Generating Stats
· Introduction

· 6 ability scores

· Range from 1-30

· Player stats range from 3-18

· Can go up to 20 if roll well and have a racial bonus

· Stats determine bonuses or penalties to rolled actions

· Combat – attacks, damage

· Skill or ability checks

· Saving throws

· Spell difficulty

· Some class or race abilities

· Base stat – no bonus/no penalty 10-11

· Increase in pairs, ex 12-13 +1, 14-15 +2

· Decrease in pairs, ex 8-9 -1, 6-7, -2

· Following methods – 2 categories 

· Roll Dice

· Assign numbers and adjust

· After determining numbers, assign racial bonus

· Method 1 – Roll 3d6 x6

· The most basic way to roll stats (OG method)

· Average will be around 10

· Overall will be average stats

· Not included in the PHB anymore

· Who wants to be normal

· You are a protagonist, should stand out

· More fun if your character is extra good at something

· Method 2 – Roll 4d6 x6

· More likely to get better numbers

· This means at least a couple decently good stats (usually)

· Standard method for rolling in PHB

· Still involves rolling

· Chance for some really good stats

· Can still roll 4 1s

· Method 3 – Roll 3d6 x7

· Variant of the first method

· Will get better rolls than first, but not as good as second.

· Method 4 – Roll 3d6 x6, reroll 1s

· Variant, range will be 6-18 – removes chance of stat between 3-5

· Even experienced roll players will struggle with stats this low

· Rolls that low mean some kind of significant disability

· Personal Thoughts on rolling

· Can also combine some of the variants.

· Example - 4d6, x7 

· Reroll 1s and 2s

· Really depends on the campaign and how “heroic” or “strong” you want characters at your table to be

· Be sure everyone at the table is using the same method so that it is fair

· Danger of rolling - you can still end up with a mediocre or weak character

· DMs discretion - allow players to reroll stats, either individual or start over for especially bad roll sets

· Rule of thumb, tally up bonuses and penalties

· At the very least, you want a positive number

· With standard array (described later), This number is +5

· Method 5 – Group rolling

· Describe - 

· Everyone rolls using one of the above methods

· Numbers are collected into to a pool

· Discuss how to divide

· Go around the table

· Take turns who goes first (variant of settlers of catan)

· Draw from a hat

· Assign based on what people want to play

· Never tried personally, but sounds interesting

· Fun team building exercise

· Build real communication and negotiation skills irl 

· Method 6 – Standard Array

· 2nd method recommended in PHB

· Used by Adventurer’s Guild

· Given a specific set of numbers that you assign 

· 15, 14, 13, 12, 10, 8

· No way to get an 18 at first level (without using supplemental material)

· Guaranteed a moderately decent character

· Puts the entire table on an even level

· Rolls will by nature vary

· Method 7 – Point buy

· Start at base 8 for all stats. 

· Get 27 points to spend to add to these scores.

· Increase a stat by one, costs 1 point for first 5 (13)

· Increase a stat by one, costs 2 points, 14-15

· On extremes, can have 3 8’s and 3 15’s

· Can get the standard array with these points

· Has some of same benefits of standard array with a little more variety and flexibility

· Sub 1 - start with standard array and adjust 

· Start with the standard array and use point buy chart to raise/lower stats

· Example: lower the 12 to 10 (2 points) to raise the 13 to a 14. 

· Sub 2 - add more points

· Choose number together 

· Ex: 30 points instead of 27

· Average scores will be higher

· Eliminate the 8 (penalty stat) and still keep the 15

· Sub 3 - make 16, 17 and 18 buyable but cost more

· 16. 17 cost 3 points each, 18 cost 4 points

· Chance or 1 really good stat, but others will be more mediocre to low

· 18 would cost 19 points total, leaving only 8 points for remaining 5 stats (10,10,10,10,8) 

· Create a variant that combines above

· Allow 16-18 and allow more points

· Really just make sure everyone at the table uses the same system

· Conclusion

· Fairness – even playing field (reiterate) 

· Rolling is fun, but it can lead to power differentiation

· No scores over 20 for adventurers period – limitation in the rules

· Low stats can be fun, but too many or stat that is too low becomes unplayable

· Ex 3 int is approximately the intelligence of a small woodland creature, would get old very quickly

· Too many, and your character will be constantly outdone by other characters – may even be better at something you are trained in.

· We prefer rolling, because rolling dice is half of why I play (maybe more)
