	REVISED ATTRIBUTE LEVEL DESCRIPTIONS



	(from GURPS Compendium I, p. 6, compiled by Sean “Dr. Kromm” Punch)



�PRIVATE ��Level�Point cost�Strength (ST)�Dexterity (DX)�Intelligence (IQ)�Health (HT)��1�-80�Newborn�Newborn�Vegetable�Barely alive��2�-70�Cannot Walk�Cannot Walk�Insect�Barely awake��3�-60�3 year old�2 year old�Reptile�Bedridden��4�-50�4 year old�3 year old�Horse�Very sick��5�-40�6 year old�4 year old�Dog/Cat�Sick��6�-30�8 year old�5 year old�Chimpanzee�Very sickly��7�-20�10 year old�Very clumsy�Young child�Sickly��8�-15 �12 year old�Clumsy�Dull�Very unfit��9�-10�14 year old�Somewhat Clumsy�Dull-average�Unfit��10�0�Average�Average�Average�Average��11�+10�Active�Somewhat agile�Bright average�Active��12�+20�Athletic�Agile�Bright�Fit��13�+30�Very athletic�Very agile�Very bright�Very fit��14�+45�Pro athlete�Cat�Near-genius�Athlete��15�+60�Football tackle�Monkey�Genius�Pro athlete��16�+80�Small bear�Mongoose�Top IQ: city�Star athlete��17�+100�Weightlifter�Near perfect�Top IQ: nation�Perfect��18�+125�Star weightlifter�Perfect�Top IQ: continent�Perfect��19�+150�Mid-sized bear�Near-legendary�Top IQ: planet�Unbelievable��20�+175�World record�Legendary�Smartest ever!�Nearly immortal!��

Option:   Average Human females may begin play with a 9 ST and either an 11 DX or 11 HT.



Note: Attributes below 7 count against your Disadvantage total.



Notes (from GURPS Compendium I, p. 7):

	Characters with an attribute of 11 or 12 will be noticeably above average to those who know them, and those with an attribute of 13 or 14 will stand out in a crowd.  An attribute of 15 or higher will probably be the character’s most noteworthy feature.

	Similarly, characters with an attribute of 9 or 8 will be noticeably below average to those who know them, and those with an attribute of 7 will be noticeably below average to anyone who meets them.  Attributes of 6 or less are crippling and will place serious constraints on the character’s lifestyle.
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