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ATTRIBUTE: to increase *1 pip

Cost = # of CP before the "D" times 10
Training time: One week per CP spent
with a teacher. Two weeks per CP
spent without a teacher.

All skills under attribute (except
advanced) also increase accordingly

1D+2

o

13 | 16 | 20 | 24

2D

15 | 19 | 23 | 27

2D+1

13

17 | 21 | 25 | 30

2D+2

15

19 | 23 | 28 | 33

3D

17

21 | 26 | 31 | 36

3D+1

18

23 | 28 | 33 | 39

SKILL: to increase +*1 pip

Cost = as many CPs as the # before the
"D" to improve a skill’s die code by one
pip.

Training time: as attribute. (may reduce
by 1 day per CP spent to reduce training
time.)

A skill can only improve +1 pip between
each episode (no playing time) if the
skill was used in the previous
adventure.
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SPECIALIZATION: to increase +1 pip
Cost = 1/2 the # of "D" under skill
(round up)

Training time: as skill
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ADVANCED SKILL: to increase +1 pip
Cost = # of CPs before the "D" times 2
Cost = prerequisite for skill + CP to learn
at +1D under skill.

Training time: as skill.
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MOVEMENT: to increase by 1 meter
Cost = CP of current move
Training time: as skill.
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FORCE SKILL: to increase +1 pip
Genetic base skill cost = as attribute
Choice base skill cost = as attribute
+ 2CP

Powers cost = listed with power

1D = below average human

2D = average untrained human

3D = average trained human

4D = professional-level trained human

5D = above average expertise human

6D = 1in 100,000 (city) will match
training level

7D = 1in 10 million (large city/
continent) will match training level

8D = 1in one billion (large continent/
planet) will match training level

9D = 1in ten billion (large planet) will
match training level

10D = 1in 100 billion (sector) will match
training level

12D = 1in one trillion (region) will
match(training level

cm = among the best in the galaxy )
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