
Action points, Item & Spell XP 
 
Hoeveel AP krijg ik dan? 
Je krijgt 5 AP per level. Daarnaast krijg je XP voor Crafting. Als je deze gebruikt via iemand anders 
(je hebt de Craft feat zelf niet) dan is het met een 3:1 verhouding. 
 
Craft XP 
Level 1 - 5: 150 x level 
Level 6 - 10: 300 x level 
Level 11 - 15: 450 x level 
Level 16 - 20: 600 x level 
 
Op het einde van een level verdwijnen de APs en alle Craft xp. 
 
NPCs and Followers 
NPCs don't generally get any Action Points. Cohorts get 3 action points: enough to save their butt 
in times of crisis or pull the fat out of the fryer when really needed, not enough to be cooler than 
the hero. A player decides when a cohort uses their Action Points, not the DM, and the player is 
responsible for tracking them. 
 
Using Action Points 
You can spend 1 action point either to add to a single d20 roll, to take a special action, or to 
improve the use of a feat. You can spend 1 action point in a round. If you spend a point to use a 
special action (see below), you cant spend another one in the same round to improve a die roll, 
and vice versa. 
 
Add to a Roll 
Level 1-7 Roll 1d6 
Level 8-14 Roll 2d6, take the highest 
Level 15-20 Roll 3d6, take the highest  
 
When you spend 1 action point to improve a d20 roll, you add the result of a 1d6 to your d20 roll 
(including attack rolls, saves, checks, or any other roll of a d20) to help you meet or exceed the 
target number. You can declare the use of 1 action point to alter a d20 roll after the roll is made, 
but only before the GM reveals the result of that roll. You can't use an action point to alter the 
result of a d20 roll when you are taking 10 or taking 20. 
 
Depending on character level (see table), a character might be able to roll more than one d6 when 
he spends 1 action point. If so, apply the highest result and disregard the other rolls. A 15th-level 
character, for instance, gets to roll 3d6 and take the best result of the three. So, if he rolled a 1, 2, 
and 4, he would apply the 4 to his d20 roll. 
 
Special Actions 
A character can perform certain tasks by spending an action point. 
 
Activate Class Ability : A character can spend 1 action point to gain another use of a class ability 
that has a limited number of uses per day. For example, a monk might spend an action point to 
gain another use of her stunning fist ability, or a paladin might spend an action point to make an 
additional smite attack. 



 
Boost Defense: A character can spend 1 action point as a free action when fighting defensively. 
This gives him double the normal benefits for fighting defensively for the entire round (+4 dodge 
bonus to AC; +6 if he has 5 or more ranks in Tumble). 
 
Emulate Feat: At the beginning of a characters turn, he may spend 1 action point as a free action 
to gain the benefit of a feat he doesnt have. He must meet the prerequisites of the feat. 
He gains the benefit until the beginning of his next turn. 
 
Extra Attack: During any round in which a character takes a full attack action, he may spend 1 
action point to make an extra attack at his highest base attack bonus. Action points may be used in 
this way with both melee and ranged attacks. 
 
Ignore attack of Opportunity: A character may spend 1 action point to perform an action that 
would normally draw an attack of opportunity. He must decide whether or not to use this action 
point before the AoO is resolved. 
 
Improve feat: A character can roughly double the effect of any one feat (other than metamagic 
feats) that they already possess. Each effect requires a free action to activate and lasts 1 round. 
Work with the nice GM on this one. See below for some examples. 
 
Skill Tricks: A character can use two Action Points on leveling up to buy a Skill Trick (Complete 
Scoundrel). You can save it from the previous level (unlikely) or use them from the new level 
(risky). Choices, choices. 
 
Spell Boost: A character can spend 1 action point as a free action to increase the effective caster 
level of one of his spells by 2. He must decide whether or not to spend an action point in this 
manner before casting the spell. 
 
Spell Recall: Spellcasters who prepare their spells in advance can spend 1 action point to recall any 
spell just cast. The spell can be cast again later with no effect on other prepared spells. This use of 
an action point is a free action and can only be done in the same round that the spell is cast. 
Spontaneous spellcasters such as sorcerers and bards can spend 1 action point to cast a spell 
without using one of their daily spell slots. This use of an action point is a free action and can only 
be done in the same round that the spell is cast. 
 
Stabilise: Een karakter die onder 0 is (of komt) mag 3 action points inzetten. Hij of zij wordt dan 
stabiel op het huidige hitpointtotaal of op -9, de hoogste van die twee. Een andere karakter mag 
hiermee helpen, met een goede beschrijving van waarom. APs van een andere tellen gewoon 
lekker 1 voor 1 mee. 
 
Improved Feats (Gebruikt niemand deze...?) Unless otherwise stated, each effect requires a free 
action to activate and lasts 1 round. 
 
Blind-Fight: You can spend 1 action point to negate your miss chance for a single attack. 
 
Combat Expertise: You can spend 1 action point to double the bonus to Armor Class granted by 
the feat. For example, if you take a penalty of -3 on your attack roll, you gain a +6 dodge bonus to 
AC. 



 
Dodge: You can spend 1 action point to increase the dodge bonus granted by the feat to +2. The 
effect lasts for the entire encounter. 
 
Improved Critical: You can spend 1 action point to double your critical threat range. Since two 
doublings equals a tripling, this benefit increases your threat range from 19-20 to 18-20,from 17-
20 to 15-20, or from 15-20 to 12-20, including the effect of your Improved Critical feat. This 
benefit stacks with the benefit from Improved Critical, but not with other effects that increase 
threat range. 
 
Improved Initiative: You can spend 1 action point to double the bonus on initiative checks granted 
by the feat, from +4 to +8. 
 
Metamagic Feats: You can spend 1 action point to add the effect of any one metamagic feat that 
you have to a spell you are casting. The spell is cast at its normal level (without any level 
adjustment because of the feat) and takes no extra time to cast. Heighten Spell automatically 
raises a spells effective level to the highest level of spell you are capable of casting. For example, if 
a 7th-level wizard with the Heighten Spell feat casts burning hands and spends 1 action point to 
heighten the spell, the spell is treated as if it were a 4th-level spell in all respects even though the 
wizard prepared it normally (as a 1st-level spell). 
 
Power Attack: You can spend 1 action point to double the bonus on damage rolls granted by the 
feat. For example, if you take a penalty of -3 on your attack roll, you add +6 to your damage roll. 
 
Spell Focus: You can spend 1 action point to double the increase to save DCs granted by the feat, 
from +1 to +2. 
 
Spell Penetration: You can spend 1 action point to double the bonus on caster level checks 
granted by the feat, from +2 to +4. The effect lasts for the entire encounter. 
 


