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Definition of Terms

Attributes

These are the raw physical and mental statistics of a Character.  These may include, but are not necessarily limited to, Strength, Intellect, Perception, Personality, Endurance, Vitality, Agility, and Finesse.

Skills

These are the individual areas of practice that represent a Character’s overall, learned capabilities.  Skills are purchased with EXP points, and use a scale of 1-200.

Abilities

These are a character’s learned, special attacks and techniques.  Abilities are purchased with EXP, and do not have levels.  One either has an Ability, or does not.

Classes

Classes are a character’s primary role in the world.  One is a Cleric, a Druid, a Fighter, etc.  Classes grant a bonus to a Character’s Attributes and determine the availability of Skills and Abilities.

Ranks

Ranks are the system used to monitor skill progression.  Each skill progresses from Rank 1 to Rank 200.

Caps

Caps are the limits placed on a character’s skill ranks.  Abilities raise these caps to the next level.  For instance, a skill caps first at Rank 20.  Buying an Ability tied to that skill raises the cap to 40.

Levels

Levels govern the Abilities available to a character.  When a skill reaches Rank 20, it opens up the Level 2 Abilities tied to that skill.

How it Works

Attributes

Each Attribute governs a different aspect of a character’s performance.  Each Attribute is a ranked number from 1-20.  A normal Attribute, one with no modifiers, is 10.

Modifiers.  Each Attribute modifies one or more skills and Abilities.  An Attribute of 10 provides no modifier… i.e., a multiplier of 1.0 or 100%.  So if a character has a Strength of 10 and an Attack skill of 20, the value 20 is plugged into the variable when he attacks.  Each increment over 10 increases the Attribute’s modifier by .1, or 10%.  So a character with Strength 15 and an attack of 20 uses has a total Attack of 30 (20*1.5).  Each increment below 10 lowers the modifier by .1, or 10%.  A character with Strength 9 that tries to swing a sword with Attack 20 is actually swinging at Attack 18 (20*.9).

The Attributes.  The Attributes, and some of the possible Skills they could modify, are listed below.

Strength – Attack, Climb, Wrestle

Vitality – Hit points, Poison saves, system shock saves, regen

Endurance – Run, Swim

Intellect – Spellcasting, Craft

Perception – Con accuracy, Camping time

Dexterity – Dodge, Tumble, Jump

Finesse – Pickpocket, ranged attack, Technique Points

Personality – Essence Points, Charm saves, music

Skills & Abilities

Skills and abilities work hand-in-hand to determine what a character is capable of.  Each Ability is tied to a specific Skill.  For instance, there are Sword Attack Abilities and Arcane Spellcasting Abilities.  Abilities open up Skills, which gain ranks and make more Abilities available, which in turn allows higher Skill ranks.  In addition, some Abilities provide special attacks, techniques, or capabilities while they raise Skill Caps.  Abilities are purchased directly with EXP.  Abilities are purchased for a fixed cost and are not ranked.  One simply has an Ability, or does not.

The Abilities.  Abilities are separated into Major Abilities and Minor Abilities.  Major Abilities are Class-specific, and provide special capabilities as they raise skill caps.  Minor Abilities govern the Skills that any Class can use, and simply raise the Skill Caps.

The Skills.  Anything a character can do has a Skill attached to it.  Swinging a sword, casting a spell, Dodging blows, crafting weapons and armor… all these are governed by Skills.  The more Ranks a character has in a given Skill, the better he performs that Skill.  Skills are purchased directly with EXP.  As one gains higher ranks in a Skill, more Skill Ranks become more expensive.  This’ll have to be tweaked, but I suggest that one must spend EXP equal to the current Skill Rank to purchase the next rank.  For instance, at Rank 19, you must spend 19 EXP to move to rank 20.  Skills Cap at intervals.  One cannot purchase more ranks in a Skill until the Cap is raised, by purchasing Abilities.  Skills Cap at Rank 20, 40, 70, 100, 130, 160, and 200.  No Skill can progress beyond Rank 200.

Skill and Ability Levels.  The Skill Caps also represent the Ability Levels.  At each Level, a Skill has a collection of different Abilities (in the case of Major Abilities and Class Skills) from which a character can choose.  The first Ability bought at a given level raises the Skill Cap to the next level.  A character can buy additional abilities at each level, but the Cap does not raise.

Buying and Interaction.  To illustrate how Skills and Abilities work, let’s follow a portion of a Skill progression.  Cardak the Fighter has 15 Strength.  At Character creation, he is given a pool of EXP with which to buy his initial Skills and Abilities.  Since Cardak wants to wield a sword, the first Skill he chooses is Sword Attack.

Sword Attack is a class-specific skill, which means it is governed by Major Abilities.  In order to buy even a single rank in Sword Attack, Cardak must first “Open up” the skill buy purchasing its Level 1 Ability, Swing Sword.  Now he purchases ranks in Sword Attack.  Cardak spends 1 EXP point to buy Rank 1 in Sword Attack.  He then spends another to buy Rank 2, and two more to buy Rank 3.  After spending a total of 45 EXP, Cardak has a total Sword Attack skill of 10.

Cardak goes adventuring, and eventually raises his Sword Attack skill to Rank 20.  At this point, the Skill caps.  He cannot buy any more Sword Attack ranks until he buys a Level 2 Ability.  Cardak is presented with a list of possible Major Abilities for his Sword Attack.  He chooses Sword Speed (Lvl.2), which not only raises his Sword Attack cap to Rank 40, it also increases the rate at which he can attack with his sword.  As he gains more EXP, Cardak decides he would also like the Major Ability of Sword Power (Lvl.2).  He buys it, and now he also deals extra damage with his sword.  But because Sword Power is only a Level 2 Ability, his skill cap does not increase.  He must raise his Sword Attack Skill to 40 and buy a Level 3 Ability to raise his cap any further.

Limits.  Any progression must have limits.  Skills can go no higher than 200, requiring a total of 8 Major Abilities along the way (In the case of Class Skills).  Similarly, a character has a limit to the total number of Major Abilities he can buy.  He is limited to 12 Major Abilities: enough to “max out” any single primary skill, and branch out into one or more others.  For instance, Cardak could use 8 of his Major Abilities on his Sword Attack skill, use 2 more on his Wear Armor skill, and use the final 2 on his Bow Attack skill.

Minor Skills and Abilities

Minor Skills are those that are necessary for every class: Camping, Direction Sense, etc.  These are governed by Minor Abilities.  There is no limit to the number of Minor Abilities a character can have.  Minor Abilities do not provide special powers: they simply raise the cap on the Skill they govern.  Therefore, there is only one Minor Ability for each level of a minor skill; i.e., Camping 1, Camping 2, Camping 3.

Special Skills: Resources.  There are three special Skills that function differently from the others.  These are perhaps the three most important: Hit Points, Technique Points, and Essence Points.  Henceforward, these three Skills will be known as Resource Skills, or Resources.

Hit Points are just what they say; the amount of damage a character can take.

Technique Points are the unit of currency that non-magic Abilities use.  A Fighter uses Technique Points to make a Great Charge attack, a Thief uses TP to make a Backstab attempt.

Essence Points are the unit of measure for magic users.  Druids, Mages, Paladins, Clerics… all of these use Essence Points to cast spells.

Each point of HP, TP, or SP is bought just like a Skill Rank.  However, these Resource Skills function on a different scale.  One can buy a max of 500 HP, TP, or SP.  This is modified by Attributes and Abilities.

The Resource Skills cap just like regular skills, only at different levels.  They require Minor Abilities to raise their Caps, except for a Major Ability at 250 (halfway).  There are also optional Major Abilities at higher levels that can increase a character’s total max HP, TP, or SP.  Buying 500 ranks in one of these, combined with a maxed-out 20 in that Attribute, and the special Major Abilities, yields a maximum possible 2000 HP, TP, or SP.

Classes

Classes regulate what Skills and Abilities are available to a character.  They also provide bonuses and deductions to a character’s Attributes and Resource Skills.

The Classes.  Some sample possible Classes, their Ability modifiers, their Class Skills, and their modifiers to Resource Skills, are listed below.

Warrior - +2 Strength, +1 Vitality; -1 Intellect, -1 Personality; HP x1.0, TP x1.0, SP x.8; Skills:  Sword Attack*, Run , Dodge, Specialized Sword Attack*, Swim, Wear Armor, 2-Handed Sword*, Dual-Wield Sword*;  Abilities:  Swing Sword*, Sword Power*, Sword Stun*, Marathon Runner, Far Shot, Sword Specialization*, Dual-Wield Sword*, 2-Hand Sword*, Master Swimmer, Deflect Attack, Reflect Attack.


* Indicates Sword, Axe, Bow, Staff, Club, Dagger, etc.  All taken separately.
Druid - +2 Perception, +1 Endurance; -2 Vitality; HP x.9, TP x.9, SP x1.0; Skills:  Nature, Club Attack, Heal, Swim, Dodge, Run, Concentrate, Meditate, Sneak, Hide, Nature Casting;  Abilities: Cast Nature 1-8, Marathon Runner, Master Swimmer, Animal Pet, Animal Companion, Animal Retainer.

Mage - +2 Intellect, +1 Finesse; -1 Strength, -1 Vitality; HP x.8, TP x.8, SP x1.1; Skills:  Arcane Casting, Specialized Casting, Meditate, Concentrate, Infuse Item, Research Spell, Develop Spell; Abilities: Cast Arcane 1-8, Cast Specialized, Infuse Item, Spell Research, Develop Spell, Cast Unique Spell, Guided Meditation, Zen Concentration.

Clergyman - +2 Personality, +1 Strength; -2 Finesse; HP x1.0, TP x.8, SP x1.0; Skills: Divine Casting, Heal, Club Attack, Concentrate, Pray, Bless Item; Abilities: Divine Casting 1-8, Healer, Compassionate Healer, Master Healer, Swing Club, Bless Item, Develop Prayer, Unique Prayer.

…And so on.  All the modifiers will have to be tweaked, of course, and we’ll want more classes, but this is a sample of what I envision for the class systems.
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