Ability Scores – Strength/Dexterity/Constitution
· Intro

· 6 scores – 3 physical and 3 mental

· Overview, starting with the physical scores

· Str, Dex, Con

· Description

· Saving throws, defense involving resisting an effect

· Ability/skill check is an action you take and determine success

· Saving throw is a reaction to something done to you

· Skills associated with each ability score

· Roleplaying suggestions for extreme scores

· Strength

· Description

· Physical power

· Raw force

· Applies to melee attacks and damage

· Also breaking things

· And freeing self from restraints (another person or otherwise)

· Used for grappling – think wrestling maneuver or attempt to physically restrain another

· Determines load capacity (how much you can carry)

· Encumbrance

· Good for Barbarian, Fighter, and Paladin

· Also potentially Useful for Ranger, Rogue, Monk, Cleric

· Anyone who would be in melee combat

· Saves

· Break free from  a restraining effect, like Entangle

· Stand your ground against push effects or knockback, like Thunderwave 

· Not used very often

· Skills

· Athletics - jumping, lifting, swimming, climbing, pushing

· Roleplaying Low/High

· High - easily breaking things that are delicate

· Walking heavily – trouble with stealth

· Instead of going around, just go thru

· Extreme - you are juggernaut

· Less extreme - go to knock on door forcefully and accidentally knock it off it’s hinges (Hagrid in book 1)
· “He doesn’t know his own str”

· Carry stuff for the party – be a pack mule

· Low - pass on carrying equipment

· Drop or struggle to lift heavier items

· Struggle when grappled – easily overcome

· Will be reflected mechanically, but could play like Luna

· Nervous/fearful in encounters to jump/swim/climb

· Go so far as being unwilling to try

· Go out of way to find alternatives

· Dexterity

· Description

· Speeeeed

· Reflexes

· Balance

· Anything requiring fine motor skills

· Impacts initiative

· Armor class

· Ranged attacks and damage

· Favored stat of Rogue, Ranger, and Monk

· Also useful for Barbarian or Fighter

· Anyone who wants a boost to AC or uses ranged attacks

· Saves

· Primarily dodging spell effects or avoiding traps

· Reaction – Maintaining balance or catching yourself on a fall

· One of the most used saves in DnD
