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�Accelerated Mending - PC’s injuries heal twice as fast as normal.


Acute Hearing - Enables PC to perceive, isolate and understand any sound. Range is 100’ for open areas or 25’ when listening through solid objects.


Acute Smell - Enables PC to perceive and distinguish odours up to 100’ upwind, 2000’ downwind and 500’ in still air. +25 Bonus to tracking odours experienced previously.


Agression - +10 Bonus to base attack or elemental spell rolls


Archtype - x2 normal power points. If a power point multiplier is used, increase bonus by 1.


Archmage Abilities - PC has Archmage abilities. Base lists do not change.


Armoured Skin - Roll 2D10 for armour type.


Aura - +1 power point per level.


Bane - PC may pick one creature type against which all crits are slaying. Subject to GM approval.


Blessed - PC enjoys the favour of his God. Also gets the disfavour of the God’s enemies.


Breath Weapon - 1/day. 1’R, Range 20’.


Judge of Weaponry - PC determines + or - on weapons & armour, magical or non-magical.


Dark Temptation - PC learns 1 Evil spell list to 50th level. GM nominated.


Warrior - All melee weapons used by PC gain +10 to OB.


Agility Focus - Dev pts x2 for Ag.


Constitution Focus - Dev pts x2 for Co.


Memory Focus - Dev pts x2 for Me.


Reasoning Focus - Dev pts x2 for Re.


Self Discipline Focus - Dev pts x2 for SD.


Differing Eyes - PC’s eyes differing colour. 1rd to reorient vision to see invisible objects, but not visible organic objects. 1rd to reverse procedure.


Directed Weapons Master - 1 wpn category yields 3 ranks for every 2 developed. All other weapon development costs are doubled.


Disarm Skill - PC may attempt to disarm an opponent. NPC OB - PC OB + OE die roll. 101+ enemy must roll RR Vs PC’s level or lose wpn.


Eloquence - PC requires 1 less round to prepare spells. Still requires 1rd minimum.


Enchanting Quality - PC is naturally proficient with spells. Knows one spell list up to first pick. If PC is a non spell user or semi spell user, spell list development costs are halved.


Enticing Eyes - PC has sparkling eyes which add +15 bonus for all actions involving leadership or influence. Ie public speaking, seduction, “charm spells”, etc.


Ethereal Sight - PC sees invisible or ethereal items if he concentrates


Exceptionally Enchanted - PC has +50 RR bonus Vs spells from 1 realm. 01-40 = Essence, 41-70 = Channeling, 71-00 = Mentalism. +25 bonus to cast such spells or understand, use inscriptions or items based on that realm.


Eye of the Tiger - PC may prepare for adrenal move “Strength” except success = level + (SD mod + Em mod)/2. Success = OB & DB modified by +15 for the next round.


Favoured - Liked by a very high ranking noble.


Hammerhand - Hands hit as maces when using Martial arts strikes. 


Immovable Will - Immune to fear and charm attacks. Sleep attacks halved for attack level and duration.


Firewalker - Immune to fire 1/day for 10min/lvl


Power Taker - Increase PP’s by 1 each time a spell is cast with PC as target. Total PP’s may not exceed normal maximum.


Infravision - PC sees sources of heat up to 100’ away as long as it is dark.


Innate Magician - PC designates 1 spell list on which he never makes an ESF roll.


Invincible - PC unaffected by stun results.


Chaney - Invisible 1/day


Beman - Leaping range doubled


Leg Spring - PC has “spring”. +10 bonus to leaping M/M. Vert jump of 4’, standing jump of 8’ or running jump of 20’ is routine. PC’s hands receive +10 bonus for manipulation or strength. Ie picking locks, rowing or pulling ie pulling a rope or firing a non-mechanical bow.


Lightning Reactions - PC has +5 DB, +5 OB and +2 for determining initiative. +25 to Iai.


Light Sleeper - PC may make perception roll to awaken & act in same round from normal sleep.


Lore - May learn arcane lists as if base lists.


Lucky - +5 x 1D20 to any roll 1/day. Must decide before making the roll.


Lucky - Once/day may reroll one die roll.


Lung Capacity - PC’s lung capacity allows him to hod his breath for 5 mins without damage.


Iron Will - x2 SD bonus or raise to +10 whichever is the higher.


Sniper - Sniping skill dev costs are halved.


Martial Arts Training - Non-monk PC’s may train in M/A, adrenal moves and defense at monks cost. Monk and Warrior Monk have no penalty when using weapon kata.


Calisthenics - PC development costs are as a dancer. Dancers cost is 2/5.


Mind over Matter - Adrenal moves skill bonuses modified by +5 x 1D20/attempt.


Mind over Matter - Adrenal defense skill bonus modified by +5 x 1D10/attempt.


Mover  - Base movement rate is doubled.


Multiple Limbs - PC has 1D4 extra limbs. PC choses which limbs.


Natural Archer - All negative range mods x1/2.


Natural Assasin - Ambush skill dev costs are halved.


Natural Facility with Armour - All armour development costs are halved.


Natural Physique - Body development costs are halved and racial max is increased by 50%.


Natural Weapons Master - PC may develop skill ranks in one class of weapon. All weapons in that class use that skill rank for OB’s.


Neutral Body Odour - PC’s odour is neutral which cannot be smelled and masks odour of anything within 5’R.


Awareness - Never surprised.


Nimble Skeleton - PC has +20 bonus to Moving maneuvers.


Outdoorsman - PC gets +50 to foraging, fire starting and locate shelter rolls while outdoors. +20 to tracking, tracking and stalk/hide rolls.


Power - PC knows any one list to 50th level. May be of any realm or profession.


 Portage Skill - Encumbrance penalties are halved.


Healing Touch - PC touches a target with a disability or disorder which must make a RR or the target is permanently cured. 


Quick Concentration - PC’s ability to concentrate and focus enables him to prepare actions 1 rd faster than normal.


Quick Stride - PC has quick & quiet stride. +20 to stalk. Allows ambush on anyone PC can strike from behind with +2 ambush bonus. +20 for balancing maneuvers.


Regeneration - PC heals at 1 hit/rd.


Resiliency - Reduce hits from attacks by 1D10.


Resiliency - Reduce hits from attacks by 1D20.


Resiliency - Reduce crits by 1 severity level.


Resiliency - Reduce crits by 2 severity levels.


Resiliency - Reduce magical hits by 1D10.


Resiliency - Reduce magical hits by 1D20.


Resiliency - Reduce any magical crits by 1 severity level.


Resiliency - Reduce any magical crit by 2 severity levels.


Resiliency - Reduce any physical hits by 1D10.


Resiliency - Reduce any physical hits by 1D20.


Resiliency - Reduce any physical crit by 1 severity level.


Resiliency - Reduce any physical crit by 2 severity levels.


Resistance - +25 bonus RR for any 1 Realm.


Scope Skills - Radii & # of targets is doubled.


Shape Change - Aerial and land animal shapes.


Shape Change - Aerial animal shape.


Shape Change - Land animal shape


Shape Change - Random shape.


Spacial Skills - Range factor of all PC’s spells are doubled. “Self” becomes “Touch” and  “Touch” becomes 5’. 


Spell Invincibility - PC unaffected by 1st level spells.


Spell Invincibility - PC unaffected by 1st & 2nd level spells.


Spit Contains Acid - 1D100 Potency. Useable 1/day. Delivers “A” acid criticals.


Subconscious Preparation - Readies weapons and bows 1rd quicker than normal.


Survival Instinct - When parrying with entire OB, PC gains +25 bonus.


Taste Bad - 75% chance monster will spit PC out and won’t eat him.


Temporal Skills - Duration of PC’s spells are doubled. Concentration spells unaffected.


Tolerance - PC may take 150% of total hit points before becoming unconscious.


Null Factor - Undetectable by magic.


Unnatural Stamina - PC may run at 3x movement rate without tiring for 8hrs.


Unusually Strong - PC has +20 strength bonus in addition to normal bonus. PC is maximum size for one of his race.


Withstand Pain - PC withstands pain and gains +3 to each body dev skill rank roll.


00	Wings - PC can use wings to fly. Flying rate is equal to Base movement rate with Mod due to stride subtracted instead of added.
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