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Introduction 

What is This? 

This document introduces a new alternative in 

rewarding experience points (XP) to players and 

their PCs in the course of a pen-and-paper desktop 

roleplaying game.  There’s also some background / 
history, and some crunch-based, numerical tools 

and reference to help facilitate the incorporation of 

this approach into your own gaming group if you 

wish to do so. 

Although the nuts and bolts and language of this 
document have been constructed to correspond to 

the Pathfinder Roleplaying Game (PFRPG) 

system, this approach will work similarly for any 

roleplaying game system—so long as there is some 

sort of concept like experience points to which you 

can create your own mapping from Reward Stars. 

This approach is provided free of charge, for two 
reasons.  First, I genuinely feel that this is a useful, 

interesting alternative to other methods, and it’s 

worked really well for me over the decades as a GM 

myself. 

Second, as a means of introducing GMs and players 

alike to the concept, since it’s used heavily 

throughout all Infinium Game Studio RPG 

products. 

Enjoy! 

Experience Points and Reward Stars 
There are many ways of calculating, dispersing, 

and accounting for experience points (XP) in a 

Pathfinder gaming group.  What follows is a 

method that I have used over the decades, and it’s 
been a lot of fun.  Although it may not be for every 

gaming group—your mileage may vary—it’s an 

interesting spin on traditional methods, and the 

approach may work for you.   

http://paizo.com/pathfinderRPG/compatibility
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Reward Stars and Infinium Game 
Studio 

Whether this approach works for you or not, it’s 

worth reading through this approach, if you intend 

to use any Infinium Game Studio products:  All of 

the Quests in such material denote XP awards using 
this method. 

I Want Candy 

In the author’s early days as a GM, I tossed out 

candies as rewards to the players when their 

characters did a good job.  Hershey’s kisses, Jolly 

Ranchers, Starburst—ideally, each candy would 

have an individual wrapper, and be somewhat bite-
sized. 

Candy could be distributed for defeating a kobold, 

picking a lock, dodging an attack, convincing the 

castle guard to look the other way, or any of the 
ordinary actions whose consequence typically 

involve experience points. 

However, I also gave out candy for good 

roleplaying: convincing dialogue, outstanding (or 
horrid) emulation of accents, meta-jokes about the 

circumstances of the game that were truly 

hilarious, suggesting things to me as the GM or 

other players that took the story in a new direction, 

or—and I have to be honest, here—helping me as a 
GM.   

My general rule was, if I forgot a rule, and you 

pointed it out (in a way that didn’t make you seem 

like a jerk), then you got rewarded.  This could be 
something as innocuous as reminding me that your 

elf ranger’s longbow was firing +1 arrows, or as 

significant as reminding me that a certain piece of 

equipment granted a reroll to a critically-failed 
outcome. 

Generally speaking, candy rewards were given out 

in my games for anything—literally, anything—that 

made the gaming experience more fun.  Doorbell 
rings, and the pizza’s here, and your character is 

tied up in the cyclops’ cave: you know you won’t be 

doing anything for a few minutes, and so you go 

and grab the grub, and tip the delivery guy—that’s 

worth a candy.   

Tell a funny joke—that’s worth a candy.  Save the 

life of your comrade, only to drug him unconscious 

and use him as a prop, in the manner of Weekend at 

Bernie’s—okay, that’s a little ghoulish, but it’s in 
character, and amazing, so, yeah, that’s three 

candies right there. 

Candy as XP 

Candy is awesome, though for one of my gaming 

group, who was a diabetic, it was a slightly more 

controlled and mindful awesomeness.  But even the 

most free-wheeling player wants their character to 
level up eventually.  I get it. 

At the end of each gaming session, my players 

would “turn in” their candy wrappers (or uneaten 

candy, for those who didn’t wish to indulge).  Each 
wrapper represented something gone right, a good 

deed done—and therefore it was converted to XP.   

Generally speaking, no matter what the PCs’ levels, 

no matter what the adventure, 10 candy wrappers 

meant you advanced to the next level.  If you fell 
short—let’s say, you only got 6—then it meant you 

were closer for next gaming session (i.e., 4 needed 

in this example).   

As years went on, it became a bit less practical 
and/or healthy to urge my friends to consume at 

least ten pieces of candy every time we got 

together, and so the approach was tweaked.  

Instead of candy wrappers, gold stars, or spare dice 
in a particular color, or Warhammer 40,000 

figurines.  The point was, you got a token, a 

“nugget” of reward, which was later converted into 

XP. 

Rules lawyers hate this method, and I respect that.  

But even the most hardened min/maxer eventually 

recognizes that this approach, despite its 

drawbacks, keeps play flowing quite quickly, and 

keeps everyone focused on what I believe should be 
the goal of any roleplaying game session. 

Namely: to have fun! 

Reward Stars: The Formalized 

Approach 

As with, I believe, everything in every RPG product 

ever published, a particular GM is encouraged to 

completely ignore or change this approach if you 
feel it would make it work better for your gaming 

group. 

The following represent opportunities to gain an 

experience point rewards in adventures published 

by Infinium Game Studio: 

 Defeating monsters and NPCs. 

 Avoiding traps, picking locks, or otherwise 

overcoming obstacles. 

 Succeeding in skill challenges or checks. 
 Fulfilling other objects in pursuit of a Quest. 

Monsters and NPCs might still list an explicit XP 

reward the PCs should obtain for defeating them in 
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combat.  Other challenges or accomplishments list 

the number of “Reward Stars” players should 

receive for success.  This is denoted like this:  
+2. 

Think of a Reward Star as an abstracted (and 
sugar-free!) version of a piece of candy from the 

earlier anecdote: players receive one or more most 

times that they achieve something in the game. 

Using this approach, Quests only list Reward 
Stars.  This is because Quests should be fun, 

interesting, and above all, useful to the PCs, but 

shouldn’t be game-breakingly powerful or 

ignorably impotent.  A simple delivery quest, for 
example: what should that be worth?  500 XP?  For 

a level one character, that can be almost halfway to 

levelling up; for a level 19 character, that makes for 

a completely worthless diversion.  Using Reward 
Stars solves this problem, by automatically scaling 

the reward to be significant regardless of character 

level. 

If you follow the approach I’ve used, then at the 

end of each gaming session (or in between 
sessions, or at the start of the next session, 

whatever works best for your schedule), convert 

the Reward Stars to traditional Experience 

Points. 

The GM is heavily encouraged to augment the 

rewards documented with additional rewards, for 

perhaps-less-tangible contributions: good jokes, 

helpful behavior, playing fair and nice, being a 
good sport, paying for or even just ordering dinner, 

that sort of thing. 

Such “intangible rewards” should be general in 

nature: a good, timely joke should be rewarded 

with a chunk of XP that’s meaningful and helpful to 
the PC in question, whether they’re level 1 or level 

19. 

Stay In Character… Or Else 

In rare cases, or with certain gaming groups, the 

GM should reserve the right to remove or revoke 

the Reward Stars a particular player, or the group 
entire, has earned. 

Such penalties should not be applied in a 

discouraging manner, or against players who are 

genuinely trying, but whose luck is simply poor, or 

for whom things just aren’t working out.  Indeed, 
successful roleplaying in the face of dire 

circumstances should be rewarded more! 

Reward Stars should only be revoked if the player 

is detracting from play, distracting others, making 
inappropriate jokes not appreciated by the rest of 

the group, not paying their fair share… or just 

generally being a jerk. 

Converting Reward Stars to XP 

Each Reward Star represents different XP 

depending on what your current level is. 

If you’ve assigned Reward Stars to a particular PC, 

use the character’s current level on the table below 

to convert to an XP reward. 

On some occasions, you may instead have granted 
Reward Stars to the party as a whole.  In this 

scenario, calculate the Average Party Level (APL) 

as you normally would, and use that on the table 

below to convert the reward to standard XP. 

If a PC has more than the minimum sufficient 
Reward Stars to advance in level, they may 

continue to advance!  In such a scenario, count 

Stars using the PC’s current level, until they level 

up.  Any remaining stars are converted to XP using 
the character’s new level.  In exceptionally rare 

circumstances—or with exceptionally indulgent 

GMs!—this may involve a PC levelling up multiple 

times between sessions, though such power-
levelling is generally discouraged. 

Finally, in addition to different methods of 

determining rewards, gaming groups tend to have 

different theories as to how rapidly characters 
should level up.  Slow, average, and fast tracks are 

shown here, which scale to the corresponding 

Character Advancement experience point totals in 

the Pathfinder Core Rulebook. 

For purposes of Reward Stars, the following 
standard has been used: 

 Slow advancement requires 15 Reward Stars 

to advance. 

 Advancement with the Average progression 
demands 10 Reward Stars per level. 

 Only 5 Reward Stars are needed to advance 

following the Fast track. 

Table 1: Converting Reward Stars to XP 
Level, CR, or 

APL Slow Avg Fast 

1 200 200 260 

2 300 300 400 

3 433 400 540 

4 600 600 800 

5 800 800 1,000 

6 1,200 1,200 1,600 
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Level, CR, or 

APL Slow Avg Fast 

7 1,600 1,600 2,200 

8 2,533 2,400 3,200 

9 3,000 3,000 4,200 

10 5,000 5,000 6,800 

11 6,333 6,500 8,000 

12 9,667 9,500 13,000 

13 12,667 13,000 17,000 

14 19,333 19,000 26,000 

15 26,333 25,500 35,000 

16 36,667 41,000 50,000 

17 53,333 50,000 70,000 

18 76,667 75,000 100,000 

19 100,000 105,000 140,000 

20 n/a n/a n/a 

 

Converting Existing Gaming 
Products to the Reward Star 
Format 

This is pretty simple.  Take anything in the 

adventure you’re converting that explicitly gives an 

XP reward.  For each such occurrence, consider the 
value and challenge of the obstacle faced.  Assign a 

number of Reward Stars based on that. 

It’s suggested that most Quests, obstacles, or 

challenges probably merit zero, or just  1, 
Reward Star.  Significant, complex, or time-

consuming tasks might justify  1-2 Reward 

Stars.  Awarding  3 or more Reward Stars 
should be reserved only for the completion of a 

major task, an entire-gaming-session challenge, or 

some other elaborate or truly brutal challenge. 

You can do this on the fly, as well—which might be 

preferable, really, as it allows you to assign a 
reward based on how hard the challenge turned 

out to be for the PCs.  For example, if the Dice 

Gods are truly not with your players in a given 

session, what should normally have been a simple 
encounter with a handful of low-level monsters 

might have ended up being a horrid, life-

threatening affair.  In such circumstances, it 

doesn’t matter of it was just a group of Giant Rats: 
chuck some candy at your players, for goodness 

sake. 

Conclusion 

Some veteran GMs might read this with a slight 

bemusement, shake their heads, and discard it, 

moving on with their lives.  In that case, I hope this 

has served as an interesting diversion. 

Novice GMs, or those who wish to run Infinium 

Game Studio products in particular, may see some 

value in this alternate approach. 

In truth, this was written primarily for GMs who 
have been seeking a means of formalizing… okay, 

semi-formalizing, a reward system that incents not 

just slaying dragons and looting corpses, but in-

character behavior, thoughtful reminders, and just 
generally speaking, a good time. 

Regardless of which category you might fall into… 

thanks for reading!  And remember to look for the 

Reward Stars concept in future Infinium Game 

Studio products!

 

Open Gaming License (OGL) 
Product Identity: The following items are hereby 

identified as Product Identity, as defined in the Open 
Game License 1.0a, Section 1(e), and are not Open 

Content: All trademarks, registered trademarks, proper 
names (characters, deities, etc.), dialogue, plots, 
storylines, locations, characters, artworks, and trade 

dress. (Elements that have previously been designated as 
Open Game Content are not included in this declaration.) 

Open Content: Except for material designated as Product 

Identity (see above), the game mechanics of this Paizo 
Publishing game product are Open Game Content, as 
defined in the Open Game License version 1.0a Section 

1(d). No portion of this work other than the material 

designated as Open Game Content may be reproduced in 

any form without written permission. 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, 
Inc. and is Copyright 2000 Wizards of the Coast, Inc 
("Wizards"). All Rights Reserved. 

1. Definitions: (a) "Contributors" means the copyright 
and/or trademark owners who have contributed Open 
Game Content; (b) "Derivative Material" means 

copyrighted material including derivative works and 
translations (including into other computer languages), 
potation, modification, correction, addition, extension, 
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upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, 

transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d) "Open Game 

Content" means the game mechanic and includes the 
methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is 

an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, 

including translations and derivative works under 
copyright law, but specifically excludes Product Identity. 

(e) "Product Identity" means product and product line 
names, logos and identifying marks including trade dress; 
artifacts, creatures, characters, stories, storylines, plots, 

thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, 

photographic and other visual or audio representations; 
names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses 

and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other 

trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) 

"Trademark" means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the 

Open Game License by the Contributor (g) "Use", "Used" 
or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative 

Material of Open Game Content. (h) "You" or "Your" 
means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 

this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the 

License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using this 
License. 

3. Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing 

to use this License, the Contributors grant You a 
perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open 

Game Content. 

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 

represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the 
rights conveyed by this License. 

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 

exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and 

You must add the title, the copyright date, and the 
copyright holder's name to the COPYRIGHT NOTICE of 

any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to 

compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element 
of that Product Identity. You agree not to indicate 

compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly 

licensed in another, independent Agreement with the 
owner of such Trademark or Registered Trademark. The 

use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used 

in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content 

You must clearly indicate which portions of the work that 
you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents 

may publish updated versions of this License. You may 
use any authorized version of this License to copy, modify 
and distribute any Open Game Content originally 

distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 

distribute. 

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 

Contributor unless You have written permission from the 
Contributor to do so. 

12. Inability to Comply: If it is impossible for You to 

comply with any of the terms of this License with respect 
to some or all of the Open Game Content due to statute, 

judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected. 

13. Termination: This License will terminate 

automatically if You fail to comply with all terms herein 
and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the 

termination of this License. 

14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only 

to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the 

Coast, Inc. 

System Reference Document. Copyright 2000, Wizards 
of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 

Skip Williams, based on material by E. Gary Gygax and 
Dave Arneson. 

Pathfinder Roleplaying Game Reference Document. © 

2011, Paizo Publishing, LLC; Author: Paizo Publishing, 
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