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NameID Qty Cost Preqrequisite / Detail Min Lvl + Cost

10 Dual Wield Training

Allows the PC to use a weapon in both hands with no penalty. Rangers, Fighters,
Monks, and Thieves get this naturally at 1st level.

11 First Aid

In addition to the 2 bandages each character is allowed to use per day, a PC with
this ability may use an additional bandage per day equal to his level. Example: A first
level PC would get 3

bandages per day, a 2nd level PC would get 4 per day. Knights get this ability
innately at first level.

125 +3 Build Points at level 1

You get +3 build points at 1st level. If you are dual race i.e. half elf etc., you
gain +2 build points instead of +3.

52 Street Knowledge

This ability allows the PC to pick up gossip in a town. It acts as a weaker form
of major lore and can contain both true and untrue information. Subject to GM
knowledge.
This ability may be taken multiple times but each subsequent time costs an
additional 1 build point cumulative.

66 Interrogator

The character is able to extract a single answer from a living NPC. This is LI based
and takes 1 minute. This ability may be taken multiple times but each subsequent
time costs an additional 1

build point cumulative.

11 3 Human

27 Navigation

This allows a PC to always determine the direction. It also allows a PC to assert in
what general direction a major landmark/city lies, based on GM knowledge.

1 1 Human

119 Resist Poison I

The PC is naturally resistant to poisons. You are immediately aware that you have
been poisoned. Your innate resistance is such that - 1) if the poison normally
activates instantly, you have 15

seconds before it takes effect. 2) once active, you have double the standard amount
of time at each level of effect. Example 1. You touch contact venom poison. Instead
of immediately affecting you it

will takes 15 seconds to activate. If you can cure the poison in 15 seconds it will not
affect you in any way. Example 2: You trigger a Malagorth glyph. You will take the
10 points of No Defense

Damage, but the poison will not activate for 15 seconds. If you can cure the poison
AS SPECIFIED in 15 seconds it will not affect you in any way.

Example 3. If hit with Red Death you have 60-30-30 instead of 30-15-15 (feel
sick/unconscious/death).

1 0 Human

120 Resist Poison II

This ability Grants +1 to LI against Thieves Kill Dagger.

1 3 Human

Ability Points - Allocated: 18 7Spent: Remaining: 11
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