection without severely hampering his mobility, he is very capable in close-quarters with an arsenal of weaponry but also able to reach out and touch enemies with his firearms if needed. He has a powerful Battle Cry that staggers enemies and grants temporary HP to allies. Huntsman - Walking the path of the
Hunstman, Kruber returns to his roots and finds solace in his faith in Taal and Rhya, the gods of nature. Forgoing the vestments of the soldier in favour of lighter armour that grants more speed and agility, Kruber becomes a master at removing troublesome targets with his steady aim using gun or longbow (especially after an ale or two). His special ability, Hunter's Prowl, temporarily grants him a number of benefits including increased damage, increased zoom and invisibility. Foot Knight - Knighted for his heroic deeds at Ubersreik, Kruber has - with some
reluctance - climbed the social ladder. Donning heavier protection, a Foot Knight is at home in the thick of combat, able to shrug off mighty blows and knocking enemies flat with a formidable charge attack. He stands tall while myriad foes lie slain around him. Grail Knight (DLC) - Discovering a distant Bretonnian ancestor, Kruber has taken up arms in honour of the Lady of the Lake as a blessed warrior granted supernatural might. Wielding a magical blade that burns with holy fire, Kruber represents death to any foul creatures that cross his path... although
the Bretonnian code of chivalry does restrict him from using any ranged weapons, forcing him to seek melee combat with whatever stands in his way. Bardin: Ranger Veteran - Rangers forsake the comforts of hearth and hold to take the fight directly to the enemies of the Dwarfs, and Bardin still walks this path with boisterous merriment, becoming a Veteran through his adventures in Ubersreik. The Ranger Veteran is a balanced class that slightly favours attacking with crossbow and firearm, but is certainly no stranger to melee combat. His party trick is a
smoke bomb that Bardin throws at his feet, granting him concealment for a time. Ironbreaker - Ironbreakers are the stalwart defenders of the Dwarfholds, armoured in the heaviest gromril plating. Returning to his hold a hero, Bardin becomes the indomitable bastion on which the Vermintide breaks itself. A defensive class with increased health and stamina, and the ability to taunt enemies around him, forcing their focus and also increasing the strength of his block. Slayer - Haunted by the events of Ubersreik, Bardin has made a life-changing... or rather, life-
ending decision. Casting aside his pride, Bardin has become a Slayer, a warrior under a suicidal oath to seek an honourable death in battle against the enemies of the Dwarfs. A true specialist in close-quarters slaughter, the Slayer oath forbids Bardin from using any armour or ranged weaponry. Outcast Engineer (DLC) - Connecting with his iconoclastic uncle from Karak Norn, one Drakki Dagsson, Bardin has found a new obsession with new-fangled weapons and inventions instead of the traditional Dwarf obsession with runic magic and good stone and
metalwork. The Outcast Engineer is a ranged specialist who uses a customizable steam-powered gatling gun to mow down the Vermintide, and he can also carry three bombs instead of one, making him a reliable grenadier. Sienna: Battle Wizard - In order to find peace, Sienna had to temper her flame-addiction. It will always be there deep down, but it dims through discipline and structure. As a Battle Wizard, Sienna unleashes powerful fire magics on her foes, roasting swathes of them alive. Her special ability is the Flame Walk, a short-ranged teleport with a
fiery kick. Pyromancer - As a Pyromancer, Sienna revels in her power but maintains extra care to not overstep the mark, at least outside of battle. Through instinct and half-remembered lessons learned at the Bright College, Sienna wields her magic in such a way that avoids damnation. The Pyromancer focuses on annihilating single targets with her powers, and unleashes the Burning Head, a homing projectile with incredible power. Unchained - As the Unchained, Sienna has thrown caution to the wind and succumbed to the addiction within, embracing every
scrap of power with reckless abandon... with terrifying results. This lack of caution translates to her tactics, now actively seeking close combat against as many enemies as possible, forever seeking the next dizzying magical high. She can become a Living Bomb, blasting flames outwards to surrounding foes and melting the flesh from their bones. Necromancer - After the battle with Sienna's evil twin sister Sofia, Sienna's latent talent for dark magic revealed itself as skeleton warriors arose to protect Sienna's unconscious body. After Saltzpyre tried and failed to
execute her and was eventually made to calm down (via a rock to the head from Kruber), the rest of the Five reluctantly accepted Sienna's new lease on... erm, unlife. As a Necromancer, Sienna commands six skeletal minions who can be ordered to attack enemies or defend a chokepoint, and her fire magic now takes on a cold lustre. She also gains access to a new weapon, a scythe that can cut down ranks of baddies and deal with armour quite effectively. Kerillian: Waystalker - Disgusted by the Skaven's machinations at Ubersreik and despairing at her allies'
clumsy efforts, Kerillian has pursued the path of the Waywatcher to perfection. She returns with Bow and Sword in Accord, more quick-witted and deadly than ever. The Waystalker is a master archer, able to fell the mightiest enemies with pinpoint precision or unleashing a deadly volley against the hordes. Though the Asrai way of war encourages mobility at the expense of protection, an elf's keen eyes and quick hands are equally suited to blade work too. Handmaiden - Seeing a beautiful vision of the High EIf Everqueen in a dream and encountering a long-
abandoned shrine to the goddess Isha, Kerillian has been given a new lease of life in service to a higher power. In battle as a Handmaiden, Kerillian dodges and weaves through clumsy strikes without effort, retaliating with deadly thrusts and cuts. Shade - As hatred and madness festered in Kerillian's soul after the horrors of Ubersreik, a new voice introduced himself in her dreams - Khaine, the elven god of war and murder. Sick to death of the world of men, Kerillian continues her kill count, not in penance for her actions but for her own sinister pleasure. As a
Shade, Kerillian is a master of stealth and infiltration, able to outpace any foe with fleet-footed agility and deadly grace, striking the unaware and distracted with cruel stabs to the back and exposed areas. She is death that steps, come to claim the blood of mortals. Sister of the Thorn (DLC) - The Sisters of the Thorn are the handpicked handmaidens of Ariel, the life-giving Queen of Athel Loren. However they also wield dark and malevolent powers against the enemies of the wild wood. Eschewing blade and bow in favour of javelins and Druidic spellcraft,
Kerillian becomes a crowd control and support specialist able to throw up walls of razor-sharp thorns and drawing upon nature's bounty to invigorate and protect her allies. The Mario Kart series divides character up based on weight (or size in Wii). Each category performs differently, and in Double Dash!! and Wii, racers have access to different karts depending on their class. There are typically three different categories (Light/Small, Medium, Heavy/Large), but 7 adds in the Cruiser (between Medium and Heavy) and Feather (below Light) for a total of five
categories. Wii and 8 also include different types of vehicles. In Wii, bikes were typically lighter and had better handling than karts, and they had the ability to do a wheelie to get a speed boost, at the cost of only having a single level of mini-turbo strength compared to the two that karts had. 8 makes the wheelie aesthetic and gives bikes back the ability to use the stronger mini-turbo, but keeps their proficiency at steering. ATV's were also added, and perform differently from both bikes and karts. World in Conflict had four "Roles", albeit only in team
multiplayer: Armor (tanks roughly equivalent to RPG Fighers), Support (mainly AA+repair = Clerics, but also artillery = Long-Range Wizards), Air (attack helicopters = damage dealing rogues), and Infantry (...bards?). Each player can only assume one of them and has to rely on the rest of their "party" to compensate their role's weaknesses. Let It Die gives you a choice of eight classes for a given Fighter, which affects both your starting stats and the level Cap for each stat. All-Rounder is the typical Jack of All Stats; Striker focuses on HP and strength to
emphasize close-range combat; Defender focuses on HP and vitality, and has the highest base stamina; Attacker is a Glass Cannon that focuses on strength and dexterity; Shooter focuses on dexterity to emphasize long-range combat; Collector is similar to All-Rounder, but with slightly lower stats and a higher inventory capacity; Skill Master is similar to Collector, but with more capacity for skill decals instead; and Lucky Star focuses on luck. NetHack: There are thirteen classes, or Roles as they are called, that you can choose for your adventurer. What roles
you can choose are limited by what race you are (Human, Elf, Dwarf, Gnome, Orc) and what alignment you are (Lawful, Neutral, Chaotic). Blades in the Dark, which is somewhat related to PbtA (see below) but is very much its own thing, has seven Playbooks for its Scoundrels: Cutters (violent criminals), Hounds (trackers and sharpshooters), Leeches (technically gifted saboteurs and medics), Lurks (stealthy infiltrators), Slides (social manipulators), Spiders (Diabolical Masterminds) and Whispers (witch-thieves). Dungeons & Dragons is the most famous
instance of the trope, and the Trope Maker. The third edition of D&D gave the world the d20 System, allowing other publishers to use the same general mechanics of the tabletop RPG Ur-Example. Many but not all d20 RPGs also use classes. Eberron: In addition to the gameplay use of character classes (including a new one, The Artificer), this theme is used for the nations and religions. Exploring Eberron chooses to explain the mentalities and characteristics of the pre-War nations as this. Aundair is a wizard (intellectual but extravagant), Breland a rogue
(smart but shady), Cyre a Bard (versatile, but weak on their own), Karrnath a fighter (martial and tough, but also spartan and harsh), and Thrane a paladin (devoted and steadfast, but zealous). The other nations fit their own classes, though they aren't as explicit or clear as the Five Nations. Darguun represents non-traditional characters like goblins (exotic and interesting, but also trying to fit in), Droaam represents the really non-traditional monster characters (often overpowered and completely failing to fit in with the traditional game), the Eldeen Reaches
are the Druid (nature-loving and focused on community, but insular), Sarlona represents the Psion (all psychic classes, often strange to the rest of the game), Q'Barra represents the Ranger (heavily individualistic), and Zilargo represents the Inquisitive (spy games). Earthdawn calls class-equivalent mechanisms "Disciplines". They're somewhat more fleshed out than in many cases, with social context given, as well as how the worldviews of different disciplines work together (or don't). Also, if you act against your discipline (wizards not thinking things through if
they have the time, or beastmasters hurting animals that aren't attacking them), you may lose some of your powers. Ironclaw uses a mix between character classes and a Point Build System. Career is treated like an ability score (like Body, Mind, Speed, Will, and Species) that is applied to certain skills, and in 2nd edition comes with three traits. Players can increase their Career with experience, or buy a secondary one if they have the associated traits, or spend their XP on their other abilities or skills or traits. In Monty Python's Cocurricular Mediaeval
Reenactment Programme, Protagonist characters have "situations" such as Knight, Monarch, Cleric, or Troubadour. Each "situation" has distinctive features including a Special Serious Ability, which, when triggered, may produce wildly dramatic results or achieve nothing in particular. Numenera starts with the Strength, Sorcery, Finesse archetype and expands from it. Glaives are the Strength class, equally capable of being built as a heavily armored Badass Normal or a Fragile Speedster. Nanos are the Sorcery class, and use the power of numenera to work
what amount to miracles. Jacks are the Finesse class, whose name comes from "jack-of-all-trades" and who have a lot of tricks to make them the setting's skillmonkeys. The CRPG Torment: Tides of Numenera uses the Numenera Game System. Palladium Books's Megaversal system uses character classes, though the exact system varies slightly by specific game. Most Palladium games such as Rifts have O.C.C.s (Occupational Character Class), as well as R.C.C.s (Racial Character Class) for non-human characters. Where it gets confusing is that sometimes a
character's R.C.C. doubles as his O.C.C(this usually happens when the race is either extremely powerful on its own, or so physically or culturally isolated it doesn't use the usual O.C.C. set), and sometimes a player has to pick an O.C.C. as well as an R.C.C. Then there's P.C.C.s, for Psychic Character class, but that terminology is barely ever used in the books since functionally they're no different from O.C.C.s. Palladium Fantasy has players select an O.C.C.s and a race, much like the classic Dungeons and Dragons class and race system. The Classic and New
World of Darkness primarily use a Point Build System, but a werewolf's Auspice, vampire's Clan, mage's Path, and so on are class-like in that they define particular strengths, weaknesses, and predispositions. Powered by the Apocalypse games tend to rely on Playbooks built around common character archetypes in the genre they're emulating. In Monster of the Week, for example, the Professional is good at remaining cool under pressure, providing nice things for the team and turning up with lots of guns, while the Monstrous is a Friendly Neighbourhood
Vampire (or werewolf or whatever) and tends to favour weird superpowers. You're limited to one of each to ensure niche protection. The Star Wars d20 RPG uses a Character Class System for basic roles like Noble, Jedi, Scout, and so on, and adds Prestige Classes for more customization. The Earth Defense Force series has four iconic classes with varying abilities and weapon choices: Rangers, Jack of All Trades footsoldiers with access to a wide array of weaponry; Wing Divers, lightly-armored soldiers with jet packs that grant them unparalleled mobility and
Energy Weapons; Fencers, slow, heavily-armored soldiers who can dual-wield heavy weapons; and Air Raiders, specialists who make up for their lack of conventional weapons with access to air raids, satellite weapons, and vehicles from simple trucks to Mini-Mecha. Earth Defense Force: Iron Rain changes things up by making all classes capable of wielding all weapons and using any items. The main difference between the classes thus lies in their mobility and armor options: Troopers are the Jack of All Trades who can equip more items than the others, Jet
Lifters are Fragile Speedsters using jet packs, and Heavy Strikers are the Guns Akimbo Mighty Glacier class. The fourth class, unique to this game, is the Prowl Rider, who uses grappling hooks to move about the battlefield and can summon a giant alien to use as a mount. Ghost Recon Breakpoint utilizes classes, similarly to its predecessors Future Soldier and Wildlands except for the fact that the classes apply to Co-Op Multiplayer as well as PvP. As such, they are defined less by being restricted to specific weapons and more by their unique abilities. The
game launched with four - Assault (more health, better damage with assault rifles and shotguns, can toss gas grenades for area denial and activate an ability to lessen recoil and heal themselves with kills), Field Medic (can use healing drones to revive teammates, revive and carry wounded teammates faster, can self-revive, and can toss medkits to give people more health), Panther (faster movement, harder to detect, don't lose damage when using suppressors on handguns or submachine guns and have smoke grenades to get in close to enemies and a spray to
make themselves invisible to drones and opposing players), and Sharpshooter (can hold breath to steady their aim longer, have a bonus to range with sniper rifles and DMRs, and can use AP rounds) - and had another three added later - Echelon (harder to detect in shadows, bonus damage with handguns, can auto-aim handguns against enemies detecting them, and get sonar goggles to spot enemies through walls), Engineer (better damage against drones and with grenade launchers, and can drop a defense drone to attack enemies and supply drones to give
teammates more damage for one magazine), and Pathfinder (better effects from rations, can use scout vision to detect players, get better things from boxes, and call in a recon drone to hit enemies from above). Outriders: There are four classes to choose from for your Outrider: Devastator, Trickster, Pyromancer, Technomancer. Arknights divides the playable Operators into a series of classes that define their broad combat role, though individual sub-branches of each class can mix things up, along with individual Operators having their own twists. Vanguard:
Operators who are deployed first to hold off the initial waves of enemies and generate Deployment Points to allow the player to send out other, more expensive units. Defender: High defense, low-attack Operators who can block large numbers of enemies and take a lot of damage. Guard: High-damage, low defense melee Operators who generally specialize in eliminating enemies. Sniper: Ranged units who specialize in dealing physical damage and attacking airborne enemies and enemies with low defense. Caster: Ranged wizard-like units who use Arts attacks
to do high damage to to enemies with strong defense. Medic: Healers who try to keep your units in the battle and usually have support abilities. Supporter: Assistence-oriented Operators with abilities focused on slowing enemies, buffing allies, or summoning minions. Specialist: Operators with unusual or specific abilities, such as pushing or pulling enemies, deploying traps, or fast-redeployment. XCOM: Enemy Unknown has each rookie soldier (randomly) specialize in one of the four fields upon reaching the Squaddie rank: Assault (close-range frontline
combat), Sniper (long-range damage dealing), Heavy (suppressive fire and explosives), and Support (healing and buffing allies). Each class has a separate skill tree that gives them unique abilities and bonuses as they level. Later in the game, soldiers who exhibit psionic potential can be upgraded into Psi-operatives. The Enemy Within expansion also allows promoted soldiers to reclass into MEC Troopers. XCOM 2 uses a similar system as its predecessor, with some changes made to the classes. Key among the changes: Assaults are now Rangers who can fight
with a Sword and Gun, and Supports are now Specialists who can use remote-controlled drones to remotely heal allies or perform hacks on terminals and robotic enemies. Psi Operatives were made into their own class, rather than an upgrade for any of the four stamdard classes. In lieu of MEC Troopers, the DLC "Shen's Last Gift" adds "SPARKs", Mecha-Mooks that benefit from a natural immunity to most status ailments and jump jet-aided mobility. The War of the Chosen expansion adds special classes for each recruitable faction: Reapers are enhanced
Sharpshooters with better stealth capabilities, Skirmishers are enhanced Rangers who can attack multiple times and use grappling hooks to improve their mobility, and Templars are enhanced Psi-operatives who can pulverize enemies in melee combat. Hogs Of War. Promotion points could be found in each level and as a reward. Similar to the above, your units could be upgraded in 4 different routes; Artillery (Blow stuff up from a distance), Engineering (Blow stuff up close and see minefields), Sniper (Stealth) and Medic (Heal your units). Once maxed out, all
routes converged into Commando and Hero (Do everything) Many games based on the Dungeons & Dragons Game System: Cyberpunk 2077 has this with the five different attributes and twelve different skill sets to specialize V in, including: Reflexes, to specialize V in handguns, rifles and SMGs, and blades. Cool, to specialize V in stealth/ninjutsu and the Cold-Blooded perk. Body, to specialize V in blunt weapons, bare fists, LMGs and shotguns, and athletics. Technical Ability, to specialize V in item-crafting, as well as smart and tech weapons and grenades.
Intelligence, to specialize V in quick-hacking as well as breach protocol. Diablo likes to change it up. Each class has a unique skill tree within the system of its own game, and some equipment can only be equipped by certain classes. Diablo (1997) had Warrior, Rogue, and Sorcerer. Diablo II had Barbarian, Amazon, Necromancer, Sorceress, and Paladin, and later added Assassin and Druid. Diablo III brought back the Barbarian alongside Demon Hunter, Monk, Witch Doctor and Wizard, later adding Crusader and bringing back the Necromancer. In For the
King, part of the premise is that every character starts out as an ordinary villager who's just set out for adventure, so the classes are named after the occupation the character's everyday occupation: the starting four options are "Blacksmith", "Hunter", "Scholar", and "Minstrel". Each class has one or more unique passive abilities, and a set of initial character stats suiting them to one or more of the game's four fighting styles: the four starting classes are built for melee combat, ranged combat, spellcasting, and Magic Music respectively; other classes that can
be unlocked over time may be built to be equally comfortable in two styles, such as the Monk who can do melee combat and spellcasting. Grim Dawn has 6 classes, although you can dual-class anytime after level 10, which result in a new class name. The core classes are Soldier, Demolitionist, Shaman, Nightblade, Occultist and Arcanist. The expansions add the Inquisitor, Necromancer and the Oathkeeper. The Elder Scrolls The first four games in the series play with this trope a bit. Each game has a number of pre-made classes the player can choose from, or
create a custom class. Each class has a set of preferred skills, and, if chosen, gives a substantial initial boost to that set of skills. Increases to these skills also go toward leveling up overall. The skills outside of those preferred by the class are still available to the player, they just start lower and increases in those skills do not contribute toward leveling up. (Though they do apply to multipliers for those skills' governing attributes. See Empty Levels for additional details about that.) Skyrim does away with the series' class system in favor of pure skill-leveling.
Leveling up any skills contributes toward leveling up overall, and with each level-up, you get the opportunity to select perks within any of your skills that make you even more effective, reminiscent of the Fallout sister series. The higher your skill level, the more perks you have access to. The Elder Scrolls Online, an MMORPG prequel set 500 years prior to the start of the main series, goes for more of a skill tree approach. Ultimately Subverted, as only three out of many more skill trees available to your character. Path of Exile has one class representing one of
three attributes - Marauder for Strength, Ranger for Dexterity, and Witch for Intelligence - and three hybrid classes, Duelist (Str/Dex), Shadow (Dex/Int), and Templar (Str/Int), plus the Scion, the Jack of All Stats. The gameplay differences between the classes are their starting attributes and their starting location in the expansive skill tree. Pathing all the way around to the other side of the tree isn't recommended, but it's possible. Another major difference between them are their available Ascendancy classes, which contain powerful passive skills that greatly
shape the direction of their build. Marvel: Avengers Alliance has six general classes: Blaster, Scrapper, Infiltrator, Bruiser, Tactician, or Generalist. Other than Generalist, each is strong against one class and weak against another. Heroes have a native character class; Agents may switch between them at will with a change of uniform. Some alternate costumes also provide an alternate class. Marvel Strike Force has five charcter classes: Blaster, Brawler, Protector, Controller, and Support. Marvel Super War has six classes: Fighter, Energy, Marksman,
Assasssin, Tank, and Support. Mass Effect has three ability types, Combat, Tech, and Biotic, from which the classes pick up to two for six classes altogether. Soldiers are pure combat, Engineers are pure tech, Adepts are pure biotic. Infiltrators are combat/tech, Vanguards are combat/biotic, and Sentinels are tech/biotic. Mass Effect: Andromeda downplays this heavily: instead of being restricted to a single class throughout the entire game, the Player Character can learn, mix, and match various abilities from Combat, Tech, and Biotic skill trees. The classes
from the previous games take the form of "Profiles", a Job System that provides passive bonuses based on the classes' capabilities, which also introduces a Jack of All Trades setting called "Explorer". Might and Magic have gone through several variations of class systems and classes over the games. The first five games had a basic class system (chose one class when you create a character, that is that character's class), VI and VII had two-step linear upgrade-able classes (VII split at the final upgrade in design but not in play, as the final class promotion for
each class depended on which side you aligned with, and for the most part weren't all that different from the counterpart), VIII consolidated race and class into one choice and only had a single class upgrade step, IX split both back and had each class promotion be a genuine choice (starting from basic Might or Magic and then branching out towards the old, more specialised, classes), and X had each race have one Might and one Magic class that could be upgraded twice. Pathfinder: Wrath of the Righteous has an extremely extensive class system with 25
different Classes, 11 Prestige Classes, and 9 Mythic Paths. Classes include: Alchemist, Arcanist, Barbarian, Bard, Bloodrager, Cavalier, Cleric, Druid, Fighter, Hunter, Inquisitor, Kineticist, Magus, Monk, Oracle, Paladin, Ranger, Rogue, Shaman, Skald, Slayer, Sorcerer, Warpriest, Witch, and Wizard. Prestige Classes include: Aldori Swordlord, Arcane Trickster, Assassin, Dragon Disciple, Duelist, Eldritch Knight, Hellknight, Hellknight Signifier, Mystic Theurge, Stalwart Defender, Student of War, And Winter Witch. Archetypes... (sighs and unfurls a long list])
include, but are not limited to: Chiurgeon, Grenadier, Vivisectionist, Armored Hulk, Mad Dog, Invulnerable Rager, Archaeologist, Flame Dancer, Thunder Caller, Dirge Bard, Beast Rider, Disciple of the Pike, Gendarme, Knight of the Wall, Standard Bearer, Herald Caller, Ecclesitheurge, Crusader, Blight Druid, Defender of the True World, Feyspeaker, Aldori Defender, Tower Shield Specialist, Two-Handed Fighter, Dragonheir Scion, Armiger, Mutation Warrior, Sacred Huntsman, Monster Tactician, Tactical Leader, Dark Elementalist, Psychokineticist, Kinetic
Knight, Overwhelming Soul, Eldritch Archer, Eldritch Scion, Sword Saint, Scaled Fist, Sensei, Traditional Monk, Zen Archer, Sohei, Divine Hunter, Divine Guardian, Hospitaler, Martyr, Warrior of Holy Light, Freebooter, Flame Warden, Stormwalker, Espionage Expert, Eldritch Scoundrel, Knife Master, Thug, Spirit Hunter, Possessed, Spirit Warden, Unsworn, Witch doctor, Battle Scion, Court Poet, Demon Dancer, Herald of the Horn, Hunt Caller, Deliverer, Spawn Slayer, Vanguard, Arcane Enforcer, Empyreal Bloodline, Sage, and Sylvan Bloodline, Champion
of the Faith, Cult Leader, Disenchanter, Feral Champion, Shield Bearer, Hagbound Witch, Hex Channeler, Ley Line Guardian, Winter Witch, Stigmatized Witch, Scroll Savant, Arcane Bomber, Thassilonian Specialist, and Exploiter Wizard. Mythic Paths include: Aeon, Angel, Azata, Demon, Devil, Golden Dragon, Legend, Lich, Swarm-That-Walks and Trickster. Pillars of Eternity is not directly based on D&D, though the influence is especially obvious when you consider who the devs are. The classes are Barbarian, Chanternotesimilar to The Bard,
Ciphernotesimilar to a psion, Druid, Fighter, Monk, Paladin, Priest, Ranger, Rogue, and Wizard. The sequel allows you to multiclass, which grants you a new class name based on what combination you have. South Park: The Stick of Truth has four classes available; Warrior, Mage, Thief, and Jew. However, unlike a lot of RPGs, the class only determines what the New Kid's special attacks are. They can equip any weapon or armor they wish, though some have effects that are a little more beneficial to one class than the others. The sequel changes it to a Job
System. StarCrawlers starts with seven classes, with the eighth class being unlocked after a few missions into the storyline. Titan Quest has 10 masteries, although you can dual-class anytime after level 8, which results in a new class name (full list can be found here). The core masteries are Warfare, Defense, Hunting, Rogue, Nature, Spirit, Earth, Storm, Dream, and Rune. Warhammer 40,000: Rogue Trader: The Rogue Trader rule-set brings in a more unique version of this, with your origin, background, and archetype all working together to form a "class."
The first two open up unique passives and abilities to chose from as you level up, the latter a more traditional class option, leading into different options for a second archetype when the first is filled up. Surprisingly, being a psyker is a background option instead of an archetype one, so you can mix Psychic Powers into any archetype due to how this system works. World of Warcraft has quite an extensive system with twelve classes as of the Shadowlands expansion Warrior, Paladin, Hunter, Rogue, Priest, Shaman, Mage, Warlock, Monk, Druid, Demon Hunter,
and Death Knight. The class is further influenced by the racial traits and the faction of the character to the point of some races being outright incompatible with certain classes (an Undead will never be a Paladin, for instance). When the player approaches the current highest level, armor tiers, the talent tree, and focusing on either Player Versus Player or Player versus Environment will greatly affect each Class' skillset and limitations. Often, this will revert the Tactical RockPaperScissors. Many of World of Warcraft's classes stem from the units used in
WarCraft. The page image depicts the five classes of Wynncraft, each of whom wields a different weapon of choice and a unique loadout of abilities, called "spells":Non-gaming examples: Kuro Kuro Black Chronicle: Most of the Novelian characters all have an assigned character class in their profile. It's not clear what those classes do as such, or whether everyone from that world necessarily has one, but those profiles are physical objects that actually determine Novelian characters' traits, so the classes are a matter of fact. If nothing else, they all seem to
accurately describe what the character does. They range from the familiar (Assassin and Berserker) to the more unusual (Princess). The Dream Park series: Warriors, magic users and thieves appear in all four novels, and clerics appear in the first and third. Engineers feature prominently in Dream Park, as do scouts in California Voodoo. Multi-class characters turn up in the original novel (Holly Frost) and the California Voodoo tournament. The Fabled Lands has six classes: Warrior, Priest, Mage, Troubadour, Wayfarer, and Thief. Not only does a player's class
determine their starting stats, but certain quests are locked behind certain classes. There are one or two random events that allow for a class change, but these are extremely rare. The Gam3, being about a galaxy-spanning MMORPG, has Character Classes as a central element. All players have one or more classes, which opens paths to further specialized abilities. Each player is offered a game-chosen class following the tutorial or may make their own choice of class (which is very expensive). Each class has a selection of Major Abilities, effectively sub-classes
that further specialize the player. Only one may be chosen by a player. Access to additional classes is possible, and we do not yet know how common it is. Advancement in a class occurs not by levels, but by developing class-specific abilities and by completing sidequests assigned by your class mentor, a stronger player who has chosen to guide your advancement. The True Game features twelve different inborn magical "talents".noteThe full list is shapeshifting, precognition, telekinesis, self-levitation, self-teleportation, healing, raising the dead, telepathy,
pyrokinesis, storing energy for use by others, and beguiling others to follow you. These are mixed in myriad combinations to create literally hundreds of character classes like Herald, Bonewalker, and King, used in the chess-like battles of the setting. People without a talent (normal humans) are called "pawns". In Homerooms & Hall Passes, the In-Universe game of the same name has "ten rigidly defined character classes" corresponding to school clique stereotypes. The ones mentioned by name in the book are Class Clown, Overachiever, Loner, Gamer, nerd,
and Jock. Homestuck: SBURB assigns each player character to a mythological role with the title "[Class] of [Aspect]" that determines their powers and shapes their personal quest arc within the session. Aspect determines what objects and forces within the game the player can influence and class determines the ways in which they can influence their aspect. For example, the Time aspect is about any time-related use, but a Seer of Time will have influence primarily through comprehension of past and future events while a Knight of Time will manipulate time
travel for combat purposes. Aspect and class definitions are not always immediately obvious from their names, as Light denotes possibilities and luck instead of literal light, and Bards are highly destructive. While aspect seems to be largely innate, player class is more closely tied to acquired personality traits Thief characters tend towards pathological narcissism, Knights tend to hide their true personality, Rogues tend to be playful and cheerful, and so on. There is in-game speculation about a possible underlying active/passive class "thing" and perceived
gender bias in-class assignment. For the interested, the classes are Bard, Knight, Heir, Mage, Maid, Page, Prince, Rogue, Seer, Sylph, Thief, and Witch, whose associations are loose and not strongly specified in-story, while the aspects (which are more firmly defined) are Blood, Breath, Doom, Heart, Hope, Life, Light, Mind, Rage, Space, Time, and Void. Older Than Feudalism: Roman gladiators were typically trained in specific fighting styles that were meant to counter each other in interesting ways. The earlier examples divide gladiators into Retiarii (lightly
armored, wielding a trident and a net) and Secutores (heavily armored, wielding a short sword). As the gladiatorial games evolved, the "class system" became more and more complex, adding in a wider variety of matchups to keep crowds entertained. Alternative Title(s): Character Class Especially prevalent in game-oriented worlds (both tabletop and computer/video game roleplaying worlds), character classes are a useful way to help organize a world and provide motivation to the player for potential leveling up opportunities. Despite this, character class
archetypes can also be useful in narrative-driven worlds as a quick character creation tool prior to adding additional depth. Gandalf, for instance, is a wizard although none would call him just that. FIGHTERArcherBruteCaptainCaptain-of-the-GuardCommanderCrossbowmanGladiatorKnightLord CommanderMan-at-armsMartial ArtistNinjaPikemanPit FighterSergeant-at-arms MAGIC USERDruidMageMysticOracleSageScryerShamanSooth-sayerSorcererWarlockWitchWizard
SCOUNDRELAssassinBanditCutpurseFenceHighwaymanMauraderPickpocketRogueSmugglerThiefThugUrchin ENTERTAINERAcrobatBardFortune TellerJesterMinstrel OUTLANDERAdventurerBarbarianBerserkerDruidNomadOutlanderPathfinderRangerScout TRADECookFisherMerchantMinerSmithTraderTrapper ACADEMIAAcademicLibrarianScholarScribeStudent RELIGIOUSAbbotBishopCultistFriarlmamMonkNunPaladinPilgrimPriest DIPLOMATAmbassadorDiplomatEnvoySpy HEALERDoctorHealerHerbalistMedicNursePhysicianPlague Doctor
SEAFOLKBuckaneerCorsairFirst MatePirateSea Captain TOWNSFOLKCourierCryerExecutionerGuardMagistrateWatchman ROYALTYDuke/DuchessKing/QueenNoblePrince/PrincessRoyal GuardThaneViceroy Share copy and redistribute the material in any medium or format for any purpose, even commercially. Adapt remix, transform, and build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution You must give appropriate credit , provide a link to the license, and
indicate if changes were made . You may do so in any reasonable manner, but not in any way that suggests the licensor endorses you or your use. ShareAlike If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions You may not apply legal terms or technological measures that legally restrict others from doing anything the license permits. You do not have to comply with the license for elements of the material in the public domain or where your use is permitted
by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you use the material. D&D Beyond Desktop View I believe that this table and at least one other thing that was a pretty big error which got through both prompted Jeremy Crawford to post (I think to Twitter) that they were immediately doing a reprint of the book (with the corrections made). I'm guessing that these errors were
large enough for them to bite the bullet on the profit loss because of how bad it looked. That being said... I do not know if this means they are going to pull all of this first printing from the shelves and replace them with the second, or if they are just going to have a corrected 2nd printing ready to go when the first is sold out (my guess is it will be the former, otherwise there's no need to rush the 2nd printing). So with that in mind... if you haven't yet bought the book, or if you just did and still have the receipt... you might want to wait a little while just in case so
you can get the new version. It sucks for them that these big errors fell through, but if indeed they are rectifying it immediately, good for them for swallowing the loss just to make sure their quality level meets minimum standards.EDIT: Here's the tweet: My read on that is that they already sold out the first printing and are on to the second one organically from sales. log in or register to remove this ad My read on that is that they already sold out the first printing and are on to the second one organically from sales. Could be. It was the fact that Jeremy said
"reprint" rather than "2nd printing" that made me think they were going back in so they could fix it immediately, not because it was a natural next extension of the printing cycle. There is no way they are going to recall the printed books over a couple of typos, and it would be terrible business for them to do so. Could be. It was the fact that Jeremy said "reprint" rather than "2nd printing" that made me think they were going back in so they could fix it immediately, not because it was a natural next extension of the printing cycle. Hard to say: it has certainly
been preselling like crazy.Edit: in response to the top comment on Twitter, asking about which version somebody might get on Amazon, Crawford says it is impossible to say, since the two printings are mixed in the warehouse. So, not a recall, just a correction made in the second printing after the first sold out. Last edited: Nov 11, 2017 Discrepancies between tables and main text are actually common screw-ups in gaming books (so common, that the 3e errata had a special note about such things and said that the text always takes precedence over tables).
This isn't the first, and certainly won't be the last. It's literally the very next page. It's not like you have to remember something referenced pages and pages ago. I have to say: despite my deep skepticism for the book due to both its quantity of rehashed content from other books and its relatively anemic page count, I think it's awesome. Maybe not $50 worth of awesome, but awesome.In truth, my favorite parts of the players section are the tidbits about the classes, not the subclasses. The bits on barbarian superstitions and tattoos. The bits on paladin goals and
nemeses. The bits on warlock patrons and terms, or sorcerer births and such. That stuff is gold. Last edited: Nov 11, 2017 I have seen multiple people say that Arcane Archer in Xanathar's guide is awesome. Can someone tell me how this is so? My main concern is that you no longer can make your arrows a +1, but instead it just gives you the ability to have your arrows negate magic resistances. But a +1 bow can do that as well and I can pick that up way before I reach level 7 to use that ability. So what am I missing? How is this ability still useful? My main
concern is that you no longer can make your arrows a +1, but instead it just gives you the ability to have your arrows negate magic resistances. But a +1 bow can do that as well and I can pick that up way before I reach level 7 to use that ability. So what am I missing? How is this ability still useful? Well, for campaigns where you can't count on getting a +1 bow before 7th level (or at all), it's a pretty useful feature, I'd say.Also, they get an ability to redirect a magical arrow if it misses its target. I may have missed something, but I don't see anywhere in the
RAW that an arrow fired from a magic bow is itself magical, so this ability wouldn't work with normal arrows fired from a +1 bow. Last edited: Nov 11, 2017 I'm not super thrilled about Hexblade and getting to use Charisma as the attack stat, but I may be the odd one out. I didn't like that in other editions, either. Page 2 I like it, I think that the arcane archer is very cool and I also like the ranger subclasses. I am not sure about the Scout as I feel it is threading on the Ranger's toes and that the Ranger is already a weak class.Over all, though a thumbs up I like
that Scout steps on the rangers toes, because it finally gives us a spell-less ranger option. Yeah, its technically a rogue, but it does everything I want a ranger to do, without all the baggage the Ranger Class has accumulated over the years. log in or register to remove this ad I like that Scout steps on the rangers toes, because it finally gives us a spell-less ranger option. Yeah, its technically a rogue, but it does everything I want a ranger to do, without all the baggage the Ranger Class has accumulated over the years. Stepping on the Rangers toes was more or
less explicitly the point. I'm not super thrilled about Hexblade and getting to use Charisma as the attack stat, but I may be the odd one out. I didn't like that in other editions, either. I hate pretty much everything about the Hexblade. Dont love the Celestial either. Which sucks because Warlock is hands-down my favorite Class. The flavour of the Hexblades could have been a bit better. Divine Soul is awesome, Divine Magic Sorceror and cleric spell lists mixing with metamagic is interesting, and the alignment affinity is an minor if interesting twist, but doesn't
lock you in, Favour of the Gods is neat mini miracles that fits the flavour, Otherworldly wings is neat, Good and Lawful get Eagle Wings, Evil and Chaotic get Bat Wings, and Neutrality gets Dragonfly wings, I like the flavour of this new twist. What they did to Empowered Healing is interesting, purehaps the most interesting change, it not only can be applied to your spells, you can apply it to spells of your allies if they are within 5 feet of you. So the Druid casts healing spirit beside you, you can lend some of your divine energy to the spell so it heals more
damage, or a Bard casts mass cure wounds and you empower the Bard's spell. Its like metamagic that can be used on someone elses spell, except it can stack with actual metamagic. Unearthly Recovery is still useful, if not the most exciting feature. Can someone with the book take a legible picture of the Cleric sidebar about the Philosophy or Force, page 18? Or write it out? I am curious about the wording. Shadow Magic got beaten hard with the nerf stick, but it had to be, and it's still awesome. Being able to cast Darkness at 1st level for 1 spell point (which
is normally a second level spell) and being able to see through it was over powered, so now you don't get that trick till third level, and now it costs 2 spell points, which is still a nice discount for 2nd level spell especially since you can see through it. Hound of Ill Omen should have just been called Bale Hound in my opinion, but an awesome feature. Umbral Form (previously called Shadow Form) also got hit by the nerf stick, but it was crazy powerful. It was for 3 sorcery points resistance to all damage except force, the ability to move through objects and
creatures as if they were difficult terrain and you take 5 force damage if you end up in the same space as an object. No concentration required. Now it's more expensive at 6 sorcery points, yet still absolutely worth it as it's powerful, and both force and radiant damage ignores your resistance. It's still shockingly good, it's resistance to all damage types except two, the ability to move through objects and creatures (admittedly less of an issue given you can teleport around 120 feet to shadows), but while you take damage you can share the space with a creature
or object and that is crazy powerful. Imagine a group of monsters is trying to kill you, so you move into the same space as their boss, so to hit you, they have to risk hitting their boss. Just one example of what could be done with this feature. Between Shadow Walk and Umbral Form, you have basically become a shadow. Imagine a Shadow Sorceror using Umbral Form and casting darkness, then next turn summoning a Hound and casting Dragons Breath on it, to attack a target in the Darkness you summoned. Shadow Sorceror did get a couple of buffs to make
up for its needs, it's darkvisions range was doubled to 120 feet and it can now cast Darkness using a slot, so it can up cast darkness using a higher slot, but at the cost of the slot verson not being seen through by the Shadow Sorceror, unlike the points version. It's literally the very next page. It's not like you have to remember something referenced pages and pages ago. The same complaint applies to 99% of similar mistakes made before this, too. Can someone with the book take a legible picture of the Cleric sidebar about the Philosophy or Force, page 18? Or
write it out? I am curious about the wording. Here you go:Serving A Pantheon, Philosophy, Or ForceThe typical cleric is an ordained servant of a particular god and chooses a Divine Domain associated with that deity. The clerics magic flows from the god or the gods sacred realm, and often the cleric bears a holy symbol that represents that divinity. Some clerics, especially in a world like Eberron, serve a whole pantheon, rather than a single deity. In certain campaigns, a cleric might instead serve a cosmic force, such as life or death, or a philosophy or
concept, such as love, peace, or one of the nine alignments. Chapter 1 of the Dungeon Masters Guide explores options like these, in the section Gods of Your World. Talk with your DM about the divine options available in your campaign, whether theyre gods, pantheons, philosophies, or cosmic forces. Whatever being or thing your cleric ends up serving, choose a Divine Domain that is appropriate for it, and if it doesnt have a holy symbol, work with your DM to design one.The clerics class features often refer to your deity. If you are devoted to a pantheon,
cosmic force, or philosophy, your cleric features still work for you as written. Think of the references to a god as references to the divine thing you serve that gives you your magic. It seems to me Hexblade 1 (or 2)/ Paladin X will be a popular combination. They can increase the crit range, which helps Paladin a lot, and change their attack and damage bonus stat to charisma eliminating the MAD issues with Paladin, and provide some spell slots to power smites. Here you go:Serving A Pantheon, Philosophy, Or ForceThe typical cleric is an ordained servant of a
particular god and chooses a Divine Domain associated with that deity. The clerics magic flows from the god or the gods sacred realm, and often the cleric bears a holy symbol that represents that divinity. Some clerics, especially in a world like Eberron, serve a whole pantheon, rather than a single deity. In certain campaigns, a cleric might instead serve a cosmic force, such as life or death, or a philosophy or concept, such as love, peace, or one of the nine alignments. Chapter 1 of the Dungeon Masters Guide explores options like these, in the section Gods of
Your World. Talk with your DM about the divine options available in your campaign, whether theyre gods, pantheons, philosophies, or cosmic forces. Whatever being or thing your cleric ends up serving, choose a Divine Domain that is appropriate for it, and if it doesnt have a holy symbol, work with your DM to design one.The clerics class features often refer to your deity. If you are devoted to a pantheon, cosmic force, or philosophy, your cleric features still work for you as written. Think of the references to a god as references to the divine thing you serve that
gives you your magic. I mean, beyond just referencing the DMG, it's largely just repeating what it says. Page 3 Hrm. Some good, some bad. I'm actually really happy with the druid and the bard subclasses. They feel good. I'm kinda interested in running a hexblade, even without the sword if I must, just because I think the idea of a curse master is pretty neat; a solid idea that no other class has run with yet. Kind of want to run a forge cleric with the new crafting rules, just because it feels like something to try. I also want to hit up an Arcane Trickster with the
new Elven Accuracy feat and shadow blade, but that's another matter.I'm kind of disappointed in the new Fighter and Rogue subclasses, though. Insightful tries to be all Sherlock Holmes-y, but I just don't see the use in day-to-day operations of an adventurer. Insightful Fighting and its derivative abilities feels worse than relying on the usual rogue tricks. Scout... meh. Not different enough from regular rogue. Sorcerer... in short, you're playing a cleric with metamagic instead of channel divintity. Not much to say other than I wonder how good the spells will be.
Shadow, I actually find disappointing. Its a giant Point sink, making it so you can't do much of anything else when you use your features. Last edited: Nov 12, 2017 log in or register to remove this ad This combo actually does not work, so removed. In return for wasting everyones time, I want us all to do two things: 1. yell loudly at WotC to fix the ranger already2.imagine xanathar as the president of the united states. Last edited: Nov 12, 2017 So, I purposely waited to start my ToA campaign until Xanathar's came out, and, not too surprisingly, when it came to
making characters today, all six of my players chose subclasses from Xanathar's (which is why I delayed the start, since I knew this would likely happen with most, if not all of them). So, now I have a group consisting of: Variant Human War Magic WizardVariant Human Inquisitive RogueHill Dwarf Gloom Stalker RangerHalf-elf Shadow Magic SorcererWood EIlf Circle of the Shepherd Druidand a Lizardfolk Cavalier Fighter (yes, he had to come up with a convincing backstory for that one ).It looks to be a fun and pretty balanced group - at least until the jungle or
the dungeon starts killing them off... as someone pointed out on giant in the playground, celestial pact warlock + aasimar is a very nasty combo, as you get a bonus to radiant damage and aasimars can add radiant damage to everything, at least once a rest. Thus you can deal ALL the damage with an aasimar. I don't think it works. They get to add the damage to a radiant damage ROLL ,and the radiant damage the Aasimar gets is a fixed amount which is not rolled. It seems to me Hexblade 1 (or 2)/ Paladin X will be a popular combination. They can increase the
crit range, which helps Paladin a lot, and change their attack and damage bonus stat to charisma eliminating the MAD issues with Paladin, and provide some spell slots to power smites. I chose Hexblade 1 and all the rest Sword Bard. Full caster with mad melee skillz. I don't have the book yet, but I think a Fallen Aasimar Hexblade Warlock could be fun. I also like the Rogue Scout and Blade Bard. I am somewhat sad that Hex Warrior and Improved Pact Weapon do not work together with bows and crossbows. So no Hexblade Archers. Not that they really
needed it, but it would have been a fun option. I am somewhat sad that Hex Warrior and Improved Pact Weapon do not work together with bows and crossbows. So no Hexblade Archers. Not that they really needed it, but it would have been a fun option. Why doesn't it work? I thought they do? "If you later gain the Pact of the Blade feature, this benefit extends to every pact weapon you conjure with that feature, no matter the weapons type." Question to Jeremy Crawford on Twitter: Hello JeremyECrawford! Does this line from the Hexblade mean that if you
have Pact of the Blade you can use the Hex Warrior feature with a two-handed weapon and get your Cha mod to attack and damage rolls? Thanks! Answer from Jeremy Crawford on Twitter:When we wrote "every pact weapon" in Hex Warrior, we really meant every pact weapon. Question: Does that mean if you bond with a magical bow, like a +2 Longbow or something, you can use your Charisma modifier for the attack and damage rolls?’Answer: "Every" really means every. Last edited: Nov 12, 2017 What they did to Empowered Healing is interesting,
purehaps the most interesting change, it not only can be applied to your spells, you can apply it to spells of your allies if they are within 5 feet of you. I'm confused. I have the book, but even so I can't tell which of these is correct re: Empowered Healing:-* you can apply it to the healing spells cast by a caster who is within 5 feet of you OR* you can apply it to healing spells which target creatures who are within 5 feet of youls it the caster of the spell or the target of the spell that must be within 5 feet of you to gain the benefit? Why doesn't it work? I thought
they do? "If you later gain the Pact of the Blade feature, this benefit extends to every pact weapon you conjure with that feature, no matter the weapons type." I suppose you are right. "No matter the weapon's type" would definitely seem to imply an exception to the "Must lack the two-handed property". And the quotes you provided from Crawford are very explicit and informative.Thank you! Page 4 What are your opinions about war wizard?I expected more from power surge, the dmg appear to be kinda lame log in or register to remove this ad I'm not super
thrilled about Hexblade and getting to use Charisma as the attack stat, but I may be the odd one out. I didn't like that in other editions, either. I wasn't to thrilled either, but now there is a drawback. Now you habe to attune at the beginning of the day. So if you somehow lose your weapon you have a problem.Also it can't be used for two habded weapons. A decent dexterity or strength is still useful as you only wear medium armor. A decent strength is needed too if you don't want to be encumbered too easily.Only thing I would add: if you take lifedrinker... you
don't add charisma twice but add your normal stat instead. I wasn't to thrilled either, but now there is a drawback. Now you habe to attune at the beginning of the day. So if you somehow lose your weapon you have a problem.Also it can't be used for two habded weapons. If you select Pact of the Blade and use a Two Handed Weapon Magic Weapon as your Pact Blade, you can have a two handed Charisma based weapon. I don't see a way to abuse this really - there are not a lot of other combat abilities that are based off of Charisma. A Paladin/Hexblade might
have some fun with it, but that is a heavy investment for the trick. Only thing I would add: if you take lifedrinker... you don't add charisma twice but add your normal stat instead. Lifedrinker adds your charisma to damage. Hex Warrior adds charisma to damage. I see nothing that would prohibit adding Charisma to damage twice - once for each ability.I'm not worried about this being an overpowered subclass, either as a pure class or as something that gets dipped into by other classes. Mock one up at 1st, 6th, 12th, 14th and 17th levels. Compare it to a
Vengeance Paladin of equal level. I think the VP is going to be more effective. I sat down and built the melee Hexblade big weapon PC - and I was disappointed. I'm confused. I have the book, but even so I can't tell which of these is correct re: Empowered Healing:-* you can apply it to the healing spells cast by a caster who is within 5 feet of you OR* you can apply it to healing spells which target creatures who are within 5 feet of youls it the caster of the spell or the target of the spell that must be within 5 feet of you to gain the benefit? I'd say it depends on
who rolls the dice at your table. When the cleric casts cure wounds, does that player roll the dice or does the guy getting healed roll? The answer to that, it seems, is the answer to your question. If you select Pact of the Blade and use a Two Handed Weapon Magic Weapon as your Pact Blade, you can have a two handed Charisma based weapon. I don't see a way to abuse this really - there are not a lot of other combat abilities that are based off of Charisma. A Paladin/Hexblade might have some fun with it, but that is a heavy investment for the trick. Lifedrinker
adds your charisma to damage. Hex Warrior adds charisma to damage. I see nothing that would prohibit adding Charisma to damage twice - once for each ability.I'm not worried about this being an overpowered subclass, either as a pure class or as something that gets dipped into by other classes. Mock one up at 1st, 6th, 12th, 14th and 17th levels. Compare it to a Vengeance Paladin of equal level. I think the VP is going to be more effective. I sat down and built the melee Hexblade big weapon PC - and I was disappointed. Oh. Yes. You are right. I missed that
sentence. Thank you.Sent from my GT-19506 using EN World mobile app If you select Pact of the Blade and use a Two Handed Weapon Magic Weapon as your Pact Blade, you can have a two handed Charisma based weapon. I don't see a way to abuse this really - there are not a lot of other combat abilities that are based off of Charisma. A Paladin/Hexblade might have some fun with it, but that is a heavy investment for the trick. Lifedrinker adds your charisma to damage. Hex Warrior adds charisma to damage. I see nothing that would prohibit adding
Charisma to damage twice - once for each ability.I'm not worried about this being an overpowered subclass, either as a pure class or as something that gets dipped into by other classes. Mock one up at 1st, 6th, 12th, 14th and 17th levels. Compare it to a Vengeance Paladin of equal level. I think the VP is going to be more effective. I sat down and built the melee Hexblade big weapon PC - and I was disappointed. I'm not so worried about the Charisma for attack/damage being overpowered, just that it might set a precedent that leads to more "nontraditional"
attack stats for weapons. It's always bugged me. I'm not so worried about the Charisma for attack/damage being overpowered, just that it might set a precedent that leads to more "nontraditional" attack stats for weapons. It's always bugged me. It is hard to balance the game when you have abilities that change a fundamental mechanic and disrupt assumptions. However, I don't have a problem with this one. The magic of the class is focused on weapons and is driven by the charisma of the character. I can see the idea of force of will powering magic that
guides the weapon. We already had it in the Lifedrinker mechanic - this just extends it further. Further, a mental attribute being used to power physical attacks is less likely to result in abuses than a physical ability other than strength powering heavy weapon attacks - rule interactions might eventually end up with a finesse two handed weapon, for example, if you start mucking around too much. for everyone complaining about power surge for war wizards, I think we should have an offical errata that changes it from counterspell and dispel magic to sucessful
save against magic or missed by a spell attack. I am running it as that in my games. I'd say it depends on who rolls the dice at your table. When the cleric casts cure wounds, does that player roll the dice or does the guy getting healed roll? The answer to that, it seems, is the answer to your question. But it must be either one way or the other in the rules AND in the game world. In the game rules it cannot be that the writers made a rule that even they don't know how it works. In the game world, the people who can do this know who it applies to, and it must be
the same all over the world. In AL, it simply cannot be unknown. Think of all the game mechanics that modify, say, attack rolls based on the fact that the attacker rolls the d20, not the target. Many rules would simply be unusable as written if the target of the attack rolled the d20.So, according to the rules, who rolls the healing dice? Caster, or target? Page 5 But it must be either one way or the other in the rules AND in the game world. In the game rules it cannot be that the writers made a rule that even they don't know how it works. In the game world, the
people who can do this know who it applies to, and it must be the same all over the world. In AL, it simply cannot be unknown. Think of all the game mechanics that modify, say, attack rolls based on the fact that the attacker rolls the d20, not the target. Many rules would simply be unusable as written if the target of the attack rolled the d20.So, according to the rules, who rolls the healing dice? Caster, or target? You worry about these consistencies far more than I do. I don't know what the rules say about who rolls the healing dice, and I'm not interested in
looking it up.That said, I totally agree with you that the wording of the feature in question is weird, and really ought to have specified if it applies to someone casting the spell within 5 feet, or someone getting healed. log in or register to remove this ad What are your opinions about war wizard? My opinion of the war wizard is that it should have been left on the cutting room floor. It seems like a waste of space to me. I would much rather have seen them revise the lore wizard or the theurge. You didn't ask for my opinion of any of the other new subclasses, but
I'm going to share my thoughts on them anyway:BarbarianAncestral Guardian: Meh. I can see how some people might like this, but it just doesn't appeal to me.Storm Herald: Cool idea, but I would've liked to have seen more options. Why just desert, sea, and tundra?Zealot: This one is cool. If I ever get around to playing a barbarian again, this will probably be the subclass I go with.BardGlamour: I like the concept but I feel like most of its abilities are too wordy. The wordiness puts me off wanting to play this subclass.Swords: The blade bard was my favorite kit
from the 2e days, and I really liked the initial take from the "Kits of Old" UA. I think this version is overall an improvement, but I'm still disappointed to see that they stuck with the weirdly worded Mobile Flourish and refused to bring back the much more awesome Trick Shot flourish for knife throwers.Whisper: Again, too wordy. And possibly too mean.ClericForge: Really cool. I'm a little disappointed they dropped shield from the bonus spells, but I like everything else about this class. I don't even mind that they can have a +1 magic weapon (or suit of armor)
right from 1st level. (Normally I would.)Grave: I have mixed feelings about this one. On its own, I like it (although I feel the picture accompanying it in the book is off-puttingly strange), but as a DM, I wonder if some of its features will make it too hard for PCs to die. (Being able to cast spare the dying at range as a bonus action, for instance.)DruidCircle of Dreams: Conceptually quite cool. Not sure I'd want to play one, though.Circle of the Shepherd: Not a big fan of pets, mainly just because I find having all those extra critters on the board slows the game
down during combat. Could be a great class for solo play or if you've only got two or three players and need to fill the party out more. But when you've got four or five players already, I'd be inclined to ask the player to pick something else.FighterArcane Archer: I *really* wanted to like this class. It's a rad concept. But I just feel like they have not been able to get it right. The arbitrary 2/rest limit on the magic arrow options is weird, and while I advocated that they remove the +1 bonus on the magic arrows, I don't know why they did that *and* moved that
feature to 7th level.Cavalier: Meh. I'm glad that it's not such a one-trick pony now (if you'll excuse the pun) but it's still not my cup of tea. And I'm not a fan of the marking mechanic, either.Samurai: Meh. Seems OK, and I'm sure the folks who love medieval Japan will eat this up, but it's also not my cup of tea.MonkWay of the Drunken Master: This one looks like it could be fun. If I ever play a monk again, I might take this subclass for a spin.Way of the Kensei: It's about on par with the samurai for me. I have little interest in the whole Oriental Adventures thing,
so meh.Way of the Sun Soul: I actually played a sun soul/light cleric in Curse of Strahd. It was fun. I like this class. I note that some of its abilities have been slightly reworded for clarity.PaladinOath of Conquest: No.Oath of Redemption: No.RangerGloom Stalker: Cool, I guess.Horizon Walker: Ditto.Monster Slayer: Meh. I don't really like that they can magically identify all of a creature's resistances, immunities, and vulnerabilities, but whatevs.RogueMastermind: I think this one has a lot of potential. I briefly had one in one of my games but the character died
before we really got to see how this subclass worked.Inquisitive: Meh. I find the name off-putting first of all. The rest of it is just uninteresting.Scout: Looks all right.Swashbuckler: Arguably one of the best subclasses in the game. I'm currently playing a hexblade/swashbuckler. It's fun.SorcererDivine Soul: They did a good job on this one, and I'm glad they changed the name from "Favored Soul". Now it's its own thing, and it does what it sets out to do well. I would definitely play one of these.Storm Sorcery: I've seen one of these in play. It's OK. I think they
should've kept the bonus spells it got in the UA version.Shadow Magic: Looks cool. Wouldn't mind giving it a try. Not a fan of the hound, though.WarlockThe Celestial: Love it. They need to provide some celestial-themed options for familiars, though. A lantern archon would be sweet, for instance.The Hexblade: Love it too.Wizard Last edited: Nov 14, 2017 Ancestral Guardian is hilarious on a Barbarian Archer.Monster Slayer is Geralt of Rivia. Only thing I would add: if you take lifedrinker... you don't add charisma twice but add your normal stat instead.
Lifedrinker adds your charisma to damage. Hex Warrior adds charisma to damage. I see nothing that would prohibit adding Charisma to damage twice - once for each ability. Technically Lifedrinker *doesn't* add your Charisma modifier to the damage. It adds extra necrotic damage *equal* to your Charisma modifier. So a hexblade with Lifedrinker absolutely could, in effect, add their Charisma modifier to the damage of their Hex Warrior-affected weapon twice. Just like how a paladin's Aura of Protection grants a bonus equal to the paladin's Charisma
modifier, which thereby allows them to gain Cha mod x2 on their own Cha saves.That said, I can't see how this is even an issue at all given that you need to be a 12th level warlock before you can even think about getting Lifedrinker. This shouldn't be a big deal that late in the game. Last edited: Nov 15, 2017 It seems to me Hexblade 1 (or 2)/ Paladin X will be a popular combination. They can increase the crit range, which helps Paladin a lot, and change their attack and damage bonus stat to charisma eliminating the MAD issues with Paladin, and provide some
spell slots to power smites. yeah hex pally will be popular though im tweaking around on a hexblade/barb that could be if nothing else fun to playthough hexblade/swashbuckler does sound fun Last edited: Nov 15, 2017 hexblade/swashbuckler does sound fun My PC just hit 6th level, so she's officially now a blade pact hexblade / swashbuckler. I'm looking forward to seeing how the combo plays. (She's a Harper agent masquerading as a Luskan pirate.) My PC just hit 6th level, so she's officially now a blade pact hexblade / swashbuckler. I'm looking forward to
seeing how the combo plays. (She's a Harper agent masquerading as a Luskan pirate.) been goofing around with a warlock /barbarian with a glaive which is interestingmight redo as hexblade since the pact of blade appears to allow it concept is less a patron and more that she is possessed by a spirit think vampire hunter D and other like characters That sounds like it could be fun, though I'm not sure how well the synergy works. You can't cast or concentrate on spells while raging, and using Hex Warrior would make it so you don't get the damage bonus from
rage either. (Not that either of those things are dealbreakers.) That sounds like it could be fun, though I'm not sure how well the synergy works. You can't cast or concentrate on spells while raging, and using Hex Warrior would make it so you don't get the damage bonus from rage either. (Not that either of those things are dealbreakers.) true no casting while raging , but raging is there for extra actions per day if needed and you can has things like armor of agathis and false life on , currently she is infernal pact for temp hp, but the attribute spread is a minor
hassle, will need to see how hexblade will work but could be fun, she is in no way optimized but still playable.hex blade im still thinking on but sounds fun with a swash Page 6 That sounds like it could be fun, though I'm not sure how well the synergy works. You can't cast or concentrate on spells while raging, and using Hex Warrior would make it so you don't get the damage bonus from rage either. (Not that either of those things are dealbreakers.) true no casting while raging , but raging is there for extra actions per day if needed and you can have things like
armor of agathis and false life on , currently she is infernal pact for temp hp, but the attribute spread is a minor hassle, will need to see how hexblade will work but could be fun, she is in no way optimized but still playable. good point about rage damage so wont go with hex for her hex blade im still thinking on other classes but sounds fun with a swash Last edited: Nov 15, 2017 log in or register to remove this ad According to the rules, the DM decides. The descriptions of each ability tell you what that ability does. It cannot be that even after reading the
description you still don't know what it does! Does this ability boost the healing power of spells cast by a caster who is standing near you, OR does it increase the amount of healing on the person being healed if that person is near you. It must be one or the other! It cannot be unknown to the ability itself!On reflection, it think it boosts casters rather than targets. If you get hit by a fireball, a vicious DM might hand you the 8d6 and make you roll the damage you take, but that damage will not be increased by your own ability to add your Cha bonus to any fire
damage you roll! That ability is for increasing damage from fire spells you cast, not fire damage you suffer! So, on that principle, I think it's the caster of healing magic who 'officially' rolls the healing for purposes of rules that modify that healing, even if the players around the table hand the dice to someone else. Based on that, I think this new ability must affect the caster of the healing spell (if he is within range), not the recipient.I still wish the wording was unambiguous. I still wish the wording was unambiguous. I got wondering if the weird wording came
from an earlier revision, one that would let the feature apply when someone drinks a potion and similar examples where magic healing is happening without a spell being cast.It's the only explanation I've been been able to come up with for why someone could reasonably write "when rolling healing dice" into the feature. I have a quite big issue here: they made the Inquisitive stupid. You don't actually have to invest ANY point on Intelligence, but on Wisdom. You could actually play with an Inquisitive with 8 Int and you wouldn't being losing anything at all: in a
fight you would be using Wisdom (Insight). I don't see how they are making anything to bolster Intelligence here,or why it is necessary. Same with the Mastermind and Charisma, instead of wisdom [MENTION=6784868]Erechel[/MENTION]: I agree. They should've called it the "Intuitive" instead. Frankly, just posting to mark so I can follow conversation. I'm really glad about the changes to Zealot, it makes it so the abilities other than the 3rd will be used more often. Less enthusiastic about the changes to the Knight (Cavalier) and the Samurai, they really kind
of weakened both of them in ways that I don't fully understand the need for yet. Less enthusiastic about the changes to the Knight (Cavalier) and the Samurai, they really kind of weakened both of them in ways that I don't fully understand the need for yet. Having played a samurai in a short high-level mini-campaign, I have to say... Despite how much fun I was having, yeah, it really did need a little bit of nerfing. Being able to gain advantage on all attacks and damage resistance for two rounds with each single use of their main power? It was a little
overpowered.As for the cavalier, I don't know if the new version is weaker, but it certainly interests me more than the old one. I hate subclasses that are just narrower battlemasters. Having played a samurai in a short high-level mini-campaign, I have to say... Despite how much fun I was having, yeah, it really did need a little bit of nerfing. Being able to gain advantage on all attacks and damage resistance for two rounds with each single use of their main power? It was a little overpowered.As for the cavalier, I don't know if the new version is weaker, but it
certainly interests me more than the old one. I hate subclasses that are just narrower battlemasters. Little overpowered maybe (though the resistance only really mattered for one round unless you constantly provoked AOs) but overpowered enough to turn it into a very small amount of temp hp and reduce it to only 3 times per day?I mean, advantage is good and all, but it isn't that good that you should only be able to use an ability that grants it as a bonus action three times for the entire day. And a bonus action attack that has advantage and does am extra few
points of damage is good, bit good enough that you can do it only 5 times maximum per day? When it maxes out to plus 10 damage if my memory is correct? While the Battlemaster and Arcane Archer can use their abilities per short rest instead? I'm just not seeing the logic here. Little overpowered maybe (though the resistance only really mattered for one round unless you constantly provoked AOs) but overpowered enough to turn it into a very small amount of temp hp and reduce it to only 3 times per day? It's more than three times/day when you get to
higher levels. From 10th level on, it's basically once/encounter, with two extras you can toss in whenever. Tip on Chaos Bolt, it interacts with Empower Spell Metamagic in a really weird way, because Empower Spell allows you to reroll damage dice from the spell, including the D8s, giving you another chance at causing the spell to jump to another target. Another thing for those worried about Greater Demon and Lesser Demon and Infernal Calling, you can still summon them into an inverted magic circle and then cast Planar Ally on them, to gain control. I'm
collecting class names. I'll hit you with what I've got, and you'll see if you can add to it. Here are the rules.> Fantasy / fantasy-steampunk genres only.> Adventuring classes only (Necromancer yes, Blacksmith maybe, Commoner no).> One-word class names only (hypenated names like Ur-Priest and compound names like Spellbinder are allowed). Random "nounverbs" (Firedancer, Earthspeaker) are allowed if they make sense or paint a fairly clear visual picture. Here's the list so far! Can you add to it? Abjurer Acrobat Adventurer Aeromancer Aeronaut
Alchemist Alienist Animist Antihero Apothecary Arbalester Arbiter Arcanist Archeologist Archer Armiger Armorer Artificer Assassin Astrologer Avenger Bandit Barbarian Bard Battlemage Beastlord Beastrider Beguiler Berserker Binder Bishop Blackguard Blacksmith Bladesinger Blighter Bloodmage Bravo Brawler Brewmeister Brigand Cavalier Cavalryman Cestus Champion Channeler Charioteer Chevalier Chirurgeon Chronomancer Cleric Conjurer Corsair Crossbowman Crusader Cursebearer Deathknight Defender Demolitionist Demoniac Dervish Diabolist
Diplomat Dirgesinger Diviner Djinncaller Doomsayer Dragonrider Dragoon Dreadnaught Dreamwalker Druid Duelist Earthspeaker Elementalist Empath Enchanter Engineer Evoker Executioner Exile Exorcist Explorer Falconer Fearmonger Fencer Fighter Firedancer Fleshwarper Forrester Frostmage Fusilier Gadgeteer Geomancer Gladiator Grappler Gravecaller Guardian Guerilla Gunslinger Gypsy Harbinger Harrier Haruspex Healer Heirophant Herald Herbalist Hermit Hero Hexmage Highwayman Hivemaster Hoodwink Hospitalier Houndmaster Hunter
Hydromancer Hymnist Hypnotist Illusionist Incanter Infiltrator Inquisitor Invoker Jester Jinx Juggernaut Justicar Kensai Knight Lancer Lasher Legionnaire Lich Lightbringer Machinist Mageknight Magician Magus Malefactor Malus Maniac Marauder Mariner Marshal Masque Mastermind Medium Mentalist Mercenary Merchant Mindbender Miner Minstrel Monk Mountaineer Musketeer Mysterion Mystic Necromancer Nethermancer Ninja Noble Nomad Occultist Oracle Outcast Outlaw Outrider Paladin Paragon Pathfinder Piper Pirate Plaguemancer
Planeswalker Poisoner Priest Prophet Psionicist Psychic Pugilist Pyromancer Qabalist Raider Raindancer Rake Ranger Ratcatcher Reaver Riddler Rifleman Ritualist Rogue Ronin Royal Runic Saboteur Sage Saint Samurai Sandman Sapper Savage Savant Scavenger Scholar Scout Scrier Seasinger Sensei Sentinel Shadowmancer Shaman Shapeshifter Sheriff Shieldbearer Sibyl Siegemaster Siren Skald Skirmisher Skycaptain Slavemaster Slayer Slimelord Sneak Sniper Soldier Soothsayer Sorcerer Soulblade Spearman Spellbinder Spellbreaker Spellknife
Spiritualist Spy Stalker Stormlord Strategist Strider Summoner Swashbuckler Swordsman Tactician Taskmaster Telepath Templar Thaumaturgist Theurge Thief Thrall Tinkerer Tormentor Totemist Transmogrifist Transmuter Trapsmith Trickster Ur-Priest Valkyrie Vanguard Viking Vindicator Vizier Voidcaller Wanderer Warden Warlock Warlord Warpriest Warrior Weaponmaster Wilder Windcaller Witch Witchdoctor Wizard Wonderworker Wormtongue Wyrd Wyrmecaller Zealot What's missing? Good luck, and remember the rules! log in or register to remove
this ad You do realize that your rules will toss out classes like the Wu-Jen, Battle Dancer, Battle Sorcerer, Stalwart Sorcerer, and so forth? Anti-paladinLurkPsionSoulknifeMyrmydonSoulknifeSoheilnkyoOathswornMage-BladeHarrierSurvivorAlgai'd'siswaiDefenderCombatantPursuerScoundrelLasseratorBeguilerDeathmasterDuskbladeHexbladeSpellthiefPsithiefIncarnateShukenjaKensai Also, you might like this list: Dragons_classes Last edited: May 26, 2013 Got some aquatics and psionics for ya.
AegisAngakkuqAnglerAquanautCrypticDreadKahunaMarksmanVitalist I'm just gonna..ListAlIAD&DClassTitlesPerLevelEvarz!!!There. That should do it. Yes! Of course they are totally warranted individual classes! AbbotAethernautArchmage (maybe more of a prestige class)BookbinderBounty HunterCartographerCenturianCharlatanChasseur (sort of a medieval commando)ConstabularyConsularCrimelordDemagogueDemonologistDiscipleDragonslayerGrave RobberHedge MagelmpersonatorInformation BrokerInvestigatorKidnapperMartial
ArtistMeretrixMesmeristOceaneerPercamenariusPrivateerRunecarver (this is a magical class in my mind)ScribeSlaverSnakecharmerTheocratTribesmanVigilanteWhoremaster Last edited: Jun 3, 2013 I only have one to add but I think it would be important.Chanter Of the top of my head: Dwarf, Elf and Halfling from some early versions of D&D. BushiWu-jenLuckbringerJotunOnmyojiRog-kalem (from In the Company of Minotaurs)Bone-breakerMushakemono (from In the Company of Henge) thanks for sharing this post.. Hatsune from Skillful Pixel Dungeon.
Page 2 The one-word rule chops down the idea of class names that, for simplicity, are just a descriptor attached to a more common class rather than buried under some fancy name, while forcing out an iconic class. So, while there's probably versions of all of these hiding somewhere in that list already, at the table we just call them: Earth ClericLife Cleric (uber-healer)Magic UserNature ClericWar ClericWeather ClericLan-"an all-time list of classes that doesn't include Magic User is not much of a list"-efan log in or register to remove this ad I want to say just
one word here:Truenamer Here's a few more unique fantasy classes CardinalDeabru (Demon Hunter)Hemomancer (Blood Sage)HexistMigrant / VagrantPalmistPeddlerPioneer / Peon If you make the original post a wiki post then everyone will be able to add in-place instead of all scattered about. If you make the original post a wiki post then everyone will be able to add in-place instead of all scattered about. The original post is from 2013, before wiki-posts existed - is it even possible to go back and make this change after the fact? If yes, then
[MENTION=6696090]Abandoned Arts[/MENTION] might want to look into this. The original post is from 2013, before wiki-posts existed - is it even possible to go back and make this change after the fact? If yes, then [MENTION=6696090]Abandoned Arts[/[MENTION] might want to look into this. *smacks self in forehead*Duh, I hadn't realized it was a necro'd thread. Thanks for setting me straight. One could always start a new wiki thread if the OP isn't around anymore or the option to convert it to a wiki doesn't exist. Arcane ArcherArcane
KnightConsecratorDoomsayerBattle SeerVoodoo Witch Page 3 log in or register to remove this ad There seems to be a lack of 'face' classes:ChieftainCourtierDiplomatEnvoyGeneralHarpySoothsayerStrategistWarlord... TechnomageIncarnateHexweaverSongmageLoremasterPsychomancerMagehunterSpiritwalkerShadowstalkerSoulguardRunepriestEmissaryVoidpriestStormmage Hiya! IncantatrixOne of the coolest "NPC Classes" for 1e to come out in Dragon Mag. ~_"Paul L. Ming One i've used as a diviner-type characterSorseer Here are some adventurer
classes I have used and designed into games. Some borrowed and modified, others made up, all can be interesting: AbbotAgentAugurerBotanistBuccaneerCharmerClairvoyantCommandoCurateDreadlordDemonlordDragonlordElderEnforcerFunctionaryFugativeGeniusGurulnvestigatorInterrogatorLamalandroamerLordMagistrateMessiahMissionaryPariahPhysicianPreacherPredicant ProtectorQuesterRevenantRunelordSeerTraderVagabondVicarVisionaryWayfarerWandererWindriderWeathermasterZennist LuxemVidentcartographerRagimenamana Page 4
LuxemVidentcartographerRagimenamana log in or register to remove this ad All Warhammer Fantasy RPG Classes?? That's quite a number there as well... What type of class would dynamo be? I'm just gonna..ListAllIAD&DClassTitlesPerLevelEvarz!!!There. That should do it. Yes! Of course they are totally warranted individual classes! I'm collecting class names. I'll hit you with what I've got, and you'll see if you can add to it. Here are the rules. Fantasy / fantasy-steampunk genres only. Adventuring classes only (Necromancer yes, Blacksmith maybe, Commoner
no). One-word class names only (hypenated names like Ur-Priest and compound names like Spellbinder are allowed). Random "nounverbs" (Firedancer, Earthspeaker) are allowed if they make sense or paint a fairly clear visual picture. Here's the list so far! Can you add to it?
AbjurerAcrobatAdventurerAeromancerAeronautAlchemistAlienistAnimistAntiheroApothecaryArbalesterArbiterArcanistArcheologistArcherArmigerArmorerArtificerAssassinAstrologerAvengerBanditBarbarianBardBattlemageBeastlordBeastriderBeguilerBerserkerBinderBishopBlackguardBlacksmithBladesingerBlighterBloodmage BravoBrawlerBrewmeisterBrigandCavalierCavalrymanCestusChampionChannelerCharioteerChevalierChirurgeonChronomancerClericConjurerCorsairCrossbowmanCrusaderCursebearerDeathknightDefenderDemolitionistDemoniacDervis
PriestValkyrieVanguardVikingVindicatorVizierVoidcallerWandererWardenWarlockWarlordWarpriestWarriorWeaponmasterWilderWindcallerWitchWitchdoctorWizardWonderworkerWormtongueWyrdWyrmecallerZealot What's missing? Good luck, and remember the rules! Puppeteer Add 50 more Rolemaster classes I thought of some others that are very basic and should have been covered previously. ElfDwarfHalfling Man Beast (from an early White Dwarf magazine) Classes are an easy way to define a character's role in a game. Whether this is simply a combat
role or a signifier of their background by means of some exclusive membership, they are a useful shorthand for us, the players. No matter the setting, tech level, or combat system the game employs, you'll find various archetypes and classes popping up a lot. Sometimes, it's just too hard to stray from the tried and tested classics brought to us by the likes of Dungeons and Dragons, Dragon Quest, and Final Fantasy. Updated August 12, 2023 by Ryan Bamsey: Picking the right classes often makes the difference between success and defeat in a classical RPG.
There are quite often a ton to choose from, and once you've played enough games, you'll start to see some familiar patterns emerge. We've added some more classics to the list, one magical and one less so. 14 Soldier Tidus from Final Fantasy 10, Lenneth from Valkyrie Profile, and a Ranger from XCOM Call them what you want to, Soldiers, Fighters, Vagrants - these are your quintessential physical attackers. They'll be good at one thing and one thing only - dishing out the damage. Luckily, they do this quite well and are often an easy go-to in many games. In
games with class trees, these may serve as branching points for more physically aligned classes or be your generic class that doesn't have all the bells and whistles of the more interesting, specialized alternatives. Blissey from Pokemon, Snow from Final Fantasy 13, and Galahad from Bravely Default 2 The thing that distinguishes the Knight from the Soldier is its role in battle. Knights are tanks. Usually heavily armored with a ton of hit points and probably some way of drawing attention to themselves. They'll likely be able to deal some mean damage, but their
purpose is to serve protection. Sometimes, they'll have specific abilities that draw attention away from their allies and towards themselves, or they may have abilities that reduce damage all-around or even be an off-healer to complement the party's White Mage. As opposed to Knights, who are generally quite slow and tanky, Barbarians eschew defensiveness for pure offense. Often unarmored and classically wielding axes or other massive weapons, they're great sources of damage who may be on the frailer side. A variant of this class is the Berserker. These
are very similar to Barbarians but characterised by their heightened levels of aggression. In games with status effects, expect them to be enthusiastic users of the Berserk status. Imagine a Knight, but then make them holy. That's a Paladin. Paladins are usually identified by their heavy armor, penchant for pointy swords, and a ruthless dedication to lawful good. They may be holy warriors on a crusade or an oathsworn upholder of all that is right. In a fight, Paladins are more likely than mere knights to have a little magic of their own. This is usually of the
sacred variety and used for healing and smiting in equal measures. If the setting has undead enemies, expect a Paladin to be able to deal with them easily. Morrigan from Dragon Age Origins, Veronica from Dragon Quest 11, and Vivi from Final Fantasy 9 In settings where magic abounds, you are more than likely going to encounter magical damage dealers. The archetypal examples are the Wizard from Dungeons and Dragons and the Black Mage from Final Fantasy. If there's no magic in the RPG's setting, this class may make use of elemental ammo or some
convenient analog. Characters of these classes will usually inflict elemental damage to target weaknesses, probably be a bit squishy in the defense department, and may even be masters of status infliction. They're often on the more fun end of the scale, thanks to the high numbers they can put out, too. Daeran from Pathfinder Wrath of the Righteous, Marle from Chrono Trigger, and Rosa from Final Fantasy 4 Where damage goes, healing follows. White Mages, so named for their darker cousins, are the masters of healing magic/skills/abilities and are crucial to
a party setup in many games. Besides their affinity for healing, they'll also probably have some defensive skills to help extend your characters' lives. If they're not actually mages, expect them to be called things like Chemists, Medics, or Herbalists. How necessary they are will depend on the balance of the game at hand - in games like Final Fantasy 14, they are non-negotiable, but in games where you may find alternate sources of healing in items or environmental set pieces, they're less critical. We've had Black Magic, and we've had White Magic, but what do
you get when you mix those colors? Well, according to the Final Fantasy series, it's red. Also known sporadically as Sages or just 'spellcasters’, these characters will have knowledge and skill in both offensive and supportive magic. This class often trades some potency for its versatility, and will not be able to do a Black Mage's job better than a Black Mage would, and the same with White Mages. That said, they can be incredibly useful additions to your team, especially when party member slots are limited. Sothe from Fire Emblem, Ninjask from Pokemon,
Locke from Final Fantasy 6 Sneaky, agile, and probably a bit larcenous. Rogues are another classic staple of RPGs and one of the most prominent back in the day. It was Fighter, Mage, Rogue, and nothing more! These days, Rogues will likely be physical damage dealers with a bit more utility than regular old Soldiers. They may be able to steal items, unlock chests, disarm traps, inflict status ailments (usually some variety of poison), or even sneak past enemies easily. Leliana from Dragon Age, an Archer from Final Fantasy Tactics Advance, and an Outlander
from Torchlight 2 Depending on how in-depth the game's class system is, Archers may simply be a sub-type of Rogue. In others, they are a class entirely in themselves long-range specialists. In games with a modern edge, these warriors will be wielding sniper rifles - in more traditional settings, expect longbows and complicated crossbows. Thanks to their range, Archers are likely to be a bit squishier than other fighters but compensate for that with serious damage and possibly the ability to inflict status ailments, target elemental weaknesses, or even charge
up their attacks. In games where elevation might provide a nice strategic advantage, an Archer is your best friend. If the setting at hand has any advanced technology, you can bet there are some engineers milling about, making sure it all works. Sometimes, they may even join your party! As you'd expect, Engineers usually have abilities that deal with technology. They may summon turrets or metal critters, have damage bonuses against mechanical foes, or be able to analyze enemies' health pools and weak points. A typical weapon of choice is the humble gun,
even in settings that don't have them commonplace. Skip to content Quotes Headscratchers Playing With Useful Notes Analysis Image Links Haiku LaconicThe oldest type of Game System was mostly used in Speculative Fiction Medieval European Fantasy settings that were heavily based on the works of JRR Tolkien, Jack Vance, and the 1930s Conan the Barbarian pulps. Dungeons and Dragons, easily the most successful early RPG, is the Trope Codifier. A class is one of the most important choices a player can make, although many game systems allow players
to dual-class in some way, or may have a more flexible class system. A class determines the character's available pool of abilities, statistical skills, and possibly even their origin, education, and home area. Sometimes, a player will be able to start as a more general class ("my character is a wizard") and specialize into a more specific class ("my character is a fire wizard"). The opposite may also happen if a character is multiclass.This page aims to highlight the most common character combat classes in a medieval fantasy setting - both electronic and pen and
paper.Many of these may be Prestige Classes.See also Common Character Classes, An Adventurer Is You, Class and Level System, Square Race Round Class, Modern Day Sci Fi RPG Class Equivalents The Fighter Classes: Other Names: Warrior, Soldier. In any game with classes, one of them will always map to the Fighter. The Fighter is the tank of a group and the most basic and broad class, usually recommended for beginners. The fighter is basically, the strong guy with heavy armor, a large melee weapon, and possibly a shield or second melee weapon.
Compared to the other classes, Fighters tend to be powerful but slow. Variations include:The Barbarian: Other Names: Berserker. The Barbarian is a breed of Fighter focused more on damage than defense. Note that in systems where Barbarians have normal or greater than normal physical defense compared to other warriors, such as D&D, they will usually have no defense whatsoever against magic. Often characterized by wearing less armor, being less civilized, and being able to fly into a berserker rage that increases damage output or allow them to do
more damage based on how hurt they are.The Knight: Other Names: Cavalier. The Knight is often depicted as a more experienced Fighter. He typically wears better armor, and may be more defensive, as well as being able to employ mounted combat on a steed. In a Lions and Tigers and Humans, Oh My! setting, he may be a horse himself.The Swashbuckler: A fighter who tends toward light or no armor and prefers agility, cunning, daring and technical skill to sheer force. Tends to be rogue-like in his or her trappings (though usually more flamboyant than
subtle) and is often used to evoke the Rogue archetype in games where skills and stealth play a small or no role. A likely default class for The Hero, especially in JRPGs and adventure novels after Alexandre Dumas.The Paladin: The Paladin is a Fighter with a side of Healer, using White Magic to be more defensive; their devotion to their God or Deity gives them various prayers, healing abilities and spells that protect themselves and others. Naturally, they tend to fall under Magic Knight. They are also quite good at laying the smite down on undead, demons and
other evil supernatural creatures. However, they may have behavioral limits: some rulesets impose varying penalties on taking actions that stray too far from Lawful Good, which can lead to weakening of abilities, loss of abilities or sometimes even being kicked out of the "Paladin" class entirely.The Dark Knight: Other Names: Blackguard, Antipaladin, Death Knight. The Death Knight class is the opposite number of the Paladin, possessing offensive and often necromantic or dark-magic oriented abilities that deal large amounts of damage to enemies, although
often with a price. They generally do not suffer the behavioral limitations of Paladins. Does not, usually, have the ability to breathe in space.The Dragon Knight: Other Names: Dragoon. A Fighter who either is in the employ of, powered by, owns, or who specializes in hunting, dragons. A Dragon Knight usually has a variety of extra abilities that mimic or relate to dragons in some way flight or high jumping ability, fire breath, and dealing extra damage to dragons are all common. In many lucky circumstances, they may own a dragon as a pet (either a big one
large enough to ride on, or a smaller one). They seems to be associated with spears for some reason.The Samurai: Other Names: Yojimbo, Kensai, Weapon Master. Samurai wear less armor than regular Fighters, which leads them with less defensive abilities. In general, they commonly have access to Ki Attacks, higher damage, and higher speed and mobility. Generally restricted to Asian settings. Because Yojimbo are mercenaries, they may be literally able to spend money to deal more damage.Warlord: Other Names: General, Tactician, Marshal. The Warlord
is a tactical master. He can hold his own in frontline combat as well as giving out buffs to his underlings and allies, usually by commanding them to superior positions than the ones they would have thought of on their own, and he may have protective auras made of his own charisma to increase a team's effectiveness in battle. The Magician Classes: Other Names: Mage, Wizard, Sorcerer, Witch, Warlock, Magi, Magus, Sage. By whatever name you know this class by, you know this class. In any game with classes, there will always be one that maps to the
Magician. These have the widest variety of any set of role-playing classes simply because there are so many varieties of Functional Magic. In a Fantasy Kitchen Sink setting, there can potentially be an infinite number of magic users, so long as there is justification for considering them each their own type. A Magician is usually a Glass Cannon, blasting away at long range, but easily taken down at close range. Variations include:The Inherent Gift Magician: Other Names: Sorcerer. This magic-user was born with abilities they don't need to study, and can use
more readily than other magicians. This is sometimes explained as being descended from a magical creature, other times as being part of a Witch Species. However, they are often much less versatile than other magic-users, being limited to a smaller or much more tightly-themed pool of spells. Commonly, their powers manifest at adolescence.The Theurgist Magician: Other Names: Warlock. The Magician makes a pact with a higher spirit (although not usually a god since those tend to be distinct in fantasy settings), who supplies him with magical powers. This
is usually flavored with a Deal with the Devil. While healing class pacts are seen as good, a magician that makes a pact with an entity that gives them the power to harm or destroy is usually flavored in a darker light - and it may turn out to be with demons or Eldritch Abominations. Thus, this type of magic is usually heavily offensive and nasty.The Vancian Magician: Other Names: All of them. These casters rely on Rule Magic and study to learn and wield magic, usually taking years, leaving their bodies squishy and out of shape... most of the time. Dusty tomes
and candlelit towers are what you should associate with these guys. If there's a distinction between this and the Inherent Gift Magician, it will be that these ones have some kind of limitation like needing to prepare which spells they'll use ahead of time in exchange for more versatility if prepared.The Red Mage: A magician who does not specialize in one school or tradition and studies the magic of various types. They tend to be rare, and depending on which limitations they have, may be very powerful thanks to their versatility or very weak thanks to their lack
of focus. Of all the kinds of magician, they tend to be the most open minded and least prone to think there are Un-Equal Rites.The Necromantic Magician: A magic-user who wields power over the dead, blood, and "death energy". They're usually antagonists, but if Dark Is Not Evil, may be a playable class. Often they employ a Zerg Rush - creating hordes of weak undead and sending them after a problem till it dies. Any other abilities will likely be curses that weaken or sap away strength.The Illusionist Magician: A magic-user who casts illusions. Generally
considered weak, with no real damage output, and has been phased out of most settings - their abilities are generally given to characters with Psychic powers and Bards.The Nature Magician: Wields power over the natural world, often including elements, animals, and plants.The Elemental Magician: A specialized Magician who can only use Elemental Powers in some way. They may be able to use all the elements, or may specialize in one or two. Often, they are the key to winning Elemental Rock-Paper-Scissors in their setting.The Druid Magician: A jack of all
trades nature magician. They often have a mix of elemental offense, healing, and the ability to morph into animals or elemental spirits to become melee fighters. To further the overlap with the Cleric classes, is often a worshiper of nature.The Shamanic Magician: A nature magician with a Summoner twist. This class generally revolves around bargaining with spirits and such. The Rogue Classes: Other Names: See below. Rogues are usually dexterous thieves or treasure-hunters who are experts in stealth, infiltration, lockpicking, traps and the disarming
thereof, sneak attacks, and attacking from the rear. In almost any game with classes, there will be that maps to the Rogue. They are often lumped in with Ranger-type characters, but more commonly specialize in melee - particularly with light blades and daggers. They tend to be quick but fragile, limited to light armor, but deal a lot of damage when allowed to do so. Variations include:The Thief: The Thief, when it is a separate class, is a version of the Rogue with lower damage, but the ability to steal items from enemies. Sometimes, this can extend even to
intangible items, such as experience points, but more commonly includes rare items that cannot be obtained in any other way.The Assassin: A more offensive-rogue, who sacrifices technical expertise for better stealth and killing abilities. Often have a variety of weakening and poisoning abilities and are able to cripple a foe to leave him open for allies or to let him die from damage over time.The Gambler: The Gambler is a fairly rare variation more often seen in video games than in pen and paper settings. The Gambler is a rogue who has a set of magical powers
that rely more on chance than usual. They may have to draw a card, spin a roulette, roll magical dice, or activate a magical slot machine to get a desired effect which may be positive or negative depending on their luck. Very likely to attack with playing cards in lieu of throwing knives.The Ninja: Generally, the highest tier of Rogue-type classes. The Ninja is a rogue who may have a long list of useful skills. Stealth and backstabbing are universal, but beyond that, it gets hazy. Invisibility, smoke techniques that increases evasion, long-range elemental powers, and
sometimes special bonuses to combat like dual-wielding. They also tend to excel at throwing items like shurikens, daggers, and kunai. Often a Game Breaker. May be combined with the Assassin or distinct.The Shadow: Occasionally, Rogue-types will specialize in magic or powers that augment their stealth, and when they do, those powers generally feature darkness, shadows or the occult as themes. May be distinct or combined with the Ninja or Assassin.The Pirate: Other Names: Corsair, Privateer, Swashbuckler. Currently a rare variation of the Rogue, but
gaining popularity thanks to memetic mutation. The archetype for pirate hasn't really yet set that hard in stone, but in general, a Pirate will use a combination of weaponry instead of specializing - usually being able to switch freely between pistols and swords.The Scout: Other Names: The Operative. Another rare variation on the Rogue, the Scout combines high movement rate with superior sensory and information-gathering skills, and often emphasizes stealth as well. Not guaranteed to be as good at combat as other Rogues; may overlap with the Ranger
archetype if they are. The Cleric Classes: A Cleric is usually The Medic some variation on dedicated healers. Unlike Magician-classes, the Clerics usually draw their powers from either Faith, a god, or some variation of the two. Their magic generally requires them to stick to a certain doctrine to access it, but usually comes with less of a price or chance of backfiring like some Magician classes might experience. Clerics often focus on healing and party buffs, but sometimes they are offensively useful against "unholy" enemies such as demons and undead. Often
draw their powers from Crystal Dragon Jesus and may be suspiciously Catholic for a fantasy setting. Cleric-type classes generally have the least amount of variation, simply because healing is so vital and important that distracting a healer generally isn't seen as a good idea. Variations include:The Priest: Other Names: Healer, White Mage. A squishy dedicated healer with little abilities at offense aside from specific types of enemies, most commonly demonic entities and the undead.The Battle Priest: A badass, tough warrior, carrying blessed weapons. This
version of the Cleric can dish out melee damage and heal. They tend to be closer to Clerics than Paladins, who tend to be closer to Fighters.The Witch Doctor: A version of the cleric flavored for a more shamanic, nature-worshiping culture as opposed to the generally Monotheistic religion most Cleric-using settings use. May be slightly more magically offensive and overlap with the Shaman (see above).The Templar: Other Names: Inquisitor. Named after the Knights Templar, the Templar is more of an assassin mixed with a Cleric. The chief role in the story is
generally to do the church's dirty work, ferreting out heretics and covering up the great conspiracy. In battle, they may be anything, but tend to be a jack of all trades, weaker than a Paladin, Cleric, or Rogue in their specialties, but able to handle all of their roles to one extent or another. The Ranger Classes: Other Names: Hunter. Rangers are woodsman skilled at surviving in the wild. They may be lumped in with Fighters or Rogues (above) but more often than not are a separate tree of classes all their own. Archery is generally their favored skill, although
most can fall back on swordplay if necessary. Rangers may also be skilled in some form of wilderness or nature magic. They may be very good at fighting a specific type of enemy, and often take on the role of The Hunter against such foes. Rarely, a Ranger may have access to guns as well as bows.The Sniper Ranger: This version is totally reliant on archery, but usually does higher damage because of it. May have a variety of status-inflicting arrows to slow or otherwise annoy enemies. Keeps to the back of a battle.The Bow and Blade Ranger: A version of the
ranger that can handle bladed weapons as well, allowing them to defend themselves against approaching enemies or close in for the kill. The most likely Ranger to overlap with the Fighter archetype.The Beastmaster Ranger: This class specializes in either taking temporary or permanent control of wild animals, and then allowing their pet to rush to the front lines while they support with healing and long-range attacks.The Dual Wielding Ranger: The Dual Wielding Ranger most famously represented by the famed Drow ranger Drizzt Do'Urden, who uses two
melee weapons, though it does predate him by quite some time. Very common in Dungeons and Dragons-based material, but less so elsewhere.The Trapper Ranger: The Trapper is a character who can lay down various traps in an area that the enemy can walk into, making them vulnerable to ambushes or follow-up attacks.The Magical Ranger: A version of the ranger who can uses enchanted or Trick Arrow to take advantage of Elemental Rock-Paper-Scissors, or slow down and disable enemies with "net arrows" or "freezing arrows" and the like. Rarer Class
Archetypes: The following character classes appear often but non consistently, depending on the type of world the author is attempting to create. In general, they are often seen as clashing with science fiction or with a European medieval setting in some way (but so do the Samurai and Ninja, above).The Hero: Some games will have a separate class for The Hero. The Red Mage, Jack of All Stats, and Magic Knight are usually all qualities of this class. They tend to have access to the Infinity+1 Sword and can use the ultimate magic. It's usually part of a Five-Man
Band with Magician, Cleric, Knight, and Blackbelt/Monk. The Hero may not be able to change from this class. If there is a Job System and any character can use this class, it will probably be hard to get, and if it's not available for The Hero right from the start, it'll probably be easier to unlock for him. Often a Lightning Bruiser.Magic Knight: Other Names: Spellblade, Hexblade, Eldritch Knight, Rune Knight, Red Mage. The Magic Knight is a hybrid Fighter/Magician. The key distinction between different versions of this class is how connected the Fighter and
Mage parts are: there is a difference between using a sword and magic, and using your magic to improve your sword/fighting abilities. Usually, they tend to be worse at fighting than Fighters and magic than Mages, but that's the price of versatility.The Bard: The Bard is a class specializing in music. Perhaps understandably, they're butt of a lot of jokes in fantasy settings, however, depending on the game, they may be useful. Bardic songs are generally useful for buffing allies, weakening enemies, status effects, and occasionally damage, and of all the classes,
Bards are the most likely to be good at diplomacy with [NPCs]. Sometimes they act as the Jack of All Trades.The Dancer: A rare variation of the Bard, who tend to get the same jokes made, but for dancing instead of music. They tend to do the same things as Bards, too, so perhaps they deserve it.The Monk: Other Names: Black Belt, Martial Artist, Mystic. The Monk is partway between the Fighter and the Rogue... kind of. They are usually bare-fisted warriors who either eschew weapons entirely or use only martial artsy weapons like nunchucks and staves. They
are often Glass Cannons, or if the Knight is a Glass Cannon, they'll be Mighty Glaciers. They often have access to some sort of Ki Attacks and build up attacks.The Engineer: Other Names: Tinker, Artificer, Machinist, Gadgeteer. This is a character class that relies on technology, often of the Steampunk variety, to achieve ranged controlling effects similar to a wizard. They most likely have guns and bombs as primary weapons, and employ stationary and/or mobile machines on the battlefield. May be seen as "too sci-fi".The Alchemist: Other Names: Chemist. An
Alchemist combines items, magic or otherwise, to create potions or bombs to use in battle, often mixing them together during battle. Oddly enough, of all of the classes, they're the ones most likely to be good at throwing things, partly because bombs aren't going to deliver themselves to his enemies.The Psychic: Other Names: Psion, Mentalist. Psychics generally employ a combination of telepathy and psychokinesis to attack the opponent's mind directly, or to deal damage to his body. Distinctions between psychic powers and magic may be difficult to make. In
addition, the list of Psychic Powers potentially available is often seen as too long and generalized. Was generally restricted to science fiction settings before the popularity of X-Men prompted its controversial inclusion in Dungeons and Dragons decades ago, and has appeared only sporadically in other fantasy settings since then.The Mime: Other Names: Mimic, Blue Mage. More often seen in video games or works of Eastern origin, this is a class that specializes either in reproducing other party members' recent actions or in learning the attacks of enemies.
May be seen as cheapening the efforts of those who learn things the hard way, or simply as too implausible.The Gunslinger: The Gunslinger is the wielder of firearms in a fantasy setting that has them, when guns aren't common enough to be in the hands of regular people. Different from the Engineer in that guns are all he has, as opposed to bombs and such. Generally involves, well, guns, and all of the tropes that come with them. Often useless or weaker at close range. Sometimes given a nerf or weakness in order to keep people playing the Ranger class.
(Sometimes actually merged with the Ranger class) A common example is to have guns be weak weapons but have a greater range than bows, or to also ignore or pierce armour. Another common drawback is having the gunslinger's reload time be absurdly long compared to an archer's. Gunslinger and Ranger are the only classes likely to have Wild West motifs, though even then, they don't always have them. If you have never played an in-depth tabletop RPG game of something like Dungeons & Dragons, I highly recommend it. Why? Because it allows you to
control the tempo of the game and play the way you want to.DnD characters in a fantasy setting can range from your standard human fighter to an Aarakocran bird person. Yes, thats a real thing.If you are a gamer who loves RPGs, JRPGS, or CRPGS, you probably know some character classes basics. However, where do these classes in Final Fantasy, Baldurs Gate, and other series come from?If youre someone who only knows a little about RPG game classes, then we have the ultimate guide to introduce you to your next favorite character class. Lets get some
background on RPG classes, skills, abilities, subclasses, and archetypes.RPG ClassesWhat are the RPG classes?RPG classes are the character frameworks and templates you use when playing a role-playing game. Character classes differentiate characters from one another by wielding different weapons and possessing different skill sets utilized by players.Standard RPG Class Types: Form and FunctionWhether you are playing something like Final Fantasy X, or World of WarCraft, you have your basic class type. These range from fighters and warriors who
specialize in strength and power to wizards and clerics who cast spells.Are you bold and brash? Into heavy combat with swords and axes? Then you might want to be a warrior or barbarian.Or are you someone who likes to hang back and let other players get hit in combat? Cast some spells and invoke religion, and maybe youd do better as a mage or cleric.Character Class: HistoryThe grandfather of them all, Dungeons and Dragons, was the first to introduce character classes. Ever since its inception, Dungeons and Dragons have influenced nearly every RPG
class system that has ever existed.The RPG class system may have shifted over time, particularly with the changing of the basic Dungeons and Dragons tabletop RPG rules. Regardless, the main tactics and skills have remained.Different tabletops RPG and evolving forms of gameplay allowed for creating different variations on classes and gameplay.Class Archetypes: Unique Skill Sets & VariationsClass archetypes are subclasses for characters. These enhance game classes and add flavor to your playing experience. You could have a ranger who also has a ranger
archetype of a beastmaster. These open up new skills and make these standard classes even more unique and fun to play.For example, I play as an elf rogue who has an inquisitive archetype. While I can partake in all sorts of things enjoyed by the rogue classes, I can further enhance a role-playing game by acting like a detective. Sure, I like to act like a thief and use my sword to intimidate, but I also love investigating the game setting.Inquisitive turns my elf rogue into a fast-talking, perceptive investigator. If an enemy doesnt give men an answer I like, Im not
afraid to shoot an arrow or throw a knife their way. It all depends on how you play the game.On the other hand, you could choose the assassin archetype. You can see how even in one RPG class, changing your archetype can alter the storys course from game to game.List: Common Character ArchetypesDifferent archetypes allow players to gain useful skills, powers, and abilities at different levels. For example, at level 3, 7, and 15, the arcane archer gets various unique skills.While there are tons of variations to these character archetypes, well list just a few
interesting ones to explore. Well list their basic makeup, along with unique skill sets.Fighter ArchetypesArcane ArcherArcane archers use their bow proficiency to deal with devastating magical bow damage to anyone in their path.Proficiency in arcane or natureAbility: Magic Arrow, Arcane Shot, Curving Shot, and moreBattle MasterA battle master learns all the different ways to, well, master battle.Combat SuperiorityManeuvers: these enhance attacksKnow Your Enemy: this allows the player to learn about an enemy or ally outside of combat. Hitpoints, armor
class, and class level are things battle masters can see.ChampionChampions are all about physical excellence and devastation. This is the perfect archetype for those who want to deal with raw damage.Improved Critical: This improves your chance at landing a devastating critical blowRemarkable Athlete: You get extreme proficiency bonuses to acrobatics andSurvivor: You get an impressive addition to hit points during battle if youre on deaths doorstep.KnightKnights are chivalrous characters who specialize in combat and protecting allies in the heat of
battle.Implacable Mark: When hit, an enemy is marked by you. Theyll get a disadvantage on any attack.Hold the Line: This allows the knight to slow enemies by delivering a decisive blow.Defenders Blade: This ability will enable knights to strike back with a vengeance. You can get an attack of opportunity twice, as well as getting AC +1 when wearing heavy armor.SamuraiLike their real-world counterparts, samurai in RPG games are hardy warriors who will stop at nothing to conquer foes.Fighting Spirit: Gives you an advantage on all attack rolls and adds five
extra hit points.Elegant Courtier: This gives players a massive boost to CharismaRapid Strike: In certain situations, you can attack a target an additional time per turnRogue ArchetypesAssassinAssassins are hired killers, those who deal in death. They can do it for profit or the art of it.Assassinate: You get the element of surprise, as well as advantage on any creature that hasnt had a turn in combat yet.Infiltration Expertise: You can take time to falsify your identity. This is perfect if youre trying to infiltrate an organization, crime family, or other tightly guarded
groups.Impostor: This allows you to mimic a character in nearly every way.Death Strike: If you strike a character who doesnt pass a constitution saving throw, they receive double the damage.InquisitiveThese rogues love to learn secrets, expose plots, and solve mysteries.Eye and Ear for Deceit: This allows the rogue to determine if someone is lying or spot hidden creatures and objects.Unerring Eye: You are incredibly perceptive, and almost nothing can get past you. Shapechangers, arcane magic, illusions, and more cant fool you.An eye for Weakness: This
gives you insight into the enemys weaknesses.ScoutScouts are naturals at scouting territory and living in the wilderness.Survivalist: a considerable boost to nature and survival skillsSuperior Mobility: Higher walking speedAmbush Master: Using your scouting expertise, youre able to get an advantage at the beginning of combat.SwashbucklerSwashbucklers are masters of the blade and the arts of charisma. Duelists and pirates are swashbucklers.Master Duelist: Even if you miss an attack, you can roll again with an advantage. Youll have to have a long rest to
do this action again.Fancy Footwork: You strike and slip away from enemies with easeRanger ArchetypesRangers are masters of the wild, light armor, and bows.Beast MasterThe beastmaster develops close bonds with beasts.Animal Companion: you bond with a creature from the natural world.Companions Bond: Further benefits to the beast you bond withHunterThe hunter focuses on combat. They try to thin the hordes of enemies from afar with bows.Hunters Prey: you get an advantage against a specific enemy type. Colossus Slayer for powerful foes, Giant
Killer for big foes, and Horde Breaker against multiple creatures per turn.Barbarian ArchetypesBarbarians are fearsome warriors that use rage and raw power to defeat foes.BerserkerA berserker doubles down on rage and turns it on their foes.Intimidating Presence: This ability allows berserkers to indicate characters and frighten creatures.Frenzy: This allows the berserker to go into a frenzy, enhancing their attack powers Cleric ArchetypesClerics are the medics of the classes. They assist team members during a battle, making sure theyre healed up using
religion, magic, and more.LifeClerics dealing in life magic heal the sick.Disciple of Life: More effective healing spellsBlessed Healer: Your healing spells cast on you as well as a team memberDeathClerics of death deal in negative energy and necromancy.Reaper: This allows the player to learn a variety of necromancy spellsInescapable Destruction: Your destructive death spells are more potent and get through enemy defenses.Mage ArchetypesMages, often cloaked in robes and wielding arcane powers, are a staple in RPGs. Renowned for their vast knowledge
and spellcasting abilities, they can unleash devastating spells to decimate foes or weave protective enchantments for allies.While their magical prowess is unmatched, mages are typically fragile, with lower physical defenses. This makes them vulnerable in close combat. Strategically positioning themselves and choosing the right spells are crucial for their survival.Pros and Cons High magical damage Versatile spellbook Crowd control abilities Low physical defense Reliant on mana Often requires careful planningHow to Choose Your RPG ClassNow that youre a
little more knowledgeable in the art of some RPG classes and archetypes, you can get some friends together on a site like Roll20 and get going.Feel free to experiment with the different classes, subclasses, and archetypes.These add a lot of crucial skills to the game, modifying the way action and battle unfold and changing the basics of the game.Choose which RPG class fits your style, and see how it pans out.You always have a chance to spice things up later with subclasses and archetypes.No matter if you choose a paladin, samurai, ninja, berserker, or
summoner, theyre all part of the enormous repertoire of RPG classes.Who Should You Play As?AssassinFor those who love strategy and stealth, the Assassin archetype beckons. Dive into the shadows, plan meticulously, and strike with lethal precision. This role is perfect for players who enjoy moral dilemmas and the thrill of the hunt.With the Assassin, every battle becomes a game of cat and mouse, and the satisfaction of a well-executed plan is unparalleled. Embrace the dark allure and become the silent force that shapes the games narrative.Inquisitiveldeal
for the observant and curious, the Inquisitive excels in detection and deception. Dive deep into mysteries, spot hidden threats, and become the partys detective. While rich in investigative prowess, its combat abilities might feel underwhelming.The true joy? Unraveling enigmas and seeing through illusions, offering a nuanced, cerebral gameplay experience.ScoutFor those with a sharp instinct and love for the wild, the Scout is a perfect fit. Excel in stealth, navigate terrains with ease, and always keep your party ahead.Relish in the thrill of ambushing foes,
blending into nature, and being the groups vigilant eyes and ears. Dive into a gameplay filled with strategy and unpredictability. SwashbucklerFor those drawn to flair and finesse, Swashbuckler Archetype offers diverse combat styles, from stealthy infiltrators to gun-wielding duelists. Ideal for players seeking a blend of elegance and agility, these archetypes promise dynamic combat experiences.The thrill? Mastering unique abilities, whether its throwing daggers with precision, wielding rapiers with grace, or maintaining secret identities, ensuring every battle
is both strategic and theatrical. MageFor those who revel in strategy and deception, the Maze archetype is a captivating choice. Perfect for players who enjoy manipulating the battlefield, leading foes into intricate traps, and relishing their disarray.The true joy? Outsmarting opponents with every twist and turn, ensuring a gameplay experience filled with unpredictability and cunning tactics. Dive into the challenge and master the maze.Sources //www.enworld.org/threads/assassins-alignment-and-archetypes.670288/ //2e.aonprd.com/Archetypes.aspx?ID=73 A
graduate of Penn State University and a Philadelphia native, Bryan has been a gamer since day one. Using his vast experience of gaming, game culture, and all things tech, Bryan aims to deliver the most up-to-date and captivating game design content to readers.
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