STAT PICKS





Constitution





A Picks:



Unnatural Stamina as the background option.

Tolerance as the background option.

Healing at twice the normal rate.

Stat Loss (due to stress) never occurs upon gaining a level; ie stat gain rolls of 01-04 are ignored.

Clotting 1 as the spell, once per round.





B Picks



Natural Physique as the background option.

Pain Relief 1 as the spell.

Major Fracture/Cartilage Repair as the Healer spell.

Muscle/Tendon Repair as the Healer spell.

Preservation as the Cleric spell, 1hour per level duration.

Cut Repair as the spell.

Healing at three times the normal rate. (Not cumulative with 3 above.)

Skin Toughens to AT 3 permanently.

Poison/Disease Resistance 1 as the open channeling spell.

Stuns from each blow are reduced by one round.

Development Points from Constitution x 1.5.





C Picks



Undisease/Unpoison as the open channeling spell, usable 5 times per day.

Cancel True as the closed essence spell, usable 5 times per day. 

Major Vessel Repair 1 as the Healer spell.

Major Fracture Repair True as the Healer spell.

Muscle/Tendon Repair True as the Healer spell.

Criticals are reduced by one level in severity.

Development Points from Constitution x 2.0.





D Picks



Undisease/Unpoison as the open channeling spell, usable an unlimited number of times per day (self only).

Skin Toughens to AT 11 permanently.

Major Vessel Repair 3 as the Healer spell.

Bone Regeneration as the Healer spell.

Muscle Regeneration and Tendon Regeneration as the Healer spell.

Criticals are reduced by two levels in severity.

Agility





A Pick



Natural Facility With Armour as the background option.

Body Control as the Nightblade spell.

Landing (10’/level) as the closed mentalism spell.

Edgerunning as the Monk spell.

Fumble Ranges are halved (round down).





B Picks



Ambidextrous. All 1 handed melee weapons can be used in either hand at no penalty.

Weapon Kata Penalties are eliminated.

Directed Elemental Attack Spells may be parried using melee OB’s and a weapon/shield.

Agile Parrying ability causes opponents to resist Vs PC’s level or be disarmed. PC must use at least half OB to parry.

Development Points from Agility x 1.5.





C Picks



Scope Skill as the background option.

Multiple Attack Penalties are reduced by 50%.

3.   	Pinpoint Accuracy. All missile, directed spell, or melee criticals are incresed by one level of severity.

4.   	Deftness. OEH rolls with an Ag bonus are 91-100.

5.   	Sureness. OEL rolls with an Ag bonus are 01-02.

6.   	Development Points for Agility x 2.0.





D Picks



Multiple Attack Penalties are reduced by 75%.

Pinpoint Accuracy. All missile, directed spell, or melee criticals are increased by two levels of severity.

Permanent +15 Bonus to all actions requiring manipulation.

Agile Parrying ability causes opponents to resist Vs PC’s level or be disarmed. PC must use at least 25% OB to parry

Deftness. OEH rolls with an Ag bonus are 85-100.

Sureness. OEL rolls with an Ag bonus are 01.



















Self Discipline





A Picks



Courage as the Paladin spell.

Levitation as the closed essence spell.

Meditation 3 as the Shaman spell.

Unpain 50% as the open mentalism spell.





B Picks



Improved Frenzy: When frenzied, defense is normal and crits are reduced one level. 116 to reach this state.

Iron Will: Adds +50 to RR’s Vs mind influencing spells.

Stuns accumulated from each blow are reduced by one rd.

Concentration 2 as the Monk spell.

Unpain 100% as the open mentalism spell.

Development Points for Self Discipline x 1.5.





C Picks



Unpresence as the Mystic spell.

Hyperfrenzy: as above, but instantaneous spells may be cast while frenzied, crits are reduced by two levels, and a roll of 131 must be attained.

Mountain Heart 1 as the Nightblade spell, usable 3/day.

Temporal Skill as the background option.

Permanent +15 Bonus to RR’s that can be actively resisted.

Self Keeping as the Monk spell.

Development Points for Self Discipline x 2.0.





D Picks



Mountain Heart 2 as the Nightblade spell, usable 3/day.

Stuns accumulated from each blow are reduced by two rds.

Unpain True as the open mentalism spell.

Permanent +25 Bonus to RR’s that can be actively resisted.

Iron Will: Adds +75 to RR’s Vs mind influencing spells.

Control: skills with SD as a bonus have OEH rolls of 91-100, OEL rolls are 01-02.





















Memory





A Picks



Total Recall as the closed mentalism spell.

Languages are learned at half cost and time.

Study 1 as the Bard spell.

Procedural Memory allows two chosen skills to be developed at half cost. Must be specific.

Permanent +10 Bonus to all skills with Me bonus.





B Picks



Subconscious Discipline as the background option.

Spell Store as the closed essence spell, except that one other spell can be cast before the stored spell.

Permanent +15 Bonus to all skills with Me bonus.

Procedural Memory allows four chosen skills to be developed at half cost. Must be specific.

Development Points for Memory x 1.5.





C Picks



Development Points for Memory x 2.0.

Procedural Memory allows seven chosen skills to be developed at half cost. Must be specific.

Permanent +20 Bonus to all skills with Me bonus.





D Picks



Permanent +25 Bonus to all skills with Me bonus.

Study True as the Bard spell.

Learn Language 5 as the Bard spell.

Procedural Memory allows ten chosen skills to be developed at half cost. Must be specific.

Memory: skills with Me as a bonus have OEH rolls of 91-100, OEL rolls are 01-02.

































Reasoning





A Picks



Judge of Weaponry as the background option.

Detect Lie (50% chance per lie).

Observation as the closed mentalism spell.

Calculate 2 as the Sage spell.

Awareness as the Mentalist spell.

Precision: +20 OB Vs one race.





B Picks



Strategy increase M/A ranks used by one factor.

Correlate as the closed mentalism spell.

Detect Illusion as the Monk spell.

Calculate 3 as the Sage spell.

Critical Severity against one race increased by one level.

Development Points for Reasoning x 1.5.





C Picks



Passage Origin 1 as the Sage spell.

Ambush skillranks increase by 50% and is half dev cost.

Awareness True as the Mentalist spell.

Slaying Critical allowed against one race due to complete understanding of that race.

Development Points for Reasoning x 2.0.





D Picks



Correlation True as the closed mentalism spell.

Calculate True as the Sage spell.

Detect Lie with no chance of failure.

Reasoning OEH rolls with an Re bonus are 85-100.

Confidence OEL rolls with an Re bonus are 01.



























Strength





A Picks



Armour minimum maneuver penalties are halved.

Hammerhand as the background option.

Missile Ranges are increased by 50%.

Criticals delivered also yield Unbalancing criticals (2 degrees less in severity).

Firm Grip allows 2 handed weapons to be wielded in one hand at a -25 penalty. Two weapon combo is unusable when employing this ability.





B Picks



Death Grip yields Krush criticals the following round after grappling a target.

Shocking Blows: All melee strikes yield double concussion damage.

Bow Tester: All missile strikes yield double concussion damage.

Heave-Ho May throw objects as a giant would, with a 200’ range. Skill must be developed.





C Picks



Bone Breaker 50% of all strikes made with blunt weapons breaks weapon/shield. Eog etc gets RR.

Hulking Frame yields ability to throw weight into blows, inflicting additional impact criticals in melee.

Items as strong as mithril may be bent/broken if the item fails its RR.

Ginsu Master: 50% of all strikes made with an edged weapon treat armour as AT 1. Eog etc gets RR.





D Picks



Items as strong as Eog may be bent/broken if the item fails its RR.

Bow Tester: All missile strikes yield triple concussion damage.

Shocking Blows: All melee strikes yield triple concussion damage.

Ginsu Master/Bone Breaker: 75% of all strikes made with an appropriate weapon treat armour as AT 1/break weapon/shield. Eog etc gets RR.

Strength: Skills with St as a bonus have OEH rolls of 85-100, OEL rolls are 01.

























Quickness





A Picks



Fluidity adds +5 to all OB’s and non-rear DB’s including DB Vs elemental attack spells.

Lightning Reactions allows negation of one surprise or disorientation round per combat.

Duck subtracts 5 from all criticals taken. (If aware of the attack).

Orientation prevents PC from being flanked/rear attacked by less than three opponents. (If aware of the opponents).





B Picks



Fluidity adds +10 to all OB’s and non-rear DB’s including DB Vs elemental attack spells. Non cumulative with above.

Adrenal Defense of opponent may be negated 50% of the time. Only if opponent posseses Qu below 102.

Preemptive Striking: PC gains initiative 25% of the time.

Duck subtracts 10 from all criticals taken. (If aware of the attack).





C Picks



Fluidity adds +15 to all OB’s and non-rear DB’s including DB Vs elemental attack spells. Non cumulative with above.

Dodging 3 as the Monk spell.

Spell Dodge as the Nightblade spell.

Duck subtracts 15 from all criticals taken. (If aware of the attack).





D Picks



Fluidity adds +20 to all OB’s and non-rear DB’s including DB Vs elemental attack spells. Non cumulative with above.

Preemptive Striking: PC gains initiative 50% of the time.

Dodging 5 as the Monk spell.

Speed: OEH rolls with an Qu bonus are 85-100.

Sureness: OEL rolls with an Re bonus are 01.



























Presence





A Picks



Look of Eagles as the background option.

Suggestion as the closed essence spell. Target gains +30 to resist.

Mind Merge as the Mentalist spell.

Mind Shield as the open mentalism spell.

Inner Thoughts as the Mentalist spell.

Mind Voice 100’ as the Mentalist spell.

Permanent +10 Bonus to all skills with Pr bonus.





B Picks



Look of Terror 1 as the Warlock spell.

Agression as the background option, except applies to all attack rolls.

Inner Wall 5 as the closed mentalism spell.

Aura as the background option.

Lifekeeping (1Hr/level) as the Cleric spell.

Charm Kind as the Mentalist spell. Target gains +30 to resist.

Hold Kind as the Mentalist spell.

Permanent +15 Bonus to all skills with Pr bonus.





C Picks



Inspirations 2 as the Paladin spell.

Misfeel True as the Mystic spell.

Control Demon 5 as the Evil Magician spell.

Master of Kind as the Mentalist spell. Target gains +30 to resist.

Fist of Power: Ability to externalize mind force allows the caster to simulate the effects of the Mentalist spell ‘Shock E’ twice per day. Alternatively ‘Shattering’ may be used.

Permanent +20 Bonus to all skills with Pr bonus.

Permanent +20 Bonus to all DB’s.





D Picks



Look of Terror 3 as the Warlock spell.

Mirrormind as the closed mentalism spell 3 times per day.

Alkar as the open channeling spell.

Presence: OEH rolls with an Pr bonus are 85-100.

Sureness: OEL rolls with an Pr bonus are 01.















Intuition





A Picks



Direction Sense as the background option.

Spatial Location Awareness gains +50 bonus.

Defensive Bonus gains +10 including rear DB’s.

Permanent +10 Bonus to all skills with In bonus.





B Picks



Awakening as the Monk spell.

Detect Ambush as the Ranger spell.

Channel Opening (10 miles/level) as the Cleric spell.

Defensive Bonus gains +15 including rear DB’s.

Permanent +15 Bonus to all skills with In bonus.





C Picks



Luck as the background option.

Dance of Fervour as the Dervish spell once per week.

Defensive Bonus gains +20 including rear DB’s.

Permanent +20 Bonus to all skills with In bonus.





D Picks



Channel Opening True as the Cleric spell.

Spell Anticipation True as per the open mentalism spell.

Anticipation: OEH rolls with an In bonus are 85-100.

Sureness: OEL rolls with an In bonus are 01.





































Empathy





A Picks



Animal Friendship as the background option.

Mind Typing as the Mentalist spell.

Emotions as the Mentalist spell.

Detect Realm as ‘Detect Channeling’ but applies to all realms.

Presence/Feel/Mindstore as the Mentalist spells.

Location 500’ as the open channeling spell.

Permanent +10 Bonus to all skills with Em bonus.





B Picks



Visions as the background option.

Mana Reading as the background option except at 50% chance for each ability.

Awareness as the Mentalist spell.

Neutralize Curse (1 min/level) as the Cleric spell.

Analysis as the open essence spell.

Permanent +15 Bonus to all skills with Em bonus.





C Picks



Transcendence as the background option.

Spatial Skill as the background option.

Detect True as the open essence spell.

Ensorcellment Cure as the background option.

Power Parasite: Power may be leeched from an item or person imbued with essence power. Rate of drain is 10PP per round and user must make a BAR Vs unwilling targets, who then make a RR to each attempt to resist the draining. Concentration must be maintained during each round of the drain.

Permanent +20 Bonus to all skills with Em bonus.





D Picks



Mass Calm as the Druid spell.

PP Multiplier x 3 without a PP multiplier. When using a PP multiplier, the items bonus increases by 2 levels.

Power Parasite: Power may be leeched from an item or person imbued with essence power. Rate of drain is 15PP per round and user must make a BAR Vs unwilling targets, who then make a RR to each attempt to resist the draining. Concentration is not required.

Empathy: OEH rolls with an Em bonus are 85-100.

5.	Sureness: OEL rolls with an Em bonus are 01.






