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[P10] Background Points  (optional rule) 



(07/29/02)
If this system is used, "Maximum Number of Classes", "Number of Psionic Frequencies", and "Ability to Take Martial Arts" are dropped.  These things can still be calculated, but they do not hinder/limit the character in any way.

Also, the +100% XP bonus for being single-classed is dropped with these rules.

For each class or criteria listed below, add up the Background Points (BP's) and calculate your XP divisor on the table below.

This XP divisor is in addition to your racial XP divisor and does not go down with level.

# BP's:

0-1

2
   
3
   
4
   
5
   
6
   
7
   
8
   
9
 
10
  
11
  
N>11
XP div.:

¸0.1

¸0.2

¸0.3

¸0.4

¸0.5

¸0.6

¸0.7

¸0.8

¸0.9

¸1

¸1.25
¸(N-6)/4


CLASSES

Warrior:

Archer = 3

Barbarian = 2

Cavalier = 3

Fighter = 2

Gladiator = 4

Guard = 1

Paladin = 2
Ranger = 2

Survivalist = 5

Wizard:

Alchemist = 5

ArchMage = 7

Artificer = 7

Defiler = 6

Mage = 2

Pet Mage = 8

Preserver = 6

Savant = 4

Specialty* = 2

Witch Doctor = 1

Priest:

Cleric = 2

Cloistered = 3

Druid = 3

Shaman = 1

Specialty* = 2

Templar = 6

Rogue:

Acrobat = 5

Assassin = 3

Bard1 = 4

Bard2 = 3

BardN = 3

Bounty Hunt = 4

Dungeoneer = 7

Ninja = 2

Normal Monk = 2

Scout = 1

Super Monk = 4

Thief = 2

Thief0 = 4

Psionicist:

ArchMutant = 7

ArchPsi1 = 5

Mentalist = 8

PolyPsi = 9

Psi(-1) = 4

Psi1 = 2

Psi1A = 1

Psi2 = 2

Psi3 = 4

Psi4 = 8

Psi5 = 5

Psi6 = 4

Psi9 = 5

Psi9A = 1

Psi12 = 1

Psi18 = 5

Psi27 = 5

Concordant:

ALL = 0

Can have one     class at level 18

Can have a 2nd class at level 27

Can have a 3rd class at level 36,

and 1 more every

level past 36

Items or other effects may raise this limit.

SPECIAL CRITERIA:

The special criteria below are added whenever the character qualifies, regardless of the abilities' source.

It does not matter if the ability comes from a kit, class, race, familiar, or magic item, if you're using it, it costs you BP's.

For example, an effect that gives you a "Free Psionic Wild Talent" is fairly meaningless with these rules, as there is no limit to number of psionic frequencies anymore, and you still have to pay the 1 BP.  (See "When BP's are Checked" below for a possible use for such a power.)

Something that adds an entire other class's abilities or spell/rogue/psionic progression = (Cost of Class)-1

Custom Class = 10  (this may change in the Custom Class rules)

Custom Race = 1 (each)

Martial Arts = 2

Wild Talent = 1 (each)

Editor's Note:  Specialty Priest and Mage was dropped from this list, and added to the mixed classed system above.  You no longer pay for the specialty schools for Alchemist (for example) under this system.
WHEN BP's ARE CHECKED:

Generally, you can't do anything that changes your BP total during an adventure, you can only do those things during a reset.

You cannot add Martial Arts on the fly unless there's something that specifically allows you to do it (a Wish spell would be one way).  You cannot add a Psionic Frequency on the fly, unless someone uses the relevant Endowment  power on you.

However, if BP is somehow unexpectedly changed during an adventure:

If XP is "on the fly", your highest BP total at any point during the previous round is used.

If XP is not "on the fly", take your highest BP total since the previous reset, and add the BP total you were at the most (in terms of real-life play time, not fantasy-game time), and divide by two to get an average (round up).  This is your assumed BP.

There is no way to force someone to raise their BP total unwillingly (by giving him Wild Talent psionics, for example).

If someone tries, you gain the relevant ability or class, but do not pay the BP cost until you are able to drop it (usually a Zero action).  Thus, it should be fairly obvious when someone is truly unwilling (vs. simply pretending to be unwilling to avoid the BP cost).










