Hero Points

Hero points are bonuses earned generally outside of game play that reflect the added definition and importance of your character.  Because no one wants a character they have worked hard for, to die, and everyone wants to be able to accomplish needed goals when absolutely necessary, I have decided to incorporate this bonus to give those of you who go above and beyond the normal game-play session to flush out your character.  Those of you who spend extra time and effort on your characters should be rewarded and this is the nature of that reward.

Note:  I will not entertain additions or alterations to the following during game-play, but I will take suggestions and make changes to this list in between game sessions.

Hero Points cannot be used when rolling for hit points due to leveling, or any other "permanent" rolls that become part of the 'character'.  Ask GM in a case by case basis.

Hero Points can be used for your character or rolls that effect your character only, you may not trade, give, or use your points for other peoples rolls.  Exception:  you may use the "roll one additional die and take choice" on enemy die rolls even if that enemy is not attacking you personally.
You may spend hero points to accomplish the following tasks:

1
Stabilize yourself when dying.

1
increase one class skill by 1 rank or one cross class skill by ½ rank (can only be used at beginning of play session or at DM approval)

1
add +1 to any die roll (including damage)*

1
Roll one additional die (up to 20 sided) and take your choice*

1
Increase your AC by 4 for 1 round**

1
Reduce damage taken by 1d6 points (max reduction to 0)

1
Increase your speed by 10 for 1 minute**

2
Gain access to a spell outside of players handbook this can only be used when the character levels.  Wizard spells gained do not count towards the two spells gained per level, however they may only use this one time each level (divine users do not suffer this one at level restriction).

2
Increase your AC by 2 for 1 minute**

2
Add +2 to any Stat for 1 minute**

2
Once per level, add 50 times your current level in experience.

2
Usable anytime not in combat, gain 1 HP permanently.

3
To succeed any Saving throw at any time.

3
Give your weapon or armour an enhancement equivalent to a +1 as stated in the DMG (e.g. +1 bonus, Keen, ghost touched, etc)  This bonus stacks with other enhancements but is affected by things that effect the enchantment.  Duration 1 minute.**

4
Make any SINGLE dice roll maximum (this might cause a weapon to threaten a crit in which case the second roll MUST be rolled normally, or it can be used to make a threatened crit into an actual crit, if the target is subject to crits, and the threatened crit was ROLLED)

5
Make blow that would have hit, and damage you, glance off your armour.

10
Increase one stat by +1 permanently, may only be used on each stat once.
10
Add +1 permanent bonus to one saving throw score (fort, ref, will)

10
Change damage category (see following table) for a heroic weapon (see make a weapon heroic below)


1d4 to 1d6 to 1d8 to 1d10 to 1d12 to 2d8 to 2d10 to 2d12


2d4 to 2d6 to 2d8 to 2d10 to 2d12 to 3d6 to 3d8 to 3d10 to 3d12

20
Buy a feat that you have the prerequisites for.  (can only be used at beginning of play session or at DM approval)

20
Make a single unique weapon “Heroic.”  The weapon is heroic only for your character.  Heroic weapons allow the weilder to make an additional attack per round regardless of base numbers of attacks or movement (though you must qualify to make at least one attack to use this special aspect of the weapon).  This attack is always made at your lowest attack modifier for the round, though if you only attacked once it would be at the same attack modifier.

5+5/Spell level
add a spell slot to the number of spells that you can memorize per day, although you can use this to buy spell slots of higher level than you can currently cast, you cannot fill the slot until you can cast spells of that level.  (it costs 10 Hero Points for a first level spell slot, 15 for 2nd 20 for 3rd and so on)

15/Spell level
Gain the supernatural ability to cast one spell of the chosen spell level.  The spell must be in the sorcerer, wizard, or cleric spell selection (e.g. no paladin only or bard only spells).  You do not need to meet the normal casting criteria to gain the spell.  If the spell is a cleric spell, use your wisdom (even if it has a negative modifier) to figure the DC of any saving throws; if it is a sorc/wiz spell use Intelligence; if the spell is available for both clerics and sorc/wiz and you do not know or cannot cast the spell through other means, average the ability scores and use the average to find the DC.  Use your total character level to figure any variables based on level within the spell.
*Must announce before rolls are made

**Must announce during your action
NOTE: UNLESS OTHERWISE NOTED THE BONUSES GRANTED ARE CONSIDERED LUCK BONUSES

