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Level and Experience

Players can advance in levels forever, the only constraint is old age and natural or unnatural death. 
Players (by default) begin at level 1 with 500 experience. The experience required to advance to the next 
level is normally 1000 points / level (so to advance to level 2 would require 1000 experience). Basically 
it is current level * 1000 or goal level - 1 * 1000. The value of 1000 can be adjusted for longer or 
shorted campaigns, based on the whim of the WM. For summary, the formula is below.

Next Level: Current Level * 1000

Level Up
A level up occurs when the current experience level of the character equals or exceeds their target 
amount. No matter the circumstances, only a single level up can happen from one batch of experience. If 
overflow experience is left over, a player may advance a maximum of halfway to the next level (so a level 
1 player that somehow recieves 5000 experience could advance to level 2, then to 1500 experience, which is 
halfway to level 3). When a level up occurs, the player needs to take some down time to train and practice 
all they have learned. By default, this equals 1 week of game time, during which no strenuous activity can 
happen. At the end of this "levelling" week, the player is considered to have fully achieved their new 
level. The benefits below are granted at each new level.

Hitpoints: Endurance * level
Subdual: Endurance * level
Life Points: 1 + 1 / 2 levels
Base Attack: 1 / level
Feats: 1 Specialized Feat / 3 levels
Saves: +1 base / level
Skills: 4 + (Int bonus or Wis bonus, whichever is higher)
*Note: A player may choose to not gain any skill points, and instead gain a General Feat at that level. This can be 
done a maximum of once every 2 levels.
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