Experience Point Cost Chart

Trait





Cost
Attribute




Current rating x 4

Existing Ability



Current rating x 2

Specialty or Expertise (new or current)
1 per dot (up to 3 dots max)
New Ability




2
Virtue





Current rating x 2  *

Humanity




Current rating x 2

Willpower




Current rating

Faith Rating




Current rating x 7
Magic Rating




Current rating x 5
Magic Trait




Current rating x 2
Magic Spell




Current rating
New Magic Ritual



3

Magic Ritual




Current rating x 2  

* Raising a Virtue with experience points does not

raise the traits based on it, such as Humanity and Willpower

Maximum Dots

No trait on the character sheet may exceed 5 dots.  In a few, highly limited cases, it may be possible to advance a trait to 6 dots or higher by spending experience.  Also, some traits can be raised above the maximum of 5 temporarily thru magic or other means of supernatural enhancement.

Experience Training

For the sake of simplicity, there will be no set or required “training period” for the increase of various abilities and traits.  It will be presumed that, in game, characters are always working towards enhancing an ability or trait of some kind, and that once they have acquired enough experience points, the points can be immediately allocated and the ability or trait will increase immediately.

Experience points will be awarded during game play (not just at the end of each game session).  Often an experience point (or two) will be awarded after every relevant scene.  Players may expend their experience points at any time – during play, or off play.  If a player finds he has enough experience points accumulated at the conclusion of a scene to increase a trait by a dot, the player may immediately spend the experience points and increase the trait.  The only restriction here is that such experience point use increases cannot take place during combat or when the character is engaged in encounter-related activity.  See GM if questions.    



