Students Stats 

Football jock

Stats
Health – 150
Energy –75
Attack –30
Defense - 40
Movement Range -  4
Turn Speed - 7
Starting Abilities
· Slam – Basic melee attack. 0 energy.
· Tackle – Moderate-High Physical damage, 30% chance to stun target. 25 energy.
· Football Throw – Ranged Attack. 10 energy
· Passive: Defensive Line – Enemies are more likely to attack the Football Jock.
Leaned Abilities 
-The abilities listed here are largely universal to all members of this class, regardless of subclass.

· Rush – Able to hit an enemy two spaces away by rushing him, High Physical damage. 30 energy.
· Passive: Big Man on Campus – All allies within 3 spaces have their attack and defense buffed.

· Blocking Play – Redirects attacks aimed at target to himself until his next turn. 10 energy.

· Knockback – Knocks back enemy one space, moderate physical damage. 15 energy.
· Victory Dance – Heals himself, further increases chance that enemies will attack the football jock until his next turn. 15 energy.

· Passive: Home Field Advantage – Very slightly increases all allies’ attack, defense, and evasion.

· Blitz – Very high 4-square linear AoE damage, can choose to move to the other side of the enemies. 50 energy.
Subclasses:

-While the abilities above are universal, they often have multiple themes. Subclasses emphasize one of those themes, giving additional abilities to focus the character’s role while still allowing them access to the global abilities of their class.
Big Man on Campus
-Focuses on (largely offensive) buffs to him and his allies. People get stronger by being near him, as seen in the ability above with the same name.
Future Pro
-Emphasizes football-based abilities, which focus on protecting his allies and himself, as well as granting him a few mobility options.

Cheerleader

Stats
Health – 120

Energy – 100

Attack – 15

Defense - 15

Movement Range - 3

Turn Speed - 8
Starting Abilities

· High Kick – physical damage. 0 energy.
· Healing Cheer – Medium heal to a single student within 4 spaces. 0 Energy.
· Greater Healing Cheer – Medium heal to students within 3 spaces, including cheerleader. 30 energy.
· Passive: Skimpy Clothes and Sexy Moves – Increases dodge chance; enemies within 4 spaces of the cheerleader whenever she uses an ability have a 15% chance to be captivated, delaying their turn.
Learned Abilities - Universal
· S-P-I! R-I-T! – Revives an adjacent dead ally. 50 energy.
· Passive: Human Pyramid – Increases the power of all cheerleader abilities if the cheerleader is adjacent to two or more allies.
· Gossip – Ranged attack, light damage, light damage on each of the target’s turns for the next 3 turns. 20 energy.
· Revitilizing Cheer – Removes debuffs on the target student, makes them heal a little bit at the beginning of their next three turns. 20 energy.
· Backflip – Moves the cheerleader up to 4 spaces, can move through obstacles and enemies. 10 energy.
· Power Cheer - Increases the attack and defense of the target student for 3 turns. 20 energy.
· Victory Cheer – Very large heal to all allies within 5 spaces and removes their debuffs. 65 energy.

Subclasses:
Dedicated to Cheerleading
-Dedicated healer and buffer. Most powerful healing abilities in the game.

Alpha Bitch
-The Alpha Bitch gains ranged attacks and debuffs, allowing for a more offensive style.

Goth
Stats
Health – 110

Energy – 125
Attack – 25
Defense - 30
Movement Range - 4
Turn Speed -6
Starting Abilities
· Katana Strike – standard physical attack. 0 energy.

· Dark Poetry – Basic darkness ranged attack, medium damage. 20 energy.
· Brood – Restores some HP, dramatically increases damage of next attack. Goths are balanced around brooding every other turn – their abilities do noticeably less than average damage without brooding, but right around double normal damage (since they have to brood every other turn) with the brood buff. 0 energy.

· Passsive: Stays in the Shadows – Enemies are less likely to attack the goth.
Learned Abilities

· Crushing Despair – Medium cross-shaped AoE ranged damage, reduces target accuracy for a turn. 30 energy.
· Passive: Nonconformist – Does extra damage, is more evasive when no allies are within two squares.
· Katana Slice – Does fairly heavy damage to three spaces in front of the goth. 30 energy.
· Shroud of Darkness – Raises the evasion of the goth and all nearby allies within 1 square for two turns. 15 energy.
· Darkness Flows – Linear AoE of darkness, 5 long, 3 wide, light-medium damage. 50 energy.
· Passive: Overwhelming Angst – All enemies that start their turn within 2 spaces of the goth take a small amount of damage.
· Darkness Unleashed – Ranged attack, deals heavy damage to a cross-shaped AoE, delays enemy turns. Heals the goth for 20% of the damage done. 70 energy.
Subclasses:

Gloomy Goth
-Focuses on evading attacks, lowering their chance of being attacked, and using ranged darkness attacks. Brood gains the additional effect of lowering their chance to be attacked.
Perky Goth
-Focuses more on melee attacks, and gains a few healing abilities. Brood becomes Love Life, which also heals nearby allies when used.
Nerd 

Stats
Health – 100

Energy – 150

Attack – 10
Defense - 20

Movement Range - 3

Turn Speed - 5

Starting Abilities

· CD Throw – Basic ranged attack. 0 energy.
· Ability: Lag Time – Delays enemy turn slightly, ranged 4, cross-shaped AoE. 0 energy.
· Hack Health – Increases the ally’s hp to full, then subtracts an amount of hp equal to the amount of hp they had at the time this ability was used. 10 energy.
· Passive: Social Pariah – Slightly reduces the attacks and defenses of enemy targets they attack, for three turns. Can stack up to three times.

Learned Abilities
· Robot drone defender – Nullifies the next attack that the target student takes. 30 energy.

· Hacked CD Throw – Deals medium ranged damage to a single target, and infects them with a virus, dealing light damage to them at the beginning of their next three turns.  25 energy.

· Passive: Used to Bullying – Increased defenses, hastens next turn whenever damaged.
· Malware Removal – Removes all negative effects from a student, heals them slightly. 15 energy.
· Ability: Hack Stats – Flips ally or enemy physical and special defenses. 15 energy.
· Passive: Supernerd – Increases energy regeneration. Social Pariah now triggers on any target that damages the nerd, in addition to any target attacked by the nerd.
· Shutdown – Deals heavy ranged damage to a cross-shaped group of enemies. If a target is killed by this attack, it restores 20 energy per target killed to the nerd. 70 energy.
Subclasses:
Computer Supernerd

-Focuses on computer-based abilities, primarily buffs and debuffs with odd effects.
Robot Mastermind
-Focuses on robot building, which provide a few buffs and debuffs, but are more offensive than the Computer Supernerd’s abilities.

Band Member
Stats
Health – 110
Energy – 110
Attack – 40
Defense - 20
Movement Range - 4
Turn Speed -6

Starting Abilities: (all ranged abilities have a default range of 4 for their central square)

· Musical Blast – Damaging AoE ranged attack. Basic cross shape. Light Damage. 0 energy.
· Peppy Tune – Increases the movement range of all nearby allies. 0 energy.
· Forte – Single-target higher damage attack. 20 energy.
· Passive: Instrument of Choice – Raises one stat depending on which instrument is chosen
-Trumpet: Ranged attack damage
-Flute: Critical hit chance
-Tuba: Defenses
-Trombone: Attack Range
-Drums: Movement Range

Learned Abilities


· Piercing blast: Linear AoE, 5 long. High damage. 30 energy.

· Passive: Rhythm– Elliminates chance to miss, increases chance to critically hit.

· Stunning Performance – Single-target attack, light damage, stuns target. 20 energy.

· Musical Assault – High damaging cross-shaped AoE. 20 energy.

· Beautiful Melody – Heals all nearby allies. 25 energy.

· Passive: Instrument Mastery – Further increases the stat raised by Instrument of Choice.

· Fortissimo – Very high damage 3x3 box attack, does more damage to central target. 50 energy.

Subclasses:
Marching Season

-Focuses on abilities that buff their allies, as well as a few mobility granting abilities.
Concert Season
-Focuses more on raw power for their attacks.

Skater
Stats
Health – 130
Energy –80
Attack –50
Defense - 30
Movement Range -  5
Turn Speed - 7

Starting Abilities
· Ollie – Basic melee attack. Can move skater to the other side of the enemy. 0 energy.

· Grind – Linear AoE, 3 squares long. Moves the skater through the spaces to do damage. 20 energy.

· Passive: Menace to Society: Enemies target skaters more often, but have an increased chance to miss them.

· Passive: Mobility: If they have movement spaces left over after they move and attack, they can finish their move.

Learned Abilities
· Sick Freestyling – Increases the attack damage dealt by nearby allies. 30 energy.

· Heelflip – Attacks all nearby enemies. 20 energy.

· Passive: Street Skateboarding – Can move over smaller obstacles.

· Crooked Grind – Stronger version of grind, five spaces long. 40 damage.

· Poser Accusation – Strongly Debuffs  the enemy’s defense. 40 energy.

· Passive: Pro Boarder: Increases movement range by 1. Increases dodge chance.

· Incredibly Awesome Kickflip – Deals heavy damage to all adjacent enemies, decreases enemy attack, increases nearby ally attack. 60 energy.


Subclasses:
Menace to Society

-Focuses more on debuffs, and to a lesser extent, buffs.
Pro Boarder
-Focuses on mobility and power.
Swim Team Member
Stats
Health – 120
Energy – 90
Attack – 55
Defense - 20
Movement Range - 5
Turn Speed - 8

Starting Abilities
· Swift Kick – Melee attack. 0 energy.

· Aqua Blast – Linear water AoE, 4 spaces in front of him, light damage. 0 energy.

· Forceful Spray – Cone-shaped water AoE, higher damage, pushes enemies one square. 20 energy.

· Passive: Flow – Movement speed cannot be reduced, turn speed cannot be reduced.

Learned Abilities
· Torrent: Linear water AoE, medium damage, 5 spaces in front of him. Pushes enemies to the end of the AoE. 30 energy.

· Passive: Shaved Legs – Increased dodge rate, Increases turn speed.

· Flurry of Blows – Melee attack that hits the three squares in front of him for medium damage. 20 energy.

· Tidal Force - 5x5 square of light damage, medium pushing effect in front of him. 30 energy.

· Gather Focus – Increases damage of next attack by 1.5x, reduces damage taken until next turn. 10 energy.

· Passive: Mastery of the Four Strokes – Increased movement range and turn speed.

· Tsunami – 3 wide, 5 long aoe that does high damage and pushes enemies back. 50 energy.


Subclasses:
Water Master

-Focuses on powerful water attacks that usually have a linear area of effect and can push enemies back.
Physical Dude
-Focuses on powerful single-target attacks (often kicks), as well as increasing his stats in various ways, particularly turn speed, movement speed, and evasiveness.

Drama Club Member
Stats
Health – 110
Energy – 110
Attack – 40
Defense - 25
Movement Range - 4
Turn Speed -6

Starting Abilities
· Slice – Melee attack. Higher damage than most other basic attacks. 0 energy.

· DRAMATIC! READING! – Deals decent damage to all enemies and allies within 2 squares of him. 20 energy.

· Special Effects: Fire – Single target ranged attack. 20 energy.

· Passive: Acting “Talent” – The Drama student’s attacks cause the target to wince, pushing back their turn slightly.
Learned Abilities
· Monologue – Restores the Drama Club member’s HP, pushes away all enemies and allies within 3 squares. 15 energy.

· Flashy Fencing – Does damage to all enemies and allies in a circle around the drama club member. 30 energy.

· Special Effects: Lightning – 2-target ranged attack. 30 energy.

· Musical Number - All allies and enemies within 3 squares cannot attack for their next turn. 40 energy. Can continue to channel this ability for 20 energy per turn, cannot move or attack if this is done.

· Gather Focus – Increases damage of next attack by 1.5x, reduces damage taken until next turn. 10 energy.

· Passive: Guilty Pleasure – All allies regain a small amount of hit points whenever the Drama Club Member uses an ability.
· Unrestrained Ad Lib – Deals heavy damage to all allies and enemies within 3 squares. Inflicts a random status effect on each target hit by the attack, and is guaranteed to trigger Acting “Talent.” 50 energy.

Subclasses:
Speaking Master!
-Focuses on area of effect attacks that often inflict debuffs, but can hurt allies.
Special Effects Master!
-Focuses on various direct attacks with no chance of hurting allies, and sometimes include secondary effects like stunning.

Chess Team Member
Stats
Health – 90
Energy –130
Attack –20
Defense - 25
Movement Range - 3
Turn Speed -6

Starting Abilities
· Threaten – Basic ranged attack. 0 energy.

· Pin – Immobilizes the target for one turn. 0 energy.
· Gambit – Slides an ally within three squares up to three squares, increases target’s offenses and reduces defenses for a turn. 20 energy.

· Passive: Boring Game, Nerdy People – The chess team member is sometimes completely ignored by enemies.


Learned Abilities
· Fork – Basic ranged attack against two different enemies. 20 energy.
· Castle – Exchange the position of two allies within five squares of the chess team member. 15 energy.
· Passive: Knight’s Move – Chess Team Member can move through obstacles, enemies, and walls, but only if he moves two spaces in one direction and one in another; he cannot end his turn in the same space as an obstacle, enemy, or wall.
· Check – Moderate damage to a single target. 30 energy.
· King’s Gambit – Slides an ally within 5 squares up to 5 squares, dramatically increases target’s offenses and defenses for a turn. 40 energy.
· Passive: Grandmaster – Increases the turn speed of all allies that start within three spaces of the chess team member, and increases the chess team member’s turn speed.
· Checkmate – Instantly kills an enemy. 70 energy. (Bosses are immune, but take heavy damage.)
Subclasses:
Aggressive Player

-Focuses on ranged attacks and granting their allies extra attacks.
Positional Player

 -Focuses on repositioning their allies and themselves.
