Abilities
Upgrades: Upgrades replace the lower ability, and refund its cost. An upgraded ability can be purchased without having the lower ability.
Deadeye (50 XP): Distance divided by 2 for ranged attacks.

Blind Shot (20 XP): Character can accurately aim a melee or ranged attack based on hearing, but the shot cannot be targeted to a specific location. Target must be making enough noise for the character to be able to clearly hear him. All blind shots are snap shots.

Knowledge of Anatomy (20 XP): Character can call shots to the jugular, lungs, heart, aorta, and central nervous system.

Arrow Sight (40 XP): Character can see small, fast moving projectiles coming, and gets a chance to dodge them at all ranges, not just point blank.
Quick Draw (20 XP): Can draw in 1 phase instead of 1 round.

Lightning Draw (40 XP): Can draw almost instantly, suffering only -3 initiative.
Fast Strike (20 XP): +3 iniative.

Lightning Strike (40 XP): +6 iniative. Upgrade for fast strike.

Fast Aim (20 XP): Can aim a ranged attack in 1 phase instead of 1 round.
Instant Aim (40 XP): All shots are aimed.
Precision (30 XP): +2 bonus to called shots with ranged attacks.
Expert Precision (60 XP): +5 bonus to called shots with ranged attacks. Upgrade for precision.

Trick Shot (20 XP): Character can remember the position of a target, and aim accurately without being able to see if it hasn’t changed position. This allows shooting behind one’s back or around a corner. All trick shots are snap shots.

Defensive Archer (50 XP): Character can use half his HtH or Dodge AT for defense against hand to hand attacks while making archery shots.
Master Defensive Archer (100 XP): Character can use his full HtH or Dodge AT for defense against hand to hand attacks while making archery shots. Upgrade for Defensive Archer.

Slippery (30 XP): Can move without provoking free attacks.
Whirlwind (50 XP): Penalties from attacking more than once in a round during hand to hand combat are halved.

Precise Strike (30 XP): +2 bonus to called shots in hand to hand combat.

Surgical Strike (60 XP): +5 bonus to called shots in hand to hand combat. Upgrade for precise strike.
Dirty Fighting (10 XP): One time +2 bonus on an attack. Only works once on a given target.

Deliberate Caster (20 XP): All bonuses for slow casting increased by 1. Rituals do not receive this bonus.
Fast Caster (20 XP): All penalties for fast casting reduced by 1.
Instant Caster (10 XP): Penalty for instant casting reduced by 1. Stacks with fast caster.
Longer Spells (20 XP): Mage finds it easier to add duration effects. Duration upgraded by 1 rung for free (1 minute for the cost of 30 rounds, etc.).
More Targets (60 XP): “Multiple targets” modifier only carries a -1 penalty per additional target instead of -2.
Master of Shapes (40 XP): Character finds it easier to craft spells with radius, wide beam, cone, or similar shapes. Upgrade all shapes by one rung for free (10 meter radius for the cost of 5, 25 for the cost of 10, etc).
Silence Expert (10 XP): It is easier for the character to cast spells silently. -4 penalty instead of -5.

Silence Master (20 XP): It is much easier for the character to cast spells silently. -3 penalty isntead of -5. Upgrade for Silence Expert.
Still Spell Expert (10 XP): It is easier for the character to cast still spells. -4 penalty instead of -5.

Still Spell Master (20 XP): It is much easier for the character to cast still spells. -3 penalty isntead of -5. Upgrade for Silence Expert.
Stealth Caster (20 XP): Character finds it easier to suppress feedback effects. Adding 1 strand reduces feedback by 10 instead of 5.
Even Tone (40 XP): Character can cast spells in a normal tone of voice, enabling him to make spellcasting sound like normal speech. Character must pass a Manipulation roll against an observer’s Empathy to avoid detection. If the spell is not still, a -5 penalty is imposed, as only a master of manipulation can make the gyrations of spellcasting seem normal.
Defensive Caster (50 XP): Character can use half his HtH or Dodge AT for defense against hand to hand attacks while casting spells.
Master Defensive Caster (100 XP): Character can use his full HtH or Dodge AT for defense against hand to hand attacks while casting spells. Upgrade for Defensive Caster.

Armor Expert (20 XP): Armor attack and defense penalties reduced by 1.

Armor Master (40 XP): Armor attack and defense penalties reduced by 2.
Eagle Eye (50 XP): Distance divided by 2 for spotting.

Endurance Runner (10 XP): Character can run at a good pace for long distances. He passes the first 5 willpower checks automatically, instead of the first 2. Willpower checks while running come at the normal rate of one per (1 minute * athleticism).
Sprinter (10 XP): Character gains +2 sprinting speed. Can be maintained for the normal 10 seconds * athleticism before each willpower check.

Wilderness Survival (20 XP): Character knows how to find food and water and avoid poisons in the wilderness. He does not need to bring provisions with him.
Lip Reader (10 XP): Character can read lips. He must be able to clearly see the speaker for this to work. Dim lightning, speakers who are not facing the character, mumblers, and people with bushy moustaches can ruin this ability.

Time Instinct (5 XP): Character instinctively seems to know what time it is, accurate within 10 minutes. Fails if he is locked away for a long period of time.

Direction Sense (5 XP): Always seems to know which direction is North, even if he cannot see which way shadows are facing or recognize stars. He does not get lost easily.

Second language (variable XP): Or third, or fourth, whatever. It costs 5 XP to be able to get by in a language, understanding basic sentences, asking for directions, etc. Fluency costs 10 XP. Languages that are very dissimilar to any language’s the character is fluent in cost double. After learning the first foreign language, the cost for subsequent ones is halved.

Mimic (10 XP): Character has a flexible voice and can imitate any accent, and also can do excellent impressions of famous people or those he knows well. There is a 50% chance that he can do a great impression of any given person of the same gender. The character can also perform convincing squaks and other animal sounds.

Expert Mimic (20 XP): The character can mimic almost any voice he has heard to perfection. Success is automatic, unless the character is trying to mimic a voice of the opposite gender, then it is only 50%. Upgrade for mimic.
Professional Mimic (30 XP): The character can mimic almost any sound he has heard well enough to convince any human. Of course, many tonal, volume, and other characteristics are impossible for the human voicebox to mimic, like the sound of an engine. Upgrade for mimic and expert mimic.
