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EXPERIENTIAL TRAINING


	Expertise may be gained through the successful use of skills that are already known.  For each successful use of a skill, per encounter, the Character gains 1D10 Expertise points.  This does not include Combat or Magic Skills.





EXAMPLE - If a Jeweler succeeds in determining the value of a gem he gains 1D10 points towards increasing his skill as a Jeweler.





	Exceptions are Assassin and Survival.  Assassins, for a successful use of their skill gain 1D10, as above, but on a deadly hit also gain 1 expertise for each countable hit point of damage (Hit points down to DTV and no more).  


	Survival skills gain 1 expertise for each day in a given environment.  No success roll or roll of any kind is necessary to gain this.








COMBAT EXPERIENCE GAIN


	For every Hit Point scored on an opponent, excluding any damage scored with a spell, the Character scoring the damage will receive the target’s CDF (Combat Difficulty Factor) in Combat Experience Points.





EXAMPLE - If the CDF on a target is 2, 7 hits are worth 14 experinece points.  If the CDF is 7, 7 hits are worth 49 Experience Points.





COMBAT EXPERTISE GAIN


	For each skill used in combat, except magic, the Character will receive the CDF times TWO in Expertise points.  If the skill is used against targets with varying CDF values, the HIGHEST CDF value is used to determine the Expertise gain.





EXAMPLE - A Character fights a person with a CDF of 1.  He receives 2 Expertise points in each skill used.  If he fights a CDF of 1 and a CDF of 3 he will receive 6 Expertise points per skill used on both.





CHARACTERISTIC POINTS


	Per 50 Combat Experience Points that a Character gains in Combat, he may increase any modifiable characteristic by 1.  In determining the number of points earned, round up.





EXAMPLE - A Character earns 124 Combat Experience Points.  He gains 124/50, 3 characteristic points.








MAGIC EXPERIENCE GAIN


	The number of magic experience points that are gained when a spell succeeds depend on the type of spell that is used.  The following rules apply:


	A)   Any spell used to inflict physical damage or that is used offensively to cause something to happen to another creature:


			Victim’s MDV x (EL + 2)


	B)  Any other type of spell:


			Base Mana Cost x (EL +2)


IMPORTANT - In all cases where multiple targets are affected by a single spell, the magic user gains experience points for the highest MDV that is affected ONLY.





EXAMPLE - A fireball torches four men, MDV 1, MDV 2, MDV 3, MDV 4.   The caster receives points for affecting a MDV 4, i.e. 24 magic experience points.





MAGIC EXPERTISE GAIN


	Using the cases specified above, the expertise point gain in the spell used is:


	A)  Target’s MDV x 2


	B)  Base Mana Cost x 2


When a spell is attempted, and fails, the magic user receives ONE expertise point in that spell.  He does not receive magic experience or characteristic points from failure.  When abysmal failure occurs, the magic user receives nothing for the spell.  His failure is total and he learns nothing from it.





CHARACTERISTIC POINTS


	Per 25 magic experience points gained, rounded up, the magic-user receives ONE characteristic point.  Points that are gained through the use of magic may NOT be used to increase Strength, Agility or any unmodifiable characteristic.  No characteristic points are gained due to failure or abysmal failure.








ENCOUNTER RESOLUTION


	Full points are gained by a Character only if the encounter is resolved successfully, from his viewpoint.  For an encounter to be successful, the opponent faced must be:


	A)  Killed


	B)  Driven Away


	C) Captured


Encounters that end with the Character being driven away yield 25% of the Experience determined, rounded down.  If he is captured he will receive 50% of the Experience determined, rounded down.  A Character receives no points if he is killed.


	All experience gains are per encounter or conflict.  They are awarded at the end of the encounter AND before the next encounter commences.


	No points of any kind are gained when the target affected is not free to resist, i.e. he is bound, unconscious, etc.  If magic is used, points are gained ignoring this restriction.


