PLAYER’S GUIDE TO PC ADVANCEMENT AND EXPERIENCE

EXPERIENCE COST FOR ADVANCEMENT:


TRAIT INCREASE:
Attribute:  


Next level x4 (-, 8, 12, 16, 20, 24)

Increase Ability:  


Next level x2 (3, 4, 6, 8, 10, 12)

Background:  


Next level x2 (2, 4, 6, 8, 10, 12)
Background Enhancement (L6):  
6
Mega-Attribute:


Next level x5 (6, 10, 15, 20, 25)
Quantum Power (Level 1):

Next level x3 (3, 6, 9, 12, 15)
Quantum Power (Level 2):

Next level x5 (6, 10, 15, 20, 25)
Quantum Power (Level 3):

Next level x7 (9, 14, 21, 28, 35)
Willpower:  


Next level x1 (-, 2, 3, 4, 5, etc.)
Quantum:


Next level x8 (-, 16, 24, 32, 40)
Quantum Pool:


3 per dot
Initiative: 


Next level x1 (-, 2, 3, 4, 5, etc.)
Merit:  



Next level x3 (3, 6, 9, 12, 15)
NEW TRAITS: 

New Ability:  


3

Specialty:  


1

Background:  


3
Merit:  



3
Enhancement:


5 
Mega-Attribute:


6
Quantum Power (Level 1):

3
Quantum Power (Level 2):

6
Quantum Power (Level 3):

9
TAINT NOTE!:  After the Campaign begins, PCs will be able to purchase Quantum, Quantum Powers, and Mega Attributes and Enhancements at ½ price, but must take a permanent point of Taint!  If a PCs acquires 10 points of permanent Taint, they become an NPC monster under GM control.  (Odds are about even in this campaign about whether you will lose a PC to Taint or the hazards of Omega World, so beware).  
PCs can advance and self train in any area except certain Abilities (i.e. Computers) which must be acquire through some in game training or tutoring.  Once a PC has their first dot in even those Abilities, they can continue to self train. 
PCs will generally receive 5 Experience Points per game session.  In addition, PCs will gain more Experience Points in larger chunks 
