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CLASSES J

Pros:

Easy to use

Easy to conceptualize
Easy to balance
Recognizable

Cons:

Limited Flexibility
Reduced Play Experience
Solutions:

Large # of classes
Custom Talents
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Pros: Pros:

Fine grain of control Flexible

Clearly Communicated Strong Player Empowerment

Cons: Distinctive Capabilities

Limited Flexibility Replayable

Buyer's Remorse Cons:

Easy to Lopside Difficult to Balance

Solutions: Harder to conceptualize

Respec Harder to talk communicate
Solutions:
Templates

Strong Tree Structure



