The Many will be a class who focuses on massive variety and a new kind of tactics in ToME-full party strategy. The core concept of the class is that for each Many type you have unlocked, you have one body available to you. Each body has a different focus-one is a warrior, one is a mage, etc. etc., though each is much weaker than other classes by themselves. Finally, it will have an ability "Plan" that lets you plan out each turn for EVERY body of The Many, so you don't rely on AI for your entire class.

Each body has its own resource pools, equipment, and stats, but they all share total category, generic, and class points.

Starting: +1 to all stats, 5 category points, 5 class points, 3 generic points, Plan Ability

Class Categories:
The Many/Warrior's Strength-stamina using body, melee focus
The Many/Archer's Cunning-stamina using body, ranged focus
The Many/Nature's Wrath-offensive equilibrium using body
The Many/Nature's Grace-support or defense equilibrium using body
The Many/Rage-hate using beserker body
The Many/Fear-hate using control body
The Many/Arcane Power-mana using offense body
The Many/Arcane Knowledge-mana using support body
The Many/Night-negative energy using body
The Many/Day-positive energy using body
The Many/The Way-psi using offense body
The Many/Mind-psi using support body
The Many/Consumption-vim using irritant body
The Many/Corruption-vim using offense body
The Many/Future-paradox using offense/debuff body
The Many/History-paradox using defense/support body
Important Note: A new body is only for each new resource pool-getting both mana trees will nto grant two mage bodies, only make the one mage body more versatile.

Generic Categories:
The Many/The One-a tree designed to augment focused builds, allowing you to replace one kind of body with a duplicate of a different kind
The Many/The Hegemony-a tree designed to augment diverse builds, giving bonuses for having lots of bodies working together
Other trees based on what bodies you have unlocked. Not 100% sure what yet, though.

Abilties in detail:

Plan
Activated
No cost
No cooldown
Use Speed Instant
Upon using Plan, select one action for each body to take. These actions will all be taken simultaneously once Plan is activated again. This ability can never be put on cooldown, disabled, or in other way interfered with or fail.

The Many/Warrior's Strength

Rush
Level 0-4
Str 12-20
Activated
Range 6-10
22 Stamina
Cooldown 36-20
Use Speed 1 Turn
Rushes toward your target with incredible speed. If the target is reached, you get a free attack doing 120% weapon damage. If the attack hits, the target is dazed for 3 turns. You must rush from at least 2 tiles away.

Cleaving Blow
Level 4-8
Str 20-28
Activated
Range Melee
30 Stamina
Cooldown 10
Use Speed 1 Turn
Cleave the area in a radius 1 cone in front of you, dealing 50-200% weapon damage. At level 3, the force of your blow pushes enemies back, giving 1-2 squares of knockback on a successful hit. At level 5, you step forward with your blow, increasing the cone to radius 2 if you have an open space in front of you or kill the nearest target.

Overwhelm
Level 8-12
Str 28-36
Sustained
Range Personal
Sustain Cost 50 Stamina
Cooldown 40
Use Speed 1 Turn
You overwhelm your foes with every strike, giving you a free attack at 30-80% damage on each hit against your target. On a critical, you also attack a different target that is adjacent to both you and your target. At level 5, each attack given by Overwhelm that hits has a chance to push foes back one square and letting you enter their square.

Final Strike
Level 12-16
Str 36-44
Activated
Range Melee
40 Stamina
Cooldown 20
Use Speed 1 Turn
Deliver your last strike to an enemy, dealing 200-400%weapon damage. This attack has a bonus to critical chance and critical multiplier equal to (Enemy's max life-current life)%. If this attack kills an enemy, all skills on this body have their cooldowns reduced by 1-3 and the stamina cost for Final Strike is refunded.

---------------------------------------------------------------------------------------------------------------------------------------

This class is still a work in progress. Any suggestions, advice, criticism, or anything else helpful will be enormously appreciated.
If anyone who can code well is especially intrigued by this class, please contact me through a PM. I am a very inexperienced coder and will welcome any and all help.

[bookmark: _GoBack]Thank you to everyone who offers help.
