Skills that increase the base stats

Note: These skills are class skills for everyone, and were designed to allow for character improvement in a way other than the simple metagame allocation of stat points.

Variant option 1: A player character will gain a set amount of stat points when they take ranks in these skills, but this amount can be randomized. If this appeals to you, I suggest that for each +20 stat point entry below you substitute +2d10 instead, and for each +10 stat point entry you substitute +d10 or +2d5.
Body Building [trained only, Strength or Constitution based player choice]: For every rank a character gains in this skill they immediately gain +20 stat points in either Strength or Constitution (depending on what was chosen) and +10 stat points in the other ability. Basically this skill is used to increase Strength and Constitution – if the focus is on Strength then lifting weight takes precedence over repetition, and vice versa. Ranks in this skill represent long hours lifting weights and an aptitude for weightlifting and strength training techniques. Either way a character need to have an associated role-playing reason ranks are being taken in this skill.

This skill can also be used to increase the carrying capacity of a character to the next highest strength score (PHB 3.5 page 162), requiring a DC 15 skill check. Add +5 to the difficulty for every other strength category jump. Thus, if a character with a strength of 16 wanted to try and carry a load otherwise reserved for characters with a 20 strength, the DC of the body building skill check would be 30. This can be accomplished for a number of rounds equal to the character’s Constitution score. It is possible to use this skill to increase a character’s effective strength for other purposes, but if the DC is missed by 10 or more the character suffers a serious, DM decided injury (possibly allowing a fortitude save).

Common Sense [untrained, wisdom based]: For every rank a character gains in this skill they immediately gain +20 stat points in Wisdom. This skill represents a character’s ability to draw insight and understanding from the examples of their life as much as it represents a pool of basic knowledge. Individuals with many ranks in this skill pay attention to the way things work – be they the basic laws of physics or the nuances of normal conversation and culture. A player can make common sense skill checks to attempt tasks “her character should know how to do” that are not covered by the rules, such as how to get into a coach without seriously injuring herself; this skill certainly has both a humor value (in that DMs can ask for skill checks for such things to be funny or evil), and an abusive metagame value (“Well I should be able to pilot an alien spacecraft, it’s common sense”).

Coordination Exorcizes (Specific) [trained only, dexterity based]: For every rank a character gains in this skill they immediately gain +20 stat points in Dexterity. However, the player must take a specific, DM-approved variety of this skill. Examples might include the following… 

(technical dancing)


Much like a linebacker taking ballet…

(advanced calligraphy)

Think Chinese calligraphy in the film Hero

(trick-horsemanship)
Where the character stands up while riding, etc.

Thus, this open-ended skill option represents a wide range of possible activities. As with most of these stat-building skills, some sort of associated role-playing might be required by the DM so that in the middle of a dungeon crawl a PC doesn’t suddenly gain 3 ranks in trick-horsemanship.

Endurance Training (specific) [trained only, constitution based]: For every rank a character gains in this skill they immediately gain +20 stat points in their Constitution stat. Ranks in this skill represent a regimen of body hardening activities such as standing under waterfalls, cutting epic amounts of wood, carting large loads up hills – the kinds of things the classic martial arts hero does to become the invincible tank. Whenever ranks are taken in this skill a specific regimen of activities must be selected; it is appropriate for a DM to insist upon accompaniment of role-playing.
Personal Hygiene [untrained, comeliness based]: For every rank a character gains in this skill they immediately gain +20 stat points in their Comeliness stat, and +10 stat points in their charisma stat. Ranks in this skill represent personal grooming techniques and an awareness of social pressures in regard to cleanliness and “looking presentable.” These ranks must be accompanied by role-played character behavior, and if this behavior ceases the gains (ranks and stat points) are temporarily lost.

Reading [trained only, Intelligence based, character must be literate]: For every rank a character gains in this skill they immediately gain +20 stat points in their Intelligence stat. Ranks in this skill represent countless hours reading books; once per day for every rank a character has in this skill they can attempt to mimic any knowledge skill (like knowledge religion) in the game in regard to one particular question. A skill check of DC 20 is required to pull this off on general topics such as “what is steel?”, which a more difficult DC is required for more esoteric topics. Thus, checking to see if a character read anything about, say, a specific animate piñata would carry a DC of 35 perhaps.

Running [trained only, speed based]: For every rank a character gains in this skill they immediately gain +20 stat points in their Speed stat and +10 stat points in their Constitution stat. Usually, a character can run for as many rounds as their constitution score, and to keep running they must roll a DC 10 constitution check +1 per extra round after this. Characters with ranks in this skill can add their ranks to this ability check. For every three ranks a character gains in running they gain 1 hit point. In addition, a character can attempt a DC 15 running check to mimic the effects of the Run feat (pg 99 3.5 PHB). This check is made round by round or as the DM sees fit.

Self Esteem [untrained, charisma based]: For every rank a character gains in this skill they immediately gain +20 stat points in their Charisma stat. Of all the stat-increasing skills, this one requires the least amount of associated role-play (although this would be nice), since it represents a mental process. Characters with ranks in this skill start to develop an awareness of their own worth and potential; those with particularly abusive backgrounds might find it difficult to advance in this skill (making it a cross-class skill for them perhaps).
Superstition Development [trained only, luck based]: For every rank a character gains in this skill they immediately gain +20 stat points in their Luck stat. Ranks in this skill represent a flourishing of sympathetic/supernatural beliefs and practices a character employs to increase their personal “luckiness.” Ranks must be associated with specific activities, such as carrying charms or spending time rolling dice. These are recorded, and if the character ceases these activities then there will usually be a corresponding drop in luck.

