SOLAR EXPERIENCE AND ADVANCEMENT

(pg 269)

EXPERIENCE POINT COSTS:  

TRAIT:




COST: 

Increase Attribute:


Current Rating x4

Increase Favored Ability:


(Current Rating x2) -1

Increase Ability:



Current Rating x2

Increase Virtue:



Current Rating x3

Increase Willpower:


Current Rating x2

Increase Background 


Current Rating x2

Specialty:




3 

Essence:




Current Rating x8

New Charm or Spell:


10 (8 if a Favored or Caste Ability)

New Merit




Listed Cost x2

Dragon Blooded Charm


15 (12 if Caste Ability)

Spirit Charm/Charm of

Another Exalted Type (Eclipse Only)
20

TRAINING TIMES

(There are Charms that increase training speed)

MUNDANE TRAITS:

Favored or Caste Abilities:   No Training Needed

New Ability:    3 Weeks

Improve an Ability:    Rating x weeks

Improve an Attribute:    Rating x months

Gaining a Specialty:    3 weeks

Improve Virtue:    No training needed

Improve Willpower:    No training needed

MAGICAL TRAITS:

Improve Essence:  Rating x months

Learning a New Spell:  Circle x weeks

Learning Caste/Favored Charm:  Minimum ability x days

Learning Other Charms:  (Minimum ability + minimum essence) x days

