SUPERHERO
The superhero is a mythical figure who exhibits enhanced natural capabilities and amazing powers.
Table: The Superhero
	Level
	Base Attack

Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special

	1st
	+0
	+0
	+0
	+0
	Super power

	2nd
	+1
	+0
	+0
	+0
	Super power

	3rd
	+1
	+1
	+1
	+1
	Super power

	4th
	+2
	+1
	+1
	+1
	Super power

	5th
	+2
	+1
	+1
	+1
	Super power

	6th
	+3
	+2
	+2
	+2
	Super power

	7th
	+3
	+2
	+2
	+2
	Super power

	8th
	+4
	+2
	+2
	+2
	Super power

	9th
	+4
	+3
	+3
	+3
	Super power

	10th
	+5
	+3
	+3
	+3
	Super power

	11th
	+5
	+3
	+3
	+3
	Super power

	12th
	+6/+1
	+4
	+4
	+4
	Super power

	13th
	+6/+1
	+4
	+4
	+4
	Super power

	14th
	+7/+2
	+4
	+4
	+4
	Super power

	15th
	+7/+2
	+5
	+5
	+5
	Super power

	16th
	+8/+3
	+5
	+5
	+5
	Super power

	17th
	+8/+3
	+5
	+5
	+5
	Super power

	18th
	+9/+4
	+6
	+6
	+6
	Super power

	19th
	+9/+4
	+6
	+6
	+6
	Super power

	20th
	+10/+5
	+6
	+6
	+6
	Super power


Game Rule Information


Abilities:  Superheroes utilize all ability scores, depending on their desired super powers.  A high Charisma boosts the DC against a superhero’s powers, and a high Constitution can help make up for the meager hit die.

Alignment: Any.


Hit Die: d4.

Class Skills

The superhero’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Knowledge (supers) (Int), and Profession (Wis).


Skill Points at 1st Level: (2 + Int modifier) x 4.


Skill Points at Each Additional Level: 2 + Int modifier.

Class Features

All of the following are class features of the superhero.


Weapon and Armor Proficiency: Superheroes are proficient with the club, quarterstaff, and sling. They are not proficient with any type of armor, but are proficient with shields (but not tower shields).

Super Power (Sp or Su):  The most important abilities of the superhero are his super powers.  At each level, a superhero can gain a new super power, or enhance an old one, by selecting one of the options below.


Super Ability Score(Su):  You gain a +4 bonus to one of your ability scores.  You may select this power more than once, applying it to a different ability score each time.


Improved Super Ability Score(Su):  You gain an additional +4 bonus to one of your ability scores for which you have the Super Ability Score power.  Your character level must be at least 6th to select this power.  You may select this power more than once, applying it to a different ability score each time.


Greater Super Ability Score(Su):  You gain an additional +4 bonus to one of your ability scores for which you have the Improved Super Ability Score power.  Your character level must be at least 12th level to select this power.  You may select this power more than once, applying it to a different ability score each time.


Superior Super Ability Score(Su):  You gain an additional +4 bonus to one of your ability scores for which you have the Greater Super Ability Score power.  Your character level must be at least 18th level to select this power.  You may select this power more than once, applying it to a different ability score each time.


Spell-Like Power(Sp):  Choose one spell, from the sorcerer/wizard spell list, with a spell level of at most one-half your character level.  You may use this as a spell-like ability three times per day, with a caster level equal to ½ your character level.  The saving throw DC against the spell-like ability is 10 + the spell’s level + your Charisma modifier.  You may select this power more than once, choosing a different spell each time.

Supernatural Power(Su):  Select one of your Spell-Like Powers; it is now a supernatural ability.  This means that it no longer provokes an attack of opportunity to use and can’t be disrupted.  The saving throw DC against the supernatural ability is 10 + ½ your character level + a relevant ability score modifier (typically Charisma or Constitution; see the Monster Manual for a complete description of relevant ability score modifiers).  You may select this power more than once, choosing to apply it to a different power each time.


Unlimited Power(Sp or Su):  Select one of your Spell-Like or Supernatural Powers; it is now usable at will.  You may select this power more than once, choosing to apply it to a different power each time.

Enhanced Power(Sp or Su):  Select one of your Spell-Like or Supernatural Powers.  Your caster level (for this power only) is equal to 2 + ½ your character level.  You may select this power more than once, choosing to apply it to a different power each time.


Continuous Power(Su):  Select one of your Spell-Like or Supernatural Powers which has a range of Personal or which can target yourself.  The spell effect is considered now a supernatural ability which affects you continuously at all times.  You can no longer use the spell effect on others, although you can select the spell again as a new Spell-Like Power at a later level.  You can suppress or resume the spell as a free action on your turn, but can’t do both on the same turn.  The affect can be dispelled but you can resume it again on your turn as a free action.  You can apply this power to a Spell-Like Power if the spell’s duration is measured in hours or days or longer.  If the spell’s duration is measured in minutes or tens of minutes, you can only apply this power to an Unlimited Power.  If the spell’s duration is measured in rounds, you can only apply this power to an Unlimited and Supernatural Power.  You can’t apply this power to a spell effect with any other duration (including concentration).  You may select this power more than once, choosing to apply it to a different power each time.

