
Chapter 2:  Character Classes 
Classes and Races are a staple of both tabletop and 16 bit video games. You will find things like 

Elfish Archers, Human Priests, and Dwarf Warriors all over the place in tabletop fantasy role 

playing games. Of course, one of the beauties of tabletop gaming is that you’re not limited to 

stereotypes – you can be a dwarf wizard, or an elfish barbarian if that’s what suits you. 

In 16 Bit Heroes – unlike most RPGs – your Class and Race choices are equally important, and 

both have a significant impact on your character throughout his or her adventuring career. This 

chapter discusses your Class and Race selection, what they will mean for the character as he or 

she gains in experience, and how to use the rules of 16 Bit Heroes to make your own classes 

and races. 

Character Classes 
Most of the classic 8 and 16 Bit role playing games indicated a character’s class, which gave 

you an idea of what their abilities were like. In fact, most of their abilities could be summed up in 

their class name. Was a character a White Mage or a Priest? Then they could be counted on to 

heal and protect a party, and their character might occasionally make statements meant to 

encourage the others in their group; they would also know a little about magic and a lot about 

the gods (if there were any). Was a character a Thief or a Treasure Hunter? Then they would 

probably pick locks and encourage sneakiness rather than direct assaults. A Samurai would 

speak of honor and be good with a blade, while a Black Mage or a Wizard would know all sorts 

of lore. 16 Bit Heroes continues this tradition; the name of a character’s class is more than just a 

title; it indicates a lot of the things they know how to do outside of combat, and can even imply a 

value set that someone playing such a character should strive for. 

16 Bit Heroes Classes provide a progression for Abilities, Stats, and other aspects of the 

character (like their Skills, for instance). Each class also provides a unique ability specific to the 

class, called a Class Power. Finally, the name of the class implies some other things the 

character would (or at least should) know about. 

There are quite a few Character Classes described below; all of them were created using the 

Class Creation rules at the end of this chapter (starting on page ###). In a later chapter 

(Chapter #, page ###), changing classes later in your character’s career is discussed, but 

whatever class you choose now is what your character will be for quite a while. 

Reading Class Descriptions 
 Each class is outlined in a similar format. For right now, there will be only one class per page (it 

remains to be seen if that formatting is logical or practical for the final edition of the book). Each 

class is outlined in the following way; for more information concerning Improvement Tests, see 

Chapter #: Experience (page ###). 



Flavor text – a short scene description, or a quote, that helps you get in the general vibe of the 

class. If, during your play testing, you get a quote or scene you think works better, let me know, 

and I might use yours! I’ll give full credit, of course… 

Description – A generalized description of the class. This should give you an idea of what you’re 

looking at in a general sense. This first paragraph should contain enough information that the 

next two paragraphs aren’t very surprising.  

A second paragraph discusses what sort of things the class might be expected to know about. 

For instance, Wizards typically know a lot of arcane lore, so they can make Intelligence Checks 

concerning that sort of thing when it comes up. This isn’t the end-all-be-all, just what most 

members of the profession know about. What your character knows depends as much on 

background as anything else (see Finishing Touches in Chapter #; page ###). 

A Third paragraph discusses the relative strengths and weaknesses of the class in game terms, 

mostly referring to their roles in combat. For instance, while Warriors are strong and very 

capable in battle, they know no magic, and can provide little support for other characters other 

than acting as a meat shield. 

(Class Name) Class Ability: (Name of Ability)  

This section provides a description of the class’s class ability. Class Abilities are typically 

abilities that supplement the character’s primary role in an adventuring group. A Class Ability 

may be minor, but it is often useful throughout the character’s adventuring career regardless of 

what level they attain. For instance, a Sorcerer can cast spells that have an Elemental Affinity 

on weapons, making it so that those weapons deal damage of that type, instead of normal 

physical damage. 

A second paragraph describes the exact rules mechanics of the class ability. In most cases, this 

is pretty straightforward, but some classes (like the Summoner) have fairly complicated 

mechanics (although nothing too complex; nothing in 16 Bit Heroes is).  

(Class Name) Skills 

This section details the Skills (see Chapter #: Skills, page ###) that the class gets at level 1. 

Although it is possible to get more, or to improve the ones you have, it isn’t really necessary. 

Skills represent what sort of weapons and magic the character uses, not if they’ve been to scool 

or have mastered Basket Weaving – that sort of thing is up to you. 

(Class Name) Improvement Tests 

Essentially, this table tells you how quickly you can expect your character’s abilities to improve. 

The first column lists the abilities. The second column lists the bonuses the character receives 

to those abilities at 1st level. The third column indicates the Improvement Difficulty (ID) used for 



that ability on Improvement Tests (see page ###). For now, just know that the lower the ID, the 

faster you can expect the ability score to improve: 

Ability 1st Level Bonus Improvement Difficulty 

Strength +6 16 

Agility +5 20 

Vitality +4 24 

Intelligence +3 28 

Will +2 32 

Luck +0 40 

The numbers above are completely made-up just for this example1. You may also notice that no 

level caps are indicated. 16 Bit Heroes is intentionally open-ended. You can keep playing the 

same characters up to level 100 or higher if that’s what makes your group happy. Just keep 

leveling up and going on. After a certain point, you’re going to have to refer to the Spell and 

Technique creation rules (found on page ###), but if you’ve been playing that long, such things 

should be easy enough for you. 

That rounds out the how-to of reading a class description. Are you ready to read the classes? 

Fantastic. Keep in mind that these are all out there for testing; the final 16 Bit heroes book may 

have more or fewer of these classes, none of these at all, completely re-designed versions of 

these, or the exact list you’re about to read; it all depends on feedback. 

The Classes in this book are as follows; in case you want to skip ahead to one or the other 

instead of reading them in alphabetical order, page numbers are included. The system used to 

create literally all these classes comes immediately after the last class description. 

The Classes of 16 Bit Heroes2 
 Barbarian (Combatants whose prowess is based on power rather than finesse)– page 4 

 Bard (Entertainers who practice a little magic)– page 5 

 Cleric (Masters of Defensive Magic and enemies of the profane)–page 6 

 Dilettante (Jacks of all Trades who master nothing until they need to)– page 7 

 Fighter (Bare handed Martial Artists)– page 8 

 Hunter (Ranged fighters with a connection to nature)– page 9 

 Mage (Masters of Utility Magic)– page 10 

 Oracle (Specialists in magic that sees the future and affects probability)– page 12 

 Sorcerer (Generalized spellcasters that can temporarily enchant weapons and armor)– 
page 13 

 Summoner (Spellcasters that can summon monsters to attack for them)– page 14 

 Thief (Survivalists who rely on speed, skill, and luck)– page 15 

 Warrior (Experts in weapon combat whose technique is impressive)– page 16 

 Wizard (Specialists in Offensive Magic)– page 17 
  

                                                
1
 Although no class uses this table, it is usable. Add in 10 Skills (page ###), a class ability, and a class 

description, and you’re ready to go with this one. Oddly sequential class, though… 
2
 This may seem like a lot of classes; that’s because it is. In the final edition of 16 Bit Heroes, there may 

be more or fewer. These are here mostly to try out the Class Creation system and because I was having 
fun making classes. The Races chapter suffers from similar problems.  



“GRAAAAAHHHHHH!!!!!!!!!” 

Gruff, rough, tough… these are all things that describe the Barbarian. These axe-wielding melee 

combatants aren’t much for technique, but they make up for it in raw power and endurance. 

Barbarians are well known for their furious battle cry, their short tempers, and their superstitious 

natures. 

Barbarians have a close connection with nature. They can be expected to know about plants, 

animals, and terrain. Many Barbarians have a grasp of unit tactics as well, and all of them are 

quite good at evaluating their opponents. What they lack in social graces, they make up for in 

folk remedies, raw battle talent, and naturalism. 

Barbarians have very high HP, ST, and VI, wear heavy armor, and wield powerful weapons, 

making them great front-line combatants. On the other hand, the Barbarian’s lack of Techniques 

makes them lack versatility – most of the time, your strategy for battle will be (1) Yell at it, (2) 

Hack it up. If that fails, you’ll need your friends to help you out. 

Barbarian Ability: War Cry 

Barbarians have a blood-curdling war cry that they call out as they charge into battle. This 

famous cry rallies his or her allies, inspiring them to strike harder to vanquish the foe. 

A Barbarian can opt make a War Cry in place of his or her Movement for a round. If he or she 

does so, the Barbarian and his or her allies on the Battlefield gain a bonus to their ATT equal to 

the Barbarian’s level. This bonus lasts until the start of the Barbarian’s next turn. This ability 

may only be used once per battle. 

Barbarian Skills 

Barbarians have Simple, Axe, and Spear Weapon Groups, Dual Weapon Skill, Armor (Tier 3), 

Shield skill, Enduring Defense, and Mystic Endurance. 

Barbarian Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +6 16 

Agility +1 36 

Vitality +6 16 

Intelligence +0 40 

Will +0 40 

Luck +2 32 

  



“The tales of our great deeds will be legendary – I’ll make sure of it!” 

Bards are the keepers of history and lore for any culture that lacks a written tradition. They are 

singers, songwriters, poets, musicians, and heroes. The greatest bards are part swordsman, 

part entertainer, part scholar, part priest, and part magician. 

Bards are multitalented. They tend to know a lot about local histories, know the legends around 

magic weapons and great battles, and other such lore. Bards also know a bit about the arcane, 

and they often know more than a little about sport and games. In short, if it’s entertaining, Bards 

know about it (and that’s often more useful than it sounds!) 

Bards are decent combatants, can cast a few spells, and learn a technique or two as they go. 

Unfortunately, this diversity keeps them from being exceptional at much of anything! 

Bard Class Ability – Words of Power 

Bards are wordsmiths – in song, oration, poetry – whenever they intend them to, a Bard’s words 

have power. In combat, this power with words translates to powerful restoration for their allies. 

A Bard can take a Full Turn during combat to sing, speak inspiringly, and so on to his or her 

allies on the Battlefield. The Bard and each of his or her allies regain HP equal to the Bard’s 

level. Starting at level 25, the Bard and his or her Allies regain HP equal to the Bard’s level, and 

MP equal to ½ the Bard’s level (rounding up) instead. 

Bard Skills 

Bards have the Simple, Bow and Whip (Tier 2) Weapon Groups, and the Alchemy, Armor (Tier 

2), Herbalism, Technique (Tier 1), and Utility Magic (Tier 1) Skills. 

Bard Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +3 28 

Agility +2 32 

Vitality +2 32 

Intelligence +3 28 

Will +3 28 

Luck +2 32 

  



“The power of the Light stands behind my friends and I; you would be foolish to stand against it.” 

The Cleric represents the forces of the universe that support heroes, whatever those forces may 

be. In some games they might be called Priests or White Mages – the point is they deal in 

positive forces.  

Clerics tend to know a lot about religion, history and philosophy. They are also knowledgeable 

about The Enemy – forces of the profane (undead, demons, etc.). Clerics also often know a bit 

about the arcane and a bit about schmoozing and dealing with people. 

Clerics are decent combatants, but their real strength lies in Defensive Magic. Clerics are better 

at support than dealing out damage, however. 

Cleric Class Ability: Turn the Profane 

A classic of Role Playing games, Clerics have the ability to cause significant harm to those that 

exist in opposition to The Light. Undead, Demons, and everything Profane fall before them. 

A Cleric may use an Attack to Turn the Profane. All Undead, Demons, and Things That Should 

Not Be on the battlefield take SACR damage equal to 2x the Cleric’s level, and are Shoved (see 

page ###) a number of squares equal to ¼ the Cleric’s level (rounding up). Using this Ability 

costs the Cleric 2 MP. 

Cleric Skills 

Clerics have the following Skills: Simple, Staff, and Bow Weapon Groups, Armor (Tier 2), 

Defensive Magic (Tier 3), and Utility Magic (Tier 2). 

Cleric Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +4 24 

Agility +0 40 

Vitality +3 28 

Intelligence +2 32 

Will +6 16 

Luck +0 40 

  



Oh, sure – I know a bit about that. 

The Dilettante makes a career about knowing a little of everything. They’ve experienced a lot of 

life, and found literally everything to be interesting – for a few minutes, anyway. 

Dilettantes are great resources of knowledge and experience, although never as good as a 

specialist. Dilettantes can try an appropriate Ability roll at anything… with a penalty. The GM 

sets that penalty, but it should be at least -5, and the more specific and obscure the knowledge 

or activity is, the greater the penalty. 

Dilettantes have neither strengths nor weaknesses. They’re okay at just about everything they 

try, but they aren’t great at anything. Their wealth of life experiences have left them sort of… 

okay. 

Dilettante Class Ability: Jack of All Trades 

Dilettantes never really bother to learn anything completely until they absolutely have to. They’re 

okay at everything off the bat, but when they decide they need to know something well, they can 

pick it up. 

A Dilettante starts with any 5 Skills chosen from the Basic Skill list on page Error! Bookmark 

not defined.. At level 5, and every five levels thereafter (levels 10, 15, and so on), the Dilettante 

gains an additional Skill; below level 30, these must be selected from the Basic Skills list. At 

level 30 or higher, it may be selected from Basic or Advanced Skills. A Dilettante cannot learn 

any Tiered Magic Skill higher than Tier 2, or any Tiered Weapon Group Skill higher than Tier 1 

in this manner, although Skill Points (see page Error! Bookmark not defined.) gained through 

other means can be spent normally. 

Dilettante Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +3 28 

Agility +3 28 

Vitality +2 32 

Intelligence +3 28 

Will +2 32 

Luck +2 32 

  



“You have violated the sanctity of my Dojo for the last time, vile creature. Now, you face me!” 

Fighters are the consummate Martial Artist. Although many were trained in a classic monastic 

setting, that’s hardly the limit of where they came from. Fighters come from isolated masters 

and arenas as well. Whatever the case, they know how to defend themselves without ever 

picking up a weapon.  

If a Fighter learned how fight in the grime of the arena, he or she will certainly know about 

different things than a Fighter who never ventured from the monastery until the adventure 

began. Outside of recognizing fighting style and ability, your character’s background is where 

his or her knowledge comes from.  

Fighters are powerful front-line combatants. Fighters use technique to destroy their foes – but 

they can’t take the punishment better armored classes can. They also develop slowly compared 

to some other classes, since they can’t easily rely on magic weapons and armor to buff them. 

Fighter Class Ability: Crouching Tiger, Hidden Dragon 

Fighters are perfectly capable combatants without ever donning armor. 

A Fighter wearing no armor, or armor with the Light characteristic (see page Error! Bookmark 

not defined.) gains a bonus to DEF and MDEF equal to 3x his or her level; in addition, the 

Fighter gains a +1 bonus to his or her MOVE; this increases by +1 every 5 levels (to +2 at level 

5, +3 at level 10, and so on) to a maximum of +10. The Fighter loses this MOVE bonus if he or 

she wears armor that does not have the Light characteristic. This bonus stacks with MOVE 

bonuses gained from Skills. 

Fighter Skills 

Fighters have the following Skills: Simple, Spear, and Thrown Weapon Groups, Dual Weapon 

Natural Weapon (Tier 3), Technique (Tier 3), and Natural Weapon (Tier 3). 

Fighter Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +4 24 

Agility +4 24 

Vitality +3 28 

Intelligence +0 40 

Will +2 32 

Luck +1 36 

  



Her eyes narrowed and a smile creased her lips as she drew her bowstring back. “Hiding in the 

bushes? That won’t help…” she whispered as she let her arrow fly. 

A master of bows, the Hunter specializes in fighting from a distance. Used to getting along on 

his own. The Hunter also practices some defensive magic.  

Hunters know quite a bit about their pray – they know about monsters, and are also skilled at 

tracking, stalking, and ambushing their targets. Hunters are also outdoorsy folks who tend to 

know a lot about nature in general. 

When it comes to ranged weapons, it’s hard to find better than the Hunter. They can also 

provide a secondary level of defensive magic for a group. Hunters are lightly armored, however, 

and ill-suited to close combat. 

Hunter Class Ability: Trick Shot 

Hunters are the absolute masters of the bow, allowing them to attack at greater range and 

ignore cover as long as they can see their foes. 

Hunters can add 1 to the Range of any ranged weapon. This increases to 2 at level 5, 3 at level 

10, and so on. Hunters also ignore penalties for cover and concealment, provided they can see 

their foe (this ability does not help with invisibility or completely hidden foes). 

Hunter Skills 

Hunters have the Simple, Bow, Boomerang (Tier 1), and Thrown Weapon Groups, Herbalism, 

Dual Weapon Skill, Armor Skill (Tier 1), Agile Attack, Summon Magic (Tier 1), and Technique 

(Tier 1). 

Hunter Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +2 32 

Agility +5 20 

Vitality +3 28 

Intelligence +2 32 

Will +2 32 

Luck +1 36 

  



“Oh, I know I’m nothing special. But my friend, here- he’s pretty good to begin with. And I make 

him better.” 

Masters of the “gray” arts, Mages specialize in Utility Magic. Mages cast spells from all schools 

of magic, however, and even dabble in combat (from a distance), but their arcane studies have 

been geared toward making other folks better at what they do.  

Like all other spell slingers, Mages know more than a little about the arcane and magic. Mages, 

however, also study other forms of special power (the better to enhance it!), so they can be 

expected to know quite a bit about Oracle Magic, Weapon Techniques, and even stranger 

things. 

Mages make good support characters, buffing their entire party with ease that no other spell 

caster can approach. They can even come in hand in ranged combat. Unfortunately, they tend 

toward frailty, and are close to useless in melee combat. 

Mage Class Ability: Master of Utility 

Mages are masters of the “gray” school of magic – utility spells. They can cast and learn such 

spells with greater ease than anyone else. 

All Utility spells cost a Mage 1 MP less to cast. This increases to 2 MP less to cast at level 5, 3 

MP less to cast at level 10, 4 MP less to cast at level 15, and so on. The cost of a spell cannot 

be reduced below 1 in this manner. In addition, the Improvement Test Difficulty for a Mage to 

gain Utility Spells is reduced by 2; successful attempts to gain Utility Spells cannot be converted 

into Skill Points. If you are using the Improvement Tree or Purchase Improvements methods of 

advancement (see Appendix ####, pages ### and ###), Utility Spells are instead treated as 

being 1 “level” lower than normal. 

Mage Skills 

Mages have the Bow and Staff Weapon Groups, Alchemy, Kenning, Utility Magic (Tier 3), 

Offensive Magic (Tier 2), and Defensive Magic (Tier 1). 

Mage Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +0 40 

Agility +2 32 

Vitality +1 36 

Intelligence +5 20 

Will +5 20 

Luck +2 32 

 



  



“I know what you will do before you do. How can you hope to defeat me?” 

The Oracle specializes in Oracle Magic, which is concerned with foreseeing the future, reading 

the past, and influencing events. Oracle Magic isn’t showy, but it can be very effective. Oracles 

are soothsayers, fortune tellers, and sometimes holy figures in a community. 

Oracles are born rather than made, although a certain amount of dedication is required to make 

full use of their unique abilities. An Oracle may come from any walk of life – from royal houses 

to religious sects to fish mongers, an Oracle’s background determines the sort of things they 

know how to do. 

Oracles are good combatants, supplementing their combative talents with their brand of magic. 

Oracles lack much weapon training, however, and also lack the endurance of the more direct 

combat classes. 

Oracle Class Ability: Precognitive Evasion 

The Oracle often knows when an attack will come, and chooses not to be present when the 

smack is being laid down. 

As long as the Oracle does not use both their Attack and their Movement actions during his or 

her turn in battle, the first time he or she would take damage until the start of his or her next turn 

that damage is reduced to 0. In addition, any Status Effect or forced movement (see page ###) 

the attack would have caused is negated. A nice description of how he or she avoids the 

damage is fun, but not required. 

Oracle Skills 

Oracles have the Simple, Staff, and Sword Weapon Groups, Armor (Tier 2), Kenning, Oracle 

Magic (Tier 3) and Technique (Tier 1). 

Oracle Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +3 28 

Agility +2 32 

Vitality +2 32 

Intelligence +3 28 

Will +4 24 

Luck +1 36 

 

  



“The power of the Elements reside within my blade – who are you to resist?” 

Sorcerers are warrior-wizards with a particular talent.  Sorcerers have the ability to temporarily 

enchant weapons, both their own and those of their allies. Sorcerers are typically trained in a 

military capacity, often as part of a special unit where their unique talents can be brought to 

bear.  

Although most Sorcerers are military trained, and therefore have the expected military 

knowledge, some come from other backgrounds, like engineering or farming. Regardless of 

their background, it will almost certainly be in something where their talents (which typically 

show up at an early age) can be made useful. 

Sorcerers are capable combatants and capable spell slingers, with the ability to directly affect 

the qualities of both their and their allies weapons and armor. They aren’t as tough or skilled as 

combative classes that have a more martial specialty, however. 

Sorcerer Class Ability: Sorcery 

Sorcerers have the unique ability to enhance weapons and armor with their magic instead of 

casting the spells directly on their normal targets. 

The Sorcery ability to temporarily enchant weapons and armor can be found in Chapter # on 

page ###; it’s a little complicated for the space here, and so is covered in the Magic chapter. 

After I write them, the rules for Sorcery may be moved here depending on length, just FYI. I’m 

willing to let the Sorcerer spill over onto another page, but no more than 1 additional page, so 

there you go 

Sorcerer Skills 

Sorcerers have the Simple, Sword, Spear, and Whip (Tier 2) Weapon Groups, Armor (Tier 2), 

Kenning and Offensive Magic (Tier 2). 

Sorcerer Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +3 28 

Agility +3 28 

Vitality +3 28 

Intelligence +4 24 

Will +2 32 

Luck +0 40 

  



“I call forth Ashizard, Red Dragon of Fury! I choose you, Ashizard!” 

Summoners are magic users who learn to call forth other creatures to do battle or provide aid. 

These spell casters know a lot about magic, and a lot about the more mystical creatures of the 

world. The typical Summoner is almost more comfortable with the creatures they control than 

they are with other people. 

Summoners typically can be expected to answer some questions about the arcane – from white 

to black magic and everything in between. What they are best known for, though, is their full 

knowledge of mystical creatures. In a more silly campaign, a Summoner might be able to recite 

the Stats of a mystical creature from memory. 

Summoners are good at what they know – summoning creatures to use their powers and 

casting spells. That said, they’re poorly armored, know almost no weapon craft, and are less 

than physically impressive. 

Summoner Class Ability: Summoning Talent 

Although other classes (like the Hunter) practice Summoning magic, no class can approach the 

Summoner’s talent. 

Once per level at the end of a Battle, a Summoner may choose one Mystical creature (see page 

###) that was an opponent. The Summoner may add that creature to their Summoned Creature 

List (see page ###).  

Summoner Skills 

Summoners have the Whip (Tier 2) Weapon Group, Kenning, Summon Magic (Tier 3), 

Defensive Magic (Tier 2), Offensive Magic (Tier 1), and Utility Magic (Tier 1). 

Summoner Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +1 36 

Agility +2 32 

Vitality +0 40 

Intelligence +5 20 

Will +5 20 

Luck +2 32 

  



“I’m not a thief! I’m a Professional Treasure Hunter who has a very loose interpretation of the 

phrase ‘Personal Property’. There’s a difference.” 

A good example of the phrase “does exactly what it says on the tin”, the Thief is a roguish hero 

who operates through speed, stealth, and trickery. Thieves are often – but not always – 

connected with unsavory characters and organizations, and know their way around places like 

black markets and other illegal enterprises.  

Thieves typically have a good understanding of locks, traps, picking pockets, being sneaky, 

climbing walls, and so on – everything one would need to be a cat burglar, pickpocket, or other 

“wealth redistribution engineer”. Most Thieves are also streetwise, and some are also familiar 

with various con games. 

A Thief is a curious character. They are powerful combatants, but they are poorly armored and 

less than the toughest characters in the game. Instead of raw power, a Thief relies on quickness 

to get the job done. 

Thief Class Ability: Rapid Strike 

While a Thief can use many sorts of weapons, they can make rapid strikes with small, light 

weapons that can add up to more damage than the single strike of a Barbarian. 

Once per battle, a Thief may take an extra Attack or Movement during his or her turn. This 

improves to twice per battle at level 20, three times per battle at level 40, and so on. The Thief 

may only use this ability with weapons in the Simple, Whip, and Thrown Weapon Groups. 

Thief Skills 

Thieves have the Simple, Boomerang (Tier 2), Whip (Tier 2), and Thrown Weapon Groups, 

Agile Attack, Armor (Tier 1), and Technique (Tier 2). 

Thief Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +1 36 

Agility +5 20 

Vitality +2 28 

Intelligence +2 28 

Will +0 40 

Luck +5 20 

 

  



“You may as well surrender now. You might have magic on your side, but I have cold steel.” 

Warriors are masters of the combative arts. Weapon masters trained in combative techniques 

and the heaviest of armors, Warriors are hardy, powerful, and skilled in the ways of war. 

Whether they were trained as soldiers, knights, gladiators, or town guards, Warriors know how 

to throw down. 

Like the Fighter, a lot of what a Warrior knows how to do depends on how they learned their 

combative skills. A trained soldier can be expected to know different things from a town guard, 

for instance. Some Warriors are smooth, dashing, and charismatic, while others are dogged, 

grim, and down to business. All Warriors are keenly familiar with weapons, and can recognize 

combative techniques with little difficulty. 

Warriors can deal out damage, block advancing foes, and take a lot of punishment. Warriors 

know no magic, however, and can provide little aid for others in battle, outside of acting as a 

meat shield. 

Warrior Class Ability: Armored Weapon Master 

Warriors make knowing about weapons and armor their business, and are more capable with 

both than any other class. 

Whenever using a weapon with which he or she is Skilled, a Warrior gains a bonus to ATT 

equal to 1 + ½ his or her level (round down). Whenever using Armor the Warrior is Skilled with, 

he or she gains a bonus to MDEF equal to 1 + ¼ his or her level (round down). 

Warrior Skills 

Warriors have the Axe, Spear, and Sword Weapon groups.  Warriors also have Dual Weapon, 

Armor (Tier 3), Shield, and Technique (Tier 2). 

Warrior Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +6 16 

Agility +1 36 

Vitality +5 20 

Intelligence +0 40 

Will +1 36 

Luck +2 32 

  



“You wield a sharp piece of metal. I wield all of the destructive forces of the cosmos. Take your 

time and decide if fighting me isn’t something you might want to reconsider.” 

Masters of the arcane – especially the kind that hurts people – Wizards are practitioners of 

Offensive (or “Black”) Magic. While Wizards are mystical artillery, they are also encyclopedias: 

Wizard training involves learning all sorts of lore. Bottom line is this:  Wizards know stuff. 

Wizarding is a comprehensive career path. In order to understand what they do, and keep 

things in perspective, Wizards have to learn volume after volume of history, lore, and even 

facsimiles of modern science. Wizards can be counted on to know about psychology, physics, 

chemistry (in the form of alchemy), and even things like agronomy and ecology (in the form of 

herbalism). 

Wizards are howitzers – they stand in the back lines and lob massive damage onto targets. 

They provide support in the form of Utility magic, and provide direct damage by lobbing fireballs, 

lightning bolts, and other forces onto their foes. Wizards are also weak – low HP, low HP gain, 

no armor skills… they’re awesome, but they need protecting. 

Wizard Class Ability: Arcane Defense 

Like Mages, Wizards are incredibly good at what they do – but Wizards take it a step further, 

using their mystic talents to protect themselves. 

A Wizard can redirect any damage he or she takes to HP to his or her MP instead (the Wizard 

loses MP equal to the damage instead of HP – any damage in excess of their MP is applied to 

their HP normally). This ability can be used at will3.  

Wizard Skills 

Wizards have the Simple and Staff weapon groups. In addition, Wizards have Alchemy, 

Kenning, Offensive Magic (Tier 3), Utility Magic (Tier 2), and Summon Magic (Tier 1). 

Wizard Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +0 40 

Agility +2 32 

Vitality +0 40 

Intelligence +6 16 

Will +4 24 

Luck +3 28 

 

                                                
3
 This ability was created to keep the Mage and the Wizard from having essentially the same Class 

Ability. If you don’t like it, swap it for the Mage ability, changing every instance of the word “Utility” with the 
word “Offensive”. 



Creating Classes 
Now, you might be looking at the classes above thinking “I don’t like those. I would prefer…”, 

and in the … fill in exactly what you want for your character’s profession. That’s cool. 16 Bit 

Heroes can’t be expected to anticipate every possible character iteration… can it? 

As it happens, 16 Bit Heroes tries to do exactly that. Every class you have read through so far 

was made using a specific set of rules. 16 Bit Heroes is versatile, and kept that way by following 

the KISS principle4. It’s possible – even probable – that a slight modification to a class will work. 

If it won’t, the Class Creation System (CCS) is easy. 

In this section of Chapter 2, we’re going to cover making modifications to a class to “fix it” for 

your ideal. If that’s not enough, the CCS comes into play – we’ll cover exactly how to create a 

class from scratch shortly5. 

It’s important to note that, using this system, it’s perfectly possible to ignore all the provided 

classes and make the CCS part of Character Generation. If you want to do that for your 

campaign, more power to you; predefined classes make character creation a hell of a lot quicker 

and easier, however. It’s also more in-theme for 16 Bit Heroes role playing – if you ever played 

a Final Fantasy or Dragon Quest game, you’ve seen predefined classes in action. 

Sometimes, you like a class… mostly. For instance, maybe you’re thinking of a thief who uses a 

little magic to help their cause instead of battle techniques. Or perhaps you envisioned a 

psychic archer who can dodge incoming fire through precognition. Those are cool ideas, but 

sometimes it’s even simpler than that. 

Sometimes it’s as simple as a name change. Maybe you want to emphasize the monastic origin 

of a Fighter by calling it a Monk instead. Perhaps you’d rather call the Cleric a White Mage, or 

call the Oracle a Psychic. If all you’re really looking for is a name change, and a new description 

(to reflect different non-combat talents), then just do that, and you’re done. A few words can 

change the Hunter to an Archer. 

If you need to make a larger modification, then the CCS comes into play. There are other things 

you could do in between – swapping Skills, for instance – but if you’re making modifications that 

great, you’re probably better off starting from scratch. 

The CCS 
The rules are easy to follow and direct enough, but there is a certain amount of creativity 

involved in getting a coherent concept going. The real challenge comes in with getting Class 

Powers, Ability Bonuses, and so on to work together in harmony. 

The CCS is represented in the following steps. Things will work out better if Class Creation is a 

cooperative process where the GM and one or more Players work together, preferably sitting 

                                                
4
 KISS:  Keep It Simple, Stupid 

5
 If you do use it, please send the results to us at Student 20 Productions. Creativity is cool, and we’d love 

to see what you’ve made of our humble rules. Our contact information is at the end of this book. 



around the same table at the same time. While this is good practice, the only part where the GM 

really needs to be directly involved is during Step 4 (Class Ability Creation). 

1. Name and Define 

2. Select Skills 

3. Select 1st Level Modifiers and Determine Difficulty Tests 

4. Create a Class Ability 

The ins and outs of each step are given full treatment in the sections below. None of this is 

especially complicated; only the first and the fourth steps are difficult, and then only because of 

the level of creativity (and, in the case of step 4, restraint)6 involved. Step two is basically 

choosing ten things from a list, and step three is basic math7. 

Throughout the process below, and example class (The Dancer) is shown as an example. Each 

step brings this class closer to being playable. The final class made in this example is perfectly 

playable, since it was made using the same rules as all the other classes in the game. 

CCS Step 1:  Name and Define the Class 

In this step, you come up with a name for the class, and decide on things like what sort of things 

a character with that class might know about. Things to think about include where the class 

picked up their particular sorts of abilities, and what sort of background such a person is likely to 

come from. 

At this point, you should also be thinking about what the class’s relative strengths and 

weaknesses will be. Will they be front-line combatants? Spell casters? An amalgam of the two?  

How will the class fill a particular role? Do they take up the front line as meat shields, or as high-

damage dealers? If you’re working with a spell caster, what sort of magic do they use?  

Dancers come from many walks of life, but most come from the entertainment business. 

Dancers tend to know quite a bit about music and the arts, and are often good at getting 

information from people, especially when it comes to gossip. 

Dancers are primarily spell casters, using a combination of both Defensive and Offensive magic. 

Although they are weak combatants, their true strength lies in their ability to affect more allies or 

enemies than usual with their magic and their quick reaction time relative to other casters. 

CCS Step 2:  Select Skills 

Look over the Simple Skills in Chapter 5 (the list begins on page Error! Bookmark not 

defined.). Select 10 Skills for the class. Feel free to select any you like, but keep the work done 

in Step 1 in mind as you make your selections. Skills that have multiple tiers count as one skill 

per tier. 

                                                
6
 Step 4 is mostly difficult because it requires both forethought and restraint, not to mention the ability to 

make relative comparisons. Creativity is needed too, so in many ways, it’s the most difficult step, and the 
place where things are most likely to go wrong. 
7
 You’ll be using addition, subtraction, and multiplication, to be exact. You won’t even need division or 

fractions; better than some game systems where you need logarithmic functions just to make some 
characters, right? 



After perusing the Simple Skills list, the following skills look the most like what we’re going for: 

Simple Weapon Group, Armor (Tier 1; Dancers could work in leather, right?), Offensive Magic 

(Tier 2), Defensive Magic (Tier 2), Utility Magic (Tier 2), and Agile. The final skill selection is a 

toss-up between Combat Reflexes (to reflect the heightened reaction time idea the class is 

essentially based on) and Kenning (because they’re primarily a casting class, it seems 

reasonable that they should be able to see auras). After careful consideration, we’ll go with 

Combat Reflexes, since it keeps closer to the concept. 

CCS Step 3:  Determine 1st level Ability bonuses and Improvement Difficulties 

This is a fairly simple step. Among the Six Abilities, distribute bonuses totaling +15. No single 

score can have a bonus higher than +7, and anything above +5 should be carefully considered. 

No score can have a penalty, either, so the minimum bonus is +0. 

Once all 15 points of bonuses are distributed, it’s time to determine the Improvement Test 

Difficulties. Take the bonus listed for each ability and subtract it from 10, then multiply the result 

by 4. The result is the Improvement Difficulty. For the mathematically inclined, the formula looks 

like this: 

4(10-x) = I 

Where x = the modifier for a given ability and I = the Improvement Difficulty. 

The key to this step is to keep in mind the previous steps. In order to deal a lot of damage in 

combat, for instance, a character will need either a high ST or a high AG with the Agile Attack 

skill. Most spell casters will need a high IN and a reasonable WI; Defensive casters and 

Summon Magic users can get away with just a high WI, although they’ll be a little short on MP. 

+4 or better can be called a “high” bonus, with +2 and +3 counting as “average”, and +0 or +1 

being “low”. 

Our Dancer class needs a high AG to be sure, but the reliance on both Offensive and Defensive 

magic means that a high IN and WI are important, too. None of the other abilities seem to 

matter as much, but having a decent VI seems both useful and in line with the class’s concept. 

So, for Ability Bonuses, we’ll go with AG, IN, and WI +4 each, and VI +3. The other Abilities are 

set to +0, since we’ve run out of the +15 bonus we have to distribute. 

To determine the Improvement Difficulties, we use the formula described above for each Ability: 

 ST = 4(10-0) = ID 40 

 AG = 4(10-4) = ID 24 

 VI = 4(10-3) = ID 28 

 IN = 4(10-4) = ID 24 

 WI = 4(10-4) = ID 24 

 LU = 4(10-0) = ID 40 

This seems like a pretty good deal for the Dancer class. They won’t be as powerful of a spell 

caster as a Mage or a Wizard or anything like that, but they’ll be very quick, and their Magic will 

certainly be passably good. 



CCS Step 4:  Create a Class Ability 

This is the most difficult step because there are no real rules for it; making a Class Ability has 

guidelines, and that’s all. Class Abilities need to be useful throughout an Adventurer’s career. 

This means that they must either provide an ability no one else has that will never stop being 

useful, or the Class Ability must operate on a sliding scale, improving as the character gains in 

level so that it never goes out of style. 

A good place to start is by looking over the class abilities of other classes to see if something 

similar could be used for the new Class. If a class is poorly armored but quick and expected to 

last in the front line, something like the Oracle’s class ability could be useful. If the class’s 

concept centers around fighting a particular type of foe (a Dragonslayer class, for instance), 

something akin to the Cleric’s class ability might be of more use. 

Sometimes, however, nothing quite fits what you’re looking for in the new class. In this case, a 

discussion among the GG is a good idea to sound out the new Class Ability. It is important to 

exercise a degree of restraint; a too-powerful class ability can make the game less fun for the 

rest of the group, or make normal challenges too easy to be fun at all. 

It’s also possible to provide an impressive ability, but give it a high cost. For example, if using a 

class ability requires a Full Turn (The character’s Attack and Movement both), it is less likely to 

be abused regardless of how powerful it is. If the ability costs MP, that will limit its use as well. 

Finally, the class ability can be limited to one use per battle, or one use per day. Because other 

abilities in 16 Bit Heroes seldom uses this constraint, and it almost never appears in the video 

RPGs that this game is based on, this should be considered carefully, since it can feel rather 

artificial. 

The Dancer is supposed to be able to affect a broader target set than other casters, as 

mentioned in the initial description. None of the other class abilities really do anything like this, 

with the exception of the Cleric, who can damage all Profane creatures on the battlefield. This 

isn’t really enough for the Dancer, though. After much discussion, a Game Group might come 

up with this: 

By taking a Full Turn (both the character’s Action and Movement) and spending double the 

normal MP cost for a spell, a Dancer can choose to affect All Enemies or All Allies on the 

battlefield with any offensive or defensive spell he or she can cast, instead of using the spell’s 

normal range or target designation. 

Being able to change, for instance, the Lesser Heal spell into a spell that affects all your allies 

instead of just one is certainly a powerful ability, and will come in handy throughout the Dancer’s 

career. That said, it’s pretty powerful, so limitations were added (the extended casting time and 

the added MP cost). The limitations have a good feel to them, too – instead of just normally 

casting the spell, the Dancer… well, dances it out. It takes longer and is more tiring, but it also 

has a greater effect. The Game Group decides that it’s a pretty good Class Ability, and so it 

sticks. 



That completes the class creation process. The Dancer, written up as the previous classes 

were, appears on the next page. As you can see, although the CCS provides a simple and 

flexible framework for class building, it also requires paying attention and moderation. 

  



“I ebb and flow with the movement of magic; now, prepare yourself for the dance of your life!” 

There are many in the world who can dance. There are some in the world with a natural talent 

for magic. Only the Dancer has both. Lithe, graceful, and with an intuitive grasp of magic, the 

Dancer can do things with the forcers of the elements that no other can accomplish. 

Dancers usually discover their unique talents by accident as they pursue a calling to entertain – 

or just to party… Although some Dancers are trained under masters, the typical one got his or 

her start on the stage, and retains all the abilities of a professional entertainer, from sizing 

people up to putting on a good show. 

Dancers are multipurpose magic users, providing offensive, defensive, and utilitarian support to 

any group. Their primary strengths are in the swiftness of their actions and their unique 

Spelldancer ability, which allows them to affect the entire battlefield at once. They are poorly 

armed and armored, however, and their weakness in front-line combat is hard to deny. 

Dancer Class Ability: Spelldancer 

Dancers have a unique insight into the ebb and flow of mystical power that allows them to 

dance with the flow of magic. Although it is costly and takes longer to do, Spelldancing greatly 

increases the impact of even the weakest of spells. 

By taking a Full Turn (both the Action and Movement for the turn) instead of a single Action to 

cast a spell, and spending double its usual MP cost, a Dancer can cause any Defensive or 

Offensive spell he or she knows to affect all enemies or all allies on the battlefield instead of the 

spell’s usual targets or area of effect.  

Dancer Skills 

Dancers have the Simple Weapon Group. In addition, Dancers have Agile, Armor (Tier 1), 

Combat Reflexes, and Offensive, Defensive, and Utility Magic (all at Tier 2). 

Dancer Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +0 40 

Agility +4 24 

Vitality +3 28 

Intelligence +4 24 

Will +4 24 

Luck +0 40 



The Legal 
This work is licensed under the Creative Commons Attribution-ShareAlike 3.0 Unported 

License. To view a copy of this license, visit http://creativecommons.org/licenses/by-sa/3.0/ or 

send a letter to Creative Commons, 171 Second Street, Suite 300, San Francisco, California, 

94105, USA. 


