Leveling Up

Type



Cost



Effect

1:
Proficiencies


1



more skills

2:
Magic Proficiencies

1



more magic

3:
10 Thief Points


1



more sneaky

4:
Defense



4



parry/dodge

5:
Quiet Casting


3



no verbal components

6:
Readiness


4



- 1 initiative

7:
Hit Points


4



more health

8:
Melee Rating


4



better melee skill

9:
Missile Rating


4



better missile skill

10:
Concentration


4



*

11:
One Handed Casting

4



can cast spells one handed

12:
Racial Enemy


4



+ 4 to hit and damage

13:
Magic Resistance


4



- 1 magic resistance

14:
Melee & Missile rating

6



better chance to hit

15:
Skill at Arms


6



**

16:
Ambidexterity


6



two good hands

17:
Stealthy Magic


7



no somatic components

18:
Berserk



7



***

19:
Attributes


10



+ 1 to an Attribute

20:
Magic Specialization 

10



****

21:
Inner Strength


12



spirit regenerates 1/hour

22:
Strength of Will


12



*/

*
Caster has ½ normal agility but can not have spells interrupted

**
The possessor of this skill has a basic understanding of all weapons, weapons that require much skill and practice, such as the sword and bow, can be used at a –2 instead of the usual –4.  Simple weapons, such as clubs and crossbows, can be used with no penalty.

*** 
+2 to hit and +2 to damage.  1 round is required to berserk and you fight to –Ps hp, successful intelligence check at –2 to regain control 

**** 
All spells of the chosen element can be bought for one less magic proficiency than normal.  Also the mage may gain one higher rank than his intelligence allows and casts spells as a rank higher than he actually is.  All spells of the chosen element are at a +1 modifier, and all saves made against the caster’s spells are made at a –1.  The caster may not learn spells from the opposing discipline, and all other spells take an additional spell proficiency to learn.

*/
You can spend one point of spirit to gain a +5 bonus to a physical attribute check or a saving throw.

When leveling the character can buy


-A number of proficiencies equal to ½ his intelligence


-A number of magic proficiencies equal to ½ his spirit


-Thief points equal to ½ his dexterity


-If the character has exceptional physique he may buy hit points twice


-If the character has exceptional dexterity he can purchase the same attack rating twice


-If the character has exceptional dexterity he can purchase defense twice


-A new spell takes a number of magic proficiencies equal to its rank, plus or minus any modifiers


-A new rote requires 3 leveling points, plus or minus any modifiers

