
Character Advancement 
 
Characters can advance by gaining levels and learning languages.  
 
Gaining Levels 
 
There are four ways for characters to gain experience. The most common is for characters to overcome 
challenges. They can also indulge individual pursuits and work at their professions during down time. 
Finally, they gain experience upon leveling that they can keep, or give out to other characters. 
 

Overcoming Challenges 
The DM evaluates how difficult it was for a crew to overcome a challenge, 
and they gain experience upon succeeding. This award is given at the end of 
an expedition, or after a particular effort to overcome an obstacle standing 
in the way of success. The DM states the difficulty level (after the fact) and 
the players add experience based on their individual levels. 
 

• Easy: 10 per level. 
• Satisfying: 50 per level. 
• Hard-Won: 100 per level. 
• Against All Odds: 150 per level. 

 
 

• Frequency. The more often the DM acknowledges the crew success in overcoming an obstacle, the 
faster the crew will level. The DM may award experience after each combat, or only after clearing 
out an area. The DM may award experience each time a mission is threatened, or at the end of the 
overall mission. The DM may award experience each time explorers find a new area, or only once an 
area has been mapped. 

• Scope. Overcoming challenges includes survival, success, combat, exploration, training, problem 
solving, and any other kind of challenge the DM uses to impede and stimulate the characters. 

• Inquiry. Players can always ask the DM if they just overcame a challenge. The DM can choose to 
award experience, or not, but the players can always ask. Sometimes DMs forget. 

• Scale. In general, this means characters with no other access to experience will level up about once 
every 20 satisfying encounters, or every 10 difficult encounters—probably somewhere between. 

 
Indulging Personal Pursuits 
Every gold piece a character spends in pursuing a personal interest grants 1 experience point if the 
interest grants only temporary benefit, and ½ an experience point if the activity grants a lasting benefit. 
 
• Temporary benefits include carousing, researching at someone else’s facility, making donations to a 

church or charity publically, vacations, purchasing information, and high-profile affairs with famous 
people. 

• Lasting benefits include purchasing books and equipment for research, paying debts of family 
members and allies, serious training with experts, private donations to charity or churches, and 
investing in territories (buying property, paying more than maintenance expenses to give bonuses to 
staff or refurbish property, using gifts and bribes to gain influence, consecrating a shrine, etc.) 

 
Level 

Total Needed 
Experience 

1 0 
2 1,000 
3 3,000 
4 6,000 
5 10,000 
6 15,000 
7 21,000 
8 28,000 
9 36,000 

10 45,000 



 
If there is doubt, the DM makes the final call on whether an expense is temporary or lasting. Over the 
course of a level, a character may gain up to ½ the experience needed to level from indulging personal 
pursuits—but no more. (If the character needs 3,000 experience to level, no more than 1,500 can come 
from personal pursuits.) 
 
Milestones 
Upon leveling, a character may gain [50 x new level] experience, or grant [100 x new level] experience to 
others in increments of 100 experience. The player may keep some levels, and grant some levels to 
other player characters or non-player characters. 
 
• Why give experience away? To make hirelings into henchmen, and henchmen into protégés. Anyone 

who accepts experience from another character then sees that character as a mentor, loyal friend, 
or steadfast student (depending on their context.) 

o Upper Limit. Characters can only receive up to 100 experience per their current level from 
another character’s milestone gift. 

o Advancing Henchmen.  Characters with no level and no class have 4 hit points. They need 
500 experience to gain level 1. The DM may roll 1d4 x 100 experience to see what people 
have before the characters hire them. Characters can award their experience gifts to NPC 
henchmen allies to advance them to be better henchmen, and potential replacement 
characters. 
 

Down Time Work 
Doing work related to your profession or class, gain [10 x current level] experience per month. 
 
• That means a character can level in 100 months, or about once every 8 years. 
 
Advantages of Gaining a Level 
 
Upon gaining a level, a character can either gain more hit points, pick up a new skill, or gain a new 
lifestyle and specialty. Characters with a crippling scar may choose to regenerate it, removing the 
disadvantage instead of gaining any other kind of advantage. 
 
• Hit Points. Unless otherwise noted in the character class, a character gains 6 hit points upon leveling. 
• New Skill. The character must have trained for the new skill, usually at least 6 months of intensive 

training with significant costs to match. The DM can collaborate with the player on how much 
training time and expense is required to gain the new skill. 

• New Lifestyle/Specialty. The character gains one of each. In the case of gaining specialties within a 
lifestyle the character already has, the character may gain 2 specialties instead. The DM can 
collaborate with the player on how much training time and expense is required to gain expertise and 
advantage from the new lifestyle and/or specialty. 

• Regeneration. The character’s latent healing processes have been absorbed with the crippling injury, 
easing it, until finally the body rejects it and the character is more whole again. This replaces any 
other kind of advancement, representing a physical, spiritual, and mental preoccupation with 
restoring the body. 

 



The leveled character also gains fresh combat prowess, trained ability skill, and increased resistance to 
disaster with saving throws. 
 
Learning Languages 

Characters can learn a language if they are immersed in it for 3 months, or studying it for 6 months. 

 
 


