Feats Table: 

Ax = Active (use - costs x FP); Passive (permanent bonus) if not Ax
	
	Fighter
	Paladin
	Barbarian
	Bard
	Monk
	Ninja

	1
	+1 STR
	+1 VIT
	+1 STR
	+1 LUCK
	+1 DEX
	+1 STR

	2
	+1 STR
	+1 STR
	+1 VIT
	+1 LUCK
	+1 LUCK
	+1 LUCK

	3
	+3 Melee Skill
	+10 max HP 
	+2 AC bonus
	+1 Resist Fire, Air, Water, Earth
	+3 Dodge
	+1 STR 

	4
	+2 STR
	+3 AC bonus 
	+10 max HP
	+1 Resist Physical
	+5 Dodge 
	+2 Defense bonus

	5
	+3 Critical Strike
	Holy Frenzy (A2)
	Battle Cries (A2)
	+1 Resist Divine, Life, Magic
	+3 Critical Strike
	+3 Critical Strike 

	6
	+4 Double Attack
	+5 shield bonus
	+5 Double Attack
	Mana Regen
	Stone Hands (A2)
	Sprint (A1)

	7
	+5 Melee Skill
	+2 Resist Fire, Air, Water, Earth 
	+2 Resist Physical
	+1 Resist All but Physical
	+5 Critical Strike
	+3 Dodge

	8
	Power Strike (A1)
	+2 Resist Divine, Life, Magic 
	+3 Resist Physical
	+2 Resist All but Physical
	+3 VIT 
	Burning Hands (A2) 

	9
	+8 Double Attack 
	Holy Shield (A1) 
	+3 Resist Physical 
	+2 LUCK
	+2 DEX
	+2 STR

	10
	+5 Weapons Skill
	+2 Resist Physical 
	+2 VIT
	Health Regen
	Calculated Attacks (A2)
	+5 Critical Strike

	11
	+4 Double Attack 
	+10 shield bonus 
	+10 Riposte
	+3 LUCK
	+5 Unarmed
	+3 AGI

	12
	Hurricane Slash (A3)
	+2 Resist All
	Vampiric Embrace (A2)
	+2 Resist All but Physical
	+5 Critical Strike
	+3 STR

	13
	+5 Weapons Skill
	+10 shield bonus 
	+3 VIT
	Enchanting Blows (A2)
	+5 Melee bonus
	Eschew Self (A1)

	14
	+5 Critical Strike
	+2 STR 
	+3 AGI 
	+5 Dodge
	+5 Double Attack
	+5 Dodge 

	15
	+10 Double Attack
	+2 Resist All
	+3 STR 
	+3 Resist All but Phys
	+3 AGI 
	+5 Critical Strike

	16
	+5 Triple Attack
	+10% Damage
	+4 Resist Physical
	+3 LUCK
	+10 Critical Strike 
	+3 VIT 

	17
	+2 STR
	+10 Riposte 
	+15 max HP
	+5 Triple Attack
	+3 STR
	+10 Double Attack

	18
	+4 AGI
	+3 VIT
	+10% Damage 
	+3 Resist All
	+2 DEX
	+10 Triple Attack 

	19
	+10 Triple Attack 
	+3 VIT
	+5 Resist Physical
	+3 LUCK
	+5 Unarmed
	+15 Riposte

	20
	+20 Double Attack
	Guardian Angel (A4)
	Frenzied Rage (A3)
	Feat Regen
	+25 Critical Strike
	+15 Dodge

	
	STR: 6

AGI: 3

Weapon: 10

Melee: 8

Critical: 8

Double: 46

Triple: 10


	VIT: 9

STR: 3

Shield: 25

AC: 3
HP: 10

Resist: 6

Damage: 10
Riposte: 10

	STR: 3

VIT: 6

AGI: 3

AC: 2

HP: 25
Phys: 17
Double: 5

Riposte: 10

Damage: 10
	LUCK: 13

Res nonP:13

Res P: 5

Triple: 5

Dodge: 5
	AGI: 3

DEX: 5

STR: 3

VIT: 3
Unarmed:10

Melee: 5

Dodge: 8

Double: 5

Crit: 48
	AGI: 6
STR: 6

VIT: 3
Defense: 2

Double: 10

Triple: 10
Crit: 13

Riposte: 15
Dodge: 23


*Chart temporarily may not have exact figures

Melee Class Max Totals:

Dodge: 5 + 23 + 8 + (10) = 46
Shield Bonus: 25 + (10) = 35
Critical Strike: 8 + 48 + 13 + (20) = 89
Double Attack: 46 + 5 + 5 + 10 + (5 + 10) = 91
Triple Attack: 10 + 5 + 10 + (10+10) = 45
Riposte: 10 + 10 + 15 + (10) = 45
Damage % Feats: 10 + 10 + ((10 | 20) + (20 + 30 + 10)) + 40= 140
Resist Phys: 19+ 5 = 24

Resist All: 10 + 4 = 14

Resist Elemental: 20 + 13 = 33

Resist Divine, Life: 10 + 13 = 23

Resist Magic: 13 = 13

*Melees overall naturally resist: Elemental best, Divine/Life medium, Magic poor

*Casters overall naturally resist: Elemental poor, Divine/Life medium, Magic best

Feats Descriptions:
Fighter:

Power Strikes: 1 FP; Damage +10% for 30 seconds w/ weapon
Hurricane Slash: 3 FP; Double+5, Triple+10, Weapon+10, Air &Water based attacks for 30 sec w/ weapon

Paladin:

Holy Frenzy: 2 FP; Double +10, Divine based attacks for 30 seconds

Holy Shield: 1 FP; Shield +10 for 30 seconds

Guardian Angel: 4 FP; +10% health, invulnerability for 10 seconds.  Auto-casts in death
Barbarian:
Battle Cries: 2 FP; self-buff that raises damage by 20% for 30 seconds

Vampiric Embrace: 2 FP; Life and Physical based attacks, 10% drain health for 30 seconds

Frenzied Rage: 3 FP; self-buff that raises damage by 30% for 30 seconds

Bard:

Mana Regen: MP slowly regenerates; v. good for casters

Health Regen: HP slowly regenerates

Enchanting Blows: 2 FP; Magic based attacks; Triple+10, Riposte+10 for 30 seconds

Feat Regen: FP slowly regenerates; powerful to allow reuse of high level melee feats

Monk:
Stone Hands: 2 FP; Earth and Physical based attacks; damage +10% for 30 seconds w/ hands

Calculated Attacks: 2 FP; +20 to Critical Strike for 30 seconds

Ninja:
Sprint: 1 FP; double move speed for 10 seconds

Burning Hands: 2 FP; Fire and Physical based attacks; +10% damage for 30 seconds w/ hands

Eschew Self: 1 FP; Dodge +10 for 30 seconds

Melee Class Bonuses:
+1 HP every 5 levels of melee

+2 or 1 to class stats every 5 levels of a class

+1 max FP every 4 levels of melee

+1 Defense skill every 2 levels of Melee

Melee Class-Specific Bonuses:
Fighter:

+2 DEX every 5 levels
+1 Melee, +1 Weapon every level

+1 (fire, air, water, earth) resists every 2 levels

Paladin:
+2 VIT every 5 levels
+1 Melee, +1 Weapon every level

+1 (divine, life) resists every 2 levels

Barbarian:
+2 STR every 5 levels

+1 Melee every level, +1 Weapon every 2 levels, +1 Unarmed every 2 levels
+1 (physical) resists every 2 levels

Bard:

+2 LUCK, +1 DEX, +1 VIT, +1 STR, +1 AGI every 5 levels
+1 Melee every level, +1 Weapon every 2 levels, +1 Unarmed every 2 levels
+1 (all) resists every 2 levels

Monk:
+2 DEX, +2 AGI every 5 levels of Monk
+1 Melee, +1 Unarmed every level

+1 (earth, air) resists every 2 levels

Ninja:
+2 DEX, +2 AGI every 5 levels of Ninja

+1 Melee, +1 Unarmed every level

+1 (fire, water) resists every 2 levels

Monk + Ninja Bonuses (for meeting less weapons & armor requirements):
+1 extra Defense every 4 levels of Monk + Ninja

+5% Damage bonus every 5 levels of Monk + Ninja
+1 Unarmed every 2 levels
Unarmed Skill determines Unarmed Base Damage
Casters Bonuses:
+1 resist every 2 levels of a class to their school of magic.

+3 maxMP base every level

+2 to class stat every 5 levels

+1 to class skill every level
All:
+1 Luck every 10 levels

Class Growth Descriptions/Evaluations:
Fighter:
Fighters are masters of weapons.  However, the fighter receives a good amount of generic melee bonuses before level 10.  Thus, it could be feasible to get 9 levels of a fighter yet still focus in unarmed fighting.  After that, the fighter gets both weapon skill bonuses and masters double attack.

Paladin:
Paladins are also weapons users (though not as extreme as fighters).  Instead, they are extremely defensive and focus on skills that keep them alive.  It could be quite useful for any fighter to play 5 levels of the paladin for Holy Frenzy (the lowest level non-physical attack feat) , but level 6 and up the paladin masters defensive skills.

This begins from levels 6 to 13, in which the paladin masters shield and becomes the sole expert of using the shield.  Vitality bonuses also help the paladin’s longevity shine.  Learning the way of a paladin from 14 to 20 is really about getting Guardian Angel at level 20.

Barbarian:
Barbarians (like Bards) are meant as a supplementary class (to armed or unarmed skills).  Barbarians get by far the best physical resistances.  This is good because physical-based attacks the most common type of melee attack.  (Though some monsters will have non-physically based melee attacks)

Barbarians also get Battle Cries at level 5.  Vampiric Embrace is the next big skill (at level 12), which allows a barbarian to deal Life damage and to drain health.  The barbarian gains strong physical resistances and finally the powerful feat Frenzied Rage, which can combine with Rage and other damage-boosting skills for extraordinary amounts of damage.

Bard:
Bards are a supplementary class.  They get the most Stat and Resistance bonuses.  These are gradual, but the Bards’ primary usefulness is the Regen that occurs as they sing enchanting melodies.  These songs work all the time (even if a bard needs to be sneaky, he/she will hum or whisper magical hymns quietly or even silently).  The level 6 Mana Regen song is especially great for any caster.  Level 10 Health Regen and level 13 Enchanting Blows are also of great use.  But the most powerful ability of the Bard is his Feat Regen bonus given at level 20.

Monk:
Monks are the more defensive of the two unarmed melee classes (with dodge).  The monk does not offer many skills for an armed combatant until the higher levels.  Overall the monk’s skills are quite powerful in their own right, or when combined with ninja skills.

Ninja:
Ninjas are masters of Critical Strike (and also of unarmed combat).  However, any class (especially the less defensive types) might find it exceptionally useful to train 6 levels of the ninja for Sprint.
