Race
Special
CF

+1 INT
8 CF

Demigod
---
325

+1 Other Attribute
4 CF

Hilex
Venom
300

+5 HP
2 CF

Zorr
Anti-Magic
300

+1 MP
1 CF

Kesprit (Dragon)
Smoke
300

+2 Special
1 CF

Ethereal
Tangibility
300

+1 Edge
10 CF

Ifrenon
Fire
285

100 Silver (1 Gold)
1 CF

Human
Intuition
275

10,000 Copper
1 CF

Terrack
Earth Control
275

Quin
Regeneration
275

Talcon
Psi
250

Aurq
Water Control
250

Folex
Aero
250

Kiqui
Will
175

Skills







Knacks
roll
cost

Acrobatics
A
O

Perception*
M
N

Beseeming
(10+)
5

Appraisal
M
N

Persuasion
S
N


(8+)
10

Axe
A
C

Pick Pocket
P
O


(6+)
15

Begging
S
O

Poison
M
O

Dowser (ally)
(8+)
6

Bow
A
C

Quickdraw
P
C


(6+)
 10

Carpenter
P
N

Running
P
N


(4+)
14

Climbing
A
O

Scribe
M
S

Dowser (enemy)
(11+)
6

Club
A
C

Scrounge
S
N


(9+)
10

Crossbow
P
C

Seduction
S
O


(7+)
14

Cryptology
M
O

Shield
A
C

Come-Hither
(11+)
6

Disguise
M
N

Smith
P
N


(9+)
11

Escape Artist
P
O

Spear/Pole
A
C


(7+)
17

Evasion
P
C

Special Interest*
--
O

Doodlebug
(9+)
8

Flying
A
N

Spells*
M
S


(6+)
16

Forgery
M
O

Sprinting
A
N


(3+)
24

Gambling
M
O

Staff
A
C

Spark
(11+)
8

Herb Lore
M
N

Stealth
P
N


(8+)
16

Horseback
P
N

Swimming
A
N


(5+)
24

Impersonation
S
O

Sword
A
C

Warding
(9+)
10

Interrogation
S
O

Taming
S
N


(8+)
15

Intimidation
S
N

Teaching
S
O


(7+)
20

Knife
A
C

Throwing
A
C

Green Song
(5+)
15

Language*
M
N

Tinker
M
N


(4+)
20

Leadership
S
N

Tracking
M
O


(3+)
25

Locksmith
P
O

Training
M
N

Lore
M
N

Tunneling
A
O

Mining
P
O

Unarmed Combat
A
C

Navigation
M
N

Voice
S
O

Negotiation
S
N

Whip/Flail
A
C

Skill Level
Cumulative Cost

1
3 CF

2
9 CF

3
18 CF

4
30 CF

5
45 CF

6
63 CF


Advantages

Disadvantages


12
Ambidextrous




12
Adv. Magical Training (extra syllable)*




10
Exceptional Attribute*




28
Exceptional Potential*

Unexceptional Potential
+10

45
Incredible Health (2x health)

Weakling (½ health)
+25

20
Magical Aptitude

Magical Ineptitude
+10

35
Mana Well (2x mana)

Mana Lack (½ mana)
+25

12
Natural Aptitude (obscure skill)*

Natural Ineptitude (obscure skill)
+8

24
Natural Aptitude (normal skill)*

Natural Ineptitude (normal skill)
+14

30
Natural Aptitude (spells skill)*

Natural Ineptitude (spells skill)
+20

36
Natural Aptitude (combat skill)*

Natural Ineptitude (combat skill)
+26

15
Racial Strength

Racial Deaf
+18

10
Remarkable Edge




30
Sixth Sense: Danger




25
Sixth Sense: Life




25
Sixth Sense: Magic




15
Seventh Sense




25
Toughness

Frailty
+25

8
Well-Equipped (B)




15
Well-Equipped (C)




20
Well-Equipped (D)







Blunt Edge
+30




Magic-Deaf
+75

*May be purchased multiple times

Improvement
Cost

New Skill (L1)
10 SP, 1 AP

Skill Level +1
10 SP, [new level] AP


[new level x2] AP


[new level x10] SP (not above LRN)

BLD +1
50 Athletic SP, [new level x2] AP


[new level x10] AP

REF +1
50 Physical SP, [new level x2] AP


[new level x10] AP

INT + 1
100 any SP, [new level x2] AP


[new level x20] AP

LRN + 1
50 Mental SP, [new level x2] AP


[new level x10] AP

CHA + 1
50 Social SP, [new level x2] AP


[new level x10] AP

HP + 2
1 AP

HP + 5
2 AP

MP + 1
7 Spells SP

MP + 2
3 AP

Special +2
1 AP

Edge + 1
10 AP

